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L
ike most of you, I’ve got a bookshelf 
stuffed with Dungeons & Dragons 
books and memorabilia. Below the 

third edition core rulebooks you’ll find 
a complete collection of Greyhawk 
adventure modules and sourcebooks. 
The entire adventure path, from The 
Sunless Citadel to the Bastion of Broken 
Souls sits propped between a first edition 
Unearthed Arcana (with uncracked bind-
ing) and a photocopy of the Dungeons & 
Dragons Coloring Book, written by Gary 
Gygax in the game’s 1980s heyday. The 
shelf also holds a copy of First Fantasy 
Campaign, a modest supplement from 
Judges Guild displaying the campaign 
notes of Dave Arneson, D&D’s co-cre-
ator. Dave’s notes rest upon a pile of 
Planescape Monstrous Compendia, still 
useful for research purposes long after 
their line and edition have passed away. 
And somewhere in this fabulous mess is 
a three-ring binder containing photocop-
ies of my favorite articles from the first 
thirty years of Dragon magazine.
 As luck would have it, my very first 
issue of Dragon happened to be one of 
the magazine’s best—number 75, from 
July, 1983. The cover was nothing spe-
cial, a kind of cartoon featuring wizards 
and devils suntanning on a beach while 
engaged in what can best be described 
as “antics.” But inside lurked something 
spectacular. In that issue, Ed Greenwood 
(pre-Forgotten Realms) kicked off a 
massive article on the Nine Hells that 
was so immense that editor Kim Mohan 
had to split the content over three 
issues. Gygax’s ever-informative “From 
the Sorceror’s Scroll” column gave a 
preview of devils to appear in Monster 
Manual II, Larry Elmore kicked off the 
cartoon “SnarfQuest” (about which we 
still get letters), and the magazine also 
included an adventure module, an Ecol-
ogy, and several other useful features.

 I rediscovered Ed’s Nine Hells article 
years later, when I was trawling through 
Dragon for ideas to help me with 
a new campaign. Over the next two 
decades, I continued the hunt for arti-
cles worth saving. I kept an eye out for 
articles covering my favorite campaign 
setting (Greyhawk), but general inter-
est articles like Ecologies and new spells 
often ended up in the notebook, too.  
 Somewhere along the line, I wrangled 
a job editing Polyhedron, and eventu-
ally found myself part of a team that 
included the Dragon and Dungeon 
staffs. Even when my day-to-day work 
allowed me a peek at how the maga-
zines were made, I still kept an eye on 
articles I knew I would use in my cam-
paign. And now, it falls to me to not only 
clip those articles and put them in my 
three-ring binder, but to set a creative 
vision for the magazine as a whole and 
help you stock binders of your own. Our 
former Editor-in-Chief, Matt Sernett, 
has moved on to the design department 
at Wizards of the Coast, where he joins 
his predecessors Jesse Decker and Chris 
Thomasson. But I think I’ll stick around 
here for a while.
 I’ve been reading Dragon since 
I was seven years old. In that time, 
there have been eras where Dragon 
seemed more like a wyrmling and eras 
when Dragon was without question 
a great wyrm. The recent “Unleashed” 
relaunch got us off the ground and out 
of the lair, but there are yet kingdoms 
to be conquered, and fabulous trea-
sures to be carried off. 
 Dragon is my favorite magazine. It’s 
my job to make it your favorite, too. 

Erik Mona
Editor-in-Chief

DECEMBER #328
DRAGON gives you the best in gaming, 
presenting new official rules, original 
game content, great advice, and the 
perfect inspiration for your D&D game. 
In each issue, you’ll also see what cool 
products are on the horizon, find out 
what other players are up to, and get an 
insider’s look at the industry. Get more 
from your game: Get DRAGON!

Dwarves at War
by Mark Hart
Why do dwarves always carry the best armor 
possible and fight in small tactical units? 
Why are dwarves not afraid of spiders, orcs, 
and anything else that moves? Learn the ins 
and outs of dwarven warfare and learn how 
to fight like a dwarf yourself. 

Paragons of the Kindred
by Anna Serfass
Four new prestige classes focused on the 
four most popular non-human gods allow 
your PCs to become paragons of their 
faith. 

Nobody’s Perfect
by Richard Pocklington
Now your fussy-eating, slow-healing elf mage 
can finally get the rewards he deserves from 
all of his drawbacks. This article provides 
a number of flaws for all races to enjoy, 
allowing them to take advantage of all their 
disadvantages. Fat halflings and insomniac 
half-elves are now at your disposal.

Generating Character
By Wes Schneider
Got a brand new PC stuck without a 
backstory, no history, and no personality? 
No worry! This article provides a number 
of handy charts and tables to help you fill 
in those pesky little details. 

Plus! 
Winning Races: Saurian Shifters, The 
Ecology of the Will-O-Wisp, A Novel 
Approach: Far Seer trilogy, and of course, 
Class Acts, Bazaar of the Bizarre, Under 
Command, Silicon Sorcery, First Watch, 
Scale Mail, Sage Advice, and comics.

INTRODUCTIONS
NEXT MONTH IN DRAGON
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LETTERS
Tell us what you think of this issue. Send an email to scalemail@paizo.com.  
Please include your name, city, and state.

WE MEANT TO DO THAT
First of all, nice job on issue #324. 
Strange how just when I start to cre-
ate a Lovecraftian storyline of my own 
you guys come up with this issue one 
month later. Hmmn . . . perhaps this 
is Great Cthulhu’s work. Love the 
cover and how it spells out “Dagon” 
as a reference to Lovecraft’s story. 
Ever since moving from a huge city 
to a very small town, DRAGON has 
been one of my only comforts and I 
always look forward to it’s arrival on 
the stands. With recent articles on 
the dark ones, urban druids, ghost 
elves, and Mapheggi lizard folk, I’m 
glad to see that not only is your tal-
ented crew taking the game forward 
but also giving respect to the past 
characters and concepts that have 
kept the faithful playing D&D all 
these decades. I love how in every 
issue there is always some little tidbit 
that catches my eye and adds to my 
on-going campaign storylines. The 
winterlings in issue #324 were par-
ticularly interesting. I guess I’ll have 
to pick up Frostburn and start a snowy 
fey campaign on the side!

Richard Sinco
Address Withheld

SOMETHING FOR SOMEONE
A while back, I was in a local bookstore 
and picked up an issue of DRAGON. It 
had an article about quasi-elemental 
genasi in it. I was short on cash that 
week so I put off picking up the issue, 
but now I can’t remember which issue 
it was. Could you please let me know 

which issue it was in, and if you have 
any left in stock?

Name and address withheld

Certainly. That was issue #297 and the 
article’s name is “Children of the Cos-
mos.” You can indeed find that and all of 
our back issues at paizo.com/backissues. 
As of press time we do indeed have copies 
of that particular issue in stock.

Mike McArtor
Assistant Editor

W.A.C.K.O.
To the Editor or whom it may concern:

My name is Brian Hamilton and I 
am the founding president of the Orga-
nization for the Growth and Rehabilita-
tion of Elementals, otherwise known 
as O.G.R.E. I am writing to you on 
behalf of our committee to express our 
extreme displeasure in your promotion 
of the mistreatment of elemental crea-
tures in the world of EBERRON.

As you may well know, the world of 
EBERRON has been abusing creatures 
from the Elemental Planes for many 
centuries by imprisoning them in 
powerful magic items. This process, 
known as elemental binding, is a 
barbaric practice and our committee 
has long protested against it. Unfor-
tunately, your magazine has recently 
been shamelessly promoting elemen-
tal binding, undermining much of the 
good our committee has done to end 
this despicable act.

Our committee will not stand for 
the promotion of what is akin to extra-
planar enslavement. If you do not 

desist in promoting the actions of the 
EBERRON peoples, my committee will 
have no choice but to organize peaceful 
rallies and countless petitions against 
your magazine. In fact, we might even 
have to print t-shirts. If you do not 
wish to see a quarter of a dozen people 

G1-3:  
AGAINST THE GIANTS
Among the most famous and popular 
modules of all time, G1: Steading of the 
Hill Giant Chief, G2: Glacial Rift of the 
Frost Giant Jarl, and G3: Hall of the Fire 
Giant King collectively form the adventure 
arc known as Against the Giants. Written 
by Gary Gygax and originally published 
in 1978, TSR collected these three adven-
tures into G1–3: Against the Giants in 
1981. Later, Against the Giants became 
a part of the supermodule GDQ 1–7: 
Queen of the Spiders. 
 Steading of the Hill Giant Chief was 
TSR’s first official standalone D&D 
module. The entire series saw play at 
the 1978 Origins convention. In 1999, 
as part of their celebration of D&D’s 
first 25 years, TSR included all three of 
the Giants modules, individually, in their 
Silver Anniversary Box.
 Not only did Against the Giants give 
you all the chances you wanted to fight 
giants, but each dungeon had mon-
sters, architecture, and themes unique 
to the type of giants that lived there. 
Plus, you got a cool feeling of progres-
sion as you finished each section and 
discovered that the motivating force 
behind the current batch of giants was 
an even meaner and tougher batch 
further into the mountains.  
 In DUNGEON #118, player characters 
get a chance to take on the giants again 
in “Shadow of the Abyss,” an adventure 
that details a giant-held border fort on 
the outskirts of a doomed kingdom.

BLAST FROM THE PAST
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standing on the steps of our local city’s 
courthouse, I ask that you desist in your 
promotion of EBERRON and its practice 
of elemental binding. I thank you.

Brian Hamilton
President of O.G.R.E

BOYS HAVE COOTIES
My brother, my three best friends, and 
I have just started gaming with my dad 
DMing for us. It has taken him 2 years 
to get around to it, but at least we’re 
playing D&D now!

What ridiculous survey told you that 
only 5% of gamers are girls? We girls 
outnumber the guys in our gaming 
group 2 to 1—and that’s including our 
DM! Out of the people we’ve asked, the 
girls seem far more interested!

We just want to say thanks to my dad, 
Mark Sandum, for finally DMing for us!

Amy and Ben Sandum, Catriona,
Mhairi, and Kirsty

Hey girls, that sounds super cool! Way to be 
trendsetters! Those were just the numbers 
our online survey told us, but it looks like 
there are exceptions all over the place. If 
you check out the Dungeon Majesty blurb 
in First Watch this month you’ll see that 
one of the funniest and most passionate 
roleplaying groups around consists primar-
ily of women gamers. There is also a whole 
website, d20chyx.com, dedicated exclusively 
to female gamers and their adventures. So 
yeah, you gals definitely aren’t alone out 
there in the gaming world. Oh, but do go 
easy on your DM, it sounds like you all 
have him outnumbered quite a bit.

F. Wesley Schneider
Assistant Editor

LOST IN THE SHADOWS
I love DRAGON, it’s the best. However, 
while I was reading through issue #324 
I noticed that the spell “Shadowy Grap-
pler” on page 72 has no casting time 
included in its stat block. Thought you 
might like to know.

I’ve assumed that the casting time is 
1 standard action and put that in when 
adding it to my spell lists. If this is not 
the correct time please let me know.
Thanks, keep up the great work.

Spidey
Address Withheld

Oops! 
We thought about telling you that it’s 

like shopping: If there’s no price, it must be 
free. We feared that might begin a world-
wide shoplifting spree, however, so we’ll just 
give you the straight answer instead.

You are absolutely correct: It is supposed 
to have a casting time of 1 standard action. 

Mike McArtor
Assistant Editor

SUBSCRIPTION PROBLEMS SOLVED!

I spent October to May of this year in 
Iraq (I’m a political scientist and was 
doing field research for the Canadian 
Department of National Defense). For 
many years in high school and junior 
high I had a subscription to your 
magazine (in the 1980s), and at the 
beginning of each month I remember 
how my brother and I used to race to 
the mailbox to see if the newest issue 
had arrived.

Well, you can imagine my surprise 
when on a nice spring day in March I 
was wandering around the bazaar of 
Suleimaniya, an Iraqi Kurdish town 

near the Iranian border, and I hap-
pened across one of your magazines 
for sale on the sidewalk! There was 
also an issue of DUNGEON magazine 
beside it. The guy selling it had no 
idea where he got it from, but said he 
had it since before the 2003 war. Just 
thought I’d let you know that you have 
a readership in the Kurdish moun-
tains of northern Iraq! I’m attaching 
a photo of me and the magazine I 
found there (he sold it to me for 1,200 
dinars—less than a dollar), taken in 
Sargat, the ex-Ansar al-Islam base that 
Colin Powell mentioned in his U.N. 
speech last year.

Dr. David Romano
Montreal, Canada

And people have trouble finding Dragon 
in the United States! Despite our varying 
political viewpoints on the Iraq war, all 
of us here at Paizo are extremely pleased 
that our magazines are making their 
way to the Middle East at a time when 

This month’s issue 
of DUNGEON (#118) 
includes the first 
of four eight-panel 
poster maps of the 
World of GREYHAWK! 
One of D&D’s most 
beloved campaign 
settings and the background of many of the adventures in DUNGEON and features in 
DRAGON, GREYHAWK is DUNGEONS & DRAGON’s oldest complete campaign setting. With 
cartography by Robert Lazzaretti and painstakingly researched by Erik Mona, this massive 
map presents the Flanaess in never before seen detail, ready for your exploration. Check 
out DUNGEON #118 through #121 for the whole map or order them from paizo.com!

IT’S YOUR WORLD

Dragon 

Talk

KNOWLEDGE CHECK
Question: What is the Charm 
of Making?

?
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so many gamers are deployed there. Our 
thoughts are definitely with you.

Erik Mona
Editor-in-Chief

FISH N' CHIBS
I’m shocked. I walked into my local 
DVD store, and there on the shelves 
were the DUNGEONS & DRAGONS and 
Masters of the Universe cartoon! How 
can this be? I read in issue #324 that 
these were only available in England, 
and I stay in Scotland!

Yeah, sorry for the sarcasm but I 
must say I was a bit annoyed after 
reading your last issue. The DVDs are 
available in the UK, or United King-
dom, or Great Britain, or whatever 
you want to call it. Not just England. 
There are three other countries in 
there you know. England, Scotland, 
Northern Ireland, and Wales. It’s 
kind of like saying that Canada is part 
of the USA.

Anyway, that aside, how about you 
and your sister magazine, DUNGEON, 
try running a few articles that work 
well together, like the Incursion but 
on a smaller scale? I’m guessing that 
DUNGEON will soon be running another 
Adventure Path, so why not do a few 
articles designed to work well with the 
current installment? Possibly help on 
fleshing out NPCs, exploring the area 
it’s set in, that kinda thing.

Anyway, that’s enough from me. 
Keep up the good work, and don’t make 
the same mistake again, or I’ll have to 
chib ya. (Great word that, chib—to hit 
with a chib, or knife).

Kenneth Anderson
Glasgow, Scotland, Great Britain (not 

England, okay!)

Please excuse us Kenneth, putting the 
magazine together every month means that 
none of us get to do much traveling . . . or 
looking at globes, apparently. In fact we just 
had to spend a few hours last week explain-
ing to DUNGEON Associate Editor James 
Jacobs that Georgia was both a state AND 
a country. That wasn’t fun.

As for working together with DUN-
GEON, well we don’t really like those guys 
much, but to smooth over our inter-
national incident, okay. Starting next 

month you’ll see encounters in DUN-
GEON that correspond with that month’s 
Ecology in DRAGON. Also, be sure to 
check out the new “Age of Worms” (yes 
“worms”) Adventure Path starting in 
May with DUNGEON #122, which will 
have some kind of support in Dragon 
almost every month! Although we can’t 
tell you much about these articles yet, we 
promise they’ll be interesting and useful 
whether you play in the new Adventure 
Path or not.

So how’s that, Kenneth Can we forgo the 
chibbing now? Of the entire DRAGON staff I 
especially have this nasty allergy to pain.

F. Wesley Schneider
Assistant Editor

HAPPY 142ND ISSUE!  
I would just like to thank you, Mat-
thew Sernett, and your staff for the 
changes to the format of DRAGON. I 
have been a D&D player since 1978 
and my collection of DRAGON dates 
back to issue #85. Earlier in the year 

I had considered not renewing my 
subscription to the magazine because 
I felt the articles had become too spe-
cific to boxed campaign worlds or of 
little interest to me. Your revival of 
providing information useful to all 
players is refreshing and greatly appre-
ciated. Keep up the great work.
  Stephen Duquette

Foster, RI

REST IN PEACE
On June 5, I wrote to you sharing my 
thoughts regarding your upcoming 
changes to DRAGON and DUNGEON maga-
zines. Now that I have seen three exam-
ples of each magazine and the changes, 
I can say I really like them—my appre-
hensions have been laid to rest.

DRAGON has pleasantly surprised me 
with the new articles. The Winning 
Races, so far, have really added great 
options to my campaigns. For example, 
bringing the grippli—my favorite first 
edition race—to light was fantastic. A 
grippli psion/rogue will be entering 

We’ve all had a D&D player like Napoleon Dynamite, the geek’s 
geek who is “pretty good with a bo staff,” but always on top of 
the latest developments in ligers and Loch Ness wizard protec-
tion. Perhaps some of us have even been Napoleon Dynamite, 
complete with nunchucks and a frickin’ twelve-gauge for shooting 
wolverines. Well, now you can have your own worst player around 

whenever you want, as the Napoleon Dynamite 
DVD is now available from Fox Home Entertain-
ment. Get some tots, watch it, and be glad it’s 
not about you.

DY-NO-MYTE!

Dragon 

Talk

“It’s pretty 

much my 

favorite 
animal.”



   

KNOWLEDGE  
CHECK ANSWER
Answer: “Ana’l nathrakh, u’rth 
vas bethad, dokhje’l djenve.” 
–Merlin from Excalibur

?

our new campaign shortly. It will be my 
first psionic character ever. I can’t wait!

The Class Acts articles have really 
opened up possibilities for the game with 
flaws, feats, and other tips. I was con-
cerned about too much focus on crunch 
rather than fluff, but at least the crunch 
added here is backed up by fluff, in that it 
is explained why a character would take a 
certain feat or whatever.

Thank you for the continued excel-
lence in your magazine. I will continue 
to be a reader as long as the Lord allows 
me the ability to read.

Michael Gross
National Park, NJ

I CAN ONLY SHOW YOU THE DOOR
After reading Matthew Sernett’s edito-
rial “Earning XP” in DRAGON #325, 
I started thinking hard about what I 
needed to do to get a start in the role-
playing industry. I was just wondering 
if any of the guys at DRAGON had some 
tips for people who want to make 
a career out of their hobby? Where 
should we turn to try to get our adven-
tures, stories, campaign setting, and so 
on published and recognized?

Lee Prosperie
Baton Rouge, LA

Since I just broke into the business, I 
thought I would drop in and answer 
this one. The road is not an easy one, 
but it is not as hard as you might think. 

One of the best ways to get into the 
business is to establish a list of writing 
credits in the industry through freelance 
work. There are a number of great 
opportunities out there to get your name 
recognized, including both DRAGON 
and DUNGEON. I myself got much of my 
experience through the RPGA, working 
as part of the LIVING GREYHAWK cam-
paign staff. It’s best to start small and 
not bite off more than you can chew. 
DRAGON magazine offers a number of 
smaller writing opportunities to get your 
feet wet before moving on to larger proj-
ects. Check out our submission guide-
lines at paizo.com/dragon/about and 
the Coup de Grace in DRAGON #326 for 
more information on freelancing and 
writing for DRAGON magazine. 

Jason Bulmahn
Associate Editor

The countdown to the end of the world is here! In HBO’s new hit series, 
Carnivale, a curious band of freaks and misfits hook up with the heir to 
a mysterious magical destiny in the dust bowl of the Depression era 
West. At the same time, Clancy Brown (yep, Captain Hadley from the 
Shawshank Redemption) does the Lord’s Work in California, with just a 

little murder and arson thrown 
in. Inexplicably connected, these 
two miracle workers are drawn 
together, preparing for a ren-
dezvous between good and evil, 
magic and prophecy.

If you missed this captivating 
chapter of the magical history of 
America, the Season 1 DVD set 
of Carnivale is available for sale 
from Warner Home Video now! 
For more on Carnivale be sure 
to check out hbo.com/carnivale. 
–Kenneth Hite

A DAY AT THE FAIR

Dragon 

Talk
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Picture a city on the edge of a vast desert. This desert 
conceals the tombs of an ancient civilization, filled 
with treasure and protected by traps and curses. The 
potential bounty is so rich that professional treasure 
hunters live in the city, their exploits followed by an 
admiring population who consider them celebrities, 
but who nonetheless must pay taxes on their 
earnings. The most experienced write guidebooks 
describing the usual locations and protections of the 
tombs, and the demons and undead that infest them.
 A location in your campaign? Try Thebes or Cairo in 
the 13th century c.e.

by Kyla Ward

illustrated by Andrew Hou

REAL-WORLD TOMBS IN D&D
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 Ancient, treasure-filled tombs feature 
in almost every fantasy world, yet they 
also happened to exist in such real-world 
countries as Egypt and China and have 
provided inspiration for all subsequent 
fantasy creations. Thus, examining such 
real-world tombs might provide useful 
information to tomb-building Dungeon 
Masters and grave-robbing players alike.

An Overview of  
Real-world Tombs  
and Tomb Robbing
The ancient Egyptians and Chinese 
built elaborate tombs because they 
held a sincere belief in the continued 
existence of the dead and their ability to 
affect the material world. These peoples 
believed that a fine tomb sustained the 
deceased in the afterlife, and used the 
hardest stone and the most precious 
metals and gems to ensure the tomb 
would last forever. They provided the 
dead with everything they might need, 
from food and clothing to weapons, 
jewelry, and vehicles. They also went 
to great lengths to protect the tombs 
of their ancestors from more worldly 
threats, like encroaching animals and 
sacrilegious thieves. Disturbing a tomb 
after a burial disrupted the afterlife and 
this justified any precaution, no matter 
how extreme. 
 However, building such magnificent 
tombs inevitably attracted tomb robbers. 
In 1107 B.C.E., when the necropolis at 
Thebes (known today as the Valley of the 
Kings) was at its height, a great scandal 
occurred. The priests and the Pharaoh 
discovered to their horror that the arti-
sans constructing the current royal tomb 
had turned their skills to despoiling the 
tombs their fathers and grandfathers 
had worked on before them. The robbers 
went to the extent of digging tunnels 
between tombs, leaving the seals on the 
entrances intact. Modern archeologists 
discovered these tunnels and even found 
a papyrus recording the tomb robbers’ 

trial. These thieves were among the first 
professional tomb robbers.
 Two millennia later, when a different 
culture had taken over Egypt, tomb rob-
bing became a profession. Tomb rob-
bers were called, in Arabic, mutalibun, 
“treasure hunters.” The fact was that 
tomb robbing commonly only proved 
illegal when the robbed tombs belonged 
to a group currently in power. However, 
even when legal, robbing a tomb was 
rarely easy.

Real-World Tomb 
Defenses
The first challenge tomb robbers often 
faced was locating a cemetery. Large 
cities always needed cemeteries close by, 
but easy access risked robbery and van-
dalism. Most ancient cultures fortified 
and guarded their cemeteries, placing 
them in valleys or on islands if possible. 
Religious beliefs also played a part; for 
example, the ancient Egyptians believed 
that the underworld lay in the West 
where the sun set, so they placed the 
necropolis of Thebes on the West bank 
of the Nile. The fame of this particular 
cemetery persisted long after the last 
Pharaoh was buried there, so when the 
mutalibun came along, there were plenty 
of legends telling them where to look.
 The tomb robber then had to pinpoint 
an individual tomb inside the cemetery. 
To protect a tomb simply and effectively, 
architects often buried them, leaving no 
marker and keeping no records. Only 
one tomb at Thebes, the comparatively 
humble tomb of Tutankhamen, survived 
until modern times intact for that rea-
son. Although Tutankhamen is famous 
now, at the time of his death he was 
merely a teenager, succeeded by a pow-
erful man who buried him as quickly 
and simply as possible and suppressed 
all records of his reign.
 The First Emperor of China, who 
reigned in the 3rd century B.C.E., went 
to even greater lengths to protect his 
tomb. His workmen covered his “burial 

palace” with earth and landscaped it 
to look like a natural hill. The ancient 
Chinese chronicle, Records of the His-
torian, written by Ssma Qian in the 
2nd century B.C.E., relates that after 
the Emperor’s death, his successor 
had all the workmen shut in the tomb 
to die so details of the tomb’s location 
and treasures would never be revealed. 
Archaeologists rediscovered this tomb 
near modern-day Xian and unearthed 
the famous “terracotta warriors” from 
its forecourt.
 Records of the Historian also says that 
the First Emperor had crossbows set up 
within his tomb to fire when triggered 
by an intruder. As the tomb itself has 
not been excavated, no one knows if this 
is true, but the ancient Chinese certainly 
had the technology to do it. If it is true, 
it means that the passageways and halls 
of the tomb remained open after the 
burial, while in Tutankhamen’s tomb, 

COMMON EGYPTIAN 
CURSES
 “That the crocodile shall assail him 
in the water, that the serpent shall 
assail him on the earth, the one who 
will do something against this tomb.”
 “Whoever shall transgress the 
decree of the God for the conse-
cration of this monument, Thoth 
touches the enemy, he shall be pun-
ished by the fire of iHwt.”
  —Translated from Maledictions et 

Violations de Tombes.

 “Death shall come on swift wings 
to him who disturbs the peace of 
the King.” 
 “It is I who hinder the sand from 
choking the secret chamber. I am 
for the protection of the deceased. 
And I will kill all those who cross this 
threshold into the sacred precincts 
of the Royal King who lives forever.”
 “Let the hand raised against 
my form be withered! Let them be 
destroyed who attack my name, my 
foundations, my effigies, the images 
like unto me!”
 —Three reports of the supposed curse 

engraved upon King Tut’s tomb.
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the only passage was filled with rocks 
and sand. The builders of the Emperor’s 
tomb probably believed the dead needed 
as much space as the living. In the 
tombs of the much later Ming dynasty, 
the builders left the passages open 
because they intended the tombs to hold 
more than one person.
 In his 13th century book The Revela-
tion of Secrets, the mutalib Al-Jawbari 
described entering an Egyptian tomb 
containing a collapsing staircase and 
a deep pit covered by a revolving flag-
stone. The revolving flagstone is notable 
because it solves the problem of reset-
ting traps in a buried tomb. Archeolo-
gists discovered a number of deep pits 
in tombs at Thebes. In the tomb of 
the Pharaoh Merneptah, this pit was 
cut into the rock at the entrance to the 
tomb proper, at the base of the sloping 
entrance passage. It served the dual pur-
pose of collecting water during the infre-
quent desert storms and complicating 
any attempt to enter or exit the tomb.

Curses
Ancient tomb builders also attempted 
to protect the dead with magic. Some-
times they called upon the gods, some-
times upon the wrath of the deceased 
himself. The books of the mutalibun 
often contained spells and talismans 
to ward off the attacks of the spirits 
guarding the tombs. The ancient 
Chinese believed the spirits of their 
ancestors returned if not shown proper 
respect, punishing their descendants 
with disease, infertility, and famine.
 The classic magical tomb protection is 
the curse. Most curses, placed above the 
entrance, condemn all who pass inside 
to a terrible fate. When Tutankhamen’s 
tomb was opened in 1922, rumors 
spread of a curse carved on the lintel of 
the first chamber, which magically van-
ished after the chamber was breached. 
Some curses, like that of ‘Ankhm’ahor 
(see the related sidebar), only appear 
some distance inside the tomb, presum-

ably for shock value. Aside from just 
curses, the Theban necropolis and the 
valley of the Ming tombs demonstrate 
all the principles of tomb protection, 
each in a unique setting. Of course, 
to the people who built them, archae-
ologists would probably seem like just 
another gang of tomb robbers out to 
plunder the possessions of the dead.

The Great and Noble 
Necropolis of Millions of 
Years of Pharaoh
The necropolis of Thebes truly deserved 
the title “City of the Dead.” It contained 
the Valley of the Kings, the Valley of the 
Queens, and all the intervening hills, 
which were riddled with the tombs of 
earlier dynasties and those of wealthy 
private citizens. It also contained tem-
ples in which offerings were made to the 
dead, one containing the headquarters of 
the master of the necropolis, the Prince 
of the West, a position both priestly and 
military. He, the temple priests, and a 
special force of Nubian guards known as 
the Mazoi, lived permanently within the 
necropolis. Five walls surrounded the 
necropolis, and trespassing was punish-
able by beating and imprisonment.
 In the year 1107 B.C.E., in the reign 
of Rameses IX, the mayor of the city 
of Thebes claimed that security in the 
royal necropolis across the river had 
become so lax that thieves had robbed 
many of the tombs. The Prince of the 
West, a personal rival of the Mayor, 
commenced a massive investigation of 
every tomb within the grounds.
 At this time in Egyptian history the 
Pharaohs no longer lived in Thebes but 
in the new city of Tanis. Their tombs 
were still in the Valley of the Kings, 
but without the presence of the court 
and the royal army, Thebes suffered 
from food shortages and the attacks of 
desert bandits. Even the artisans who 
constructed the royal tombs found life 
difficult. The Prince of the West discov-

ered these men making side trips from 
their work sites into nearby tombs. 
These workers would later sneak back 
into the necropolis at night and remove 
burial treasures. The Prince of the West 
uncovered a wide-ranging conspiracy 
including ferrymen who took the stolen 
goods across the river to the city and 
merchants who bought them.
 It is no surprise that such a massive 
conspiracy was revealed, as robbing 
tombs in the necropolis would have 
been a considerable feat. The typical 
royal tomb formed a series of cham-
bers and passages on a single axis cut 
deep into the solid rock. The entrance 
passage sloped down toward the burial 
chamber and generally contained 
steps bisected by a smooth ramp. The 
funeral party dragged the sarcophagus 
down this ramp. The longer a Pharaoh 
lived, the longer and more elaborate his 
tomb became; so Tutankhamen lay in a 
tiny four-chamber tomb, but Rameses 
IX himself had a huge tomb with side 
chambers and towering columns.
 The internal chambers had wooden 
doors hinged to the stone and fitted 
with locks. The ancient Egyptians used 
straightforward sliding bolts, nonethe-
less quite effective when sealed with 
molten bronze. The doors were then 
completely plastered over to make 
them look like just another wall of the 
tomb. Another common precaution 
was to place the sarcophagus at the 
bottom of a pit in the burial chamber, 
covered by a massive stone lid. In the 
tomb of Rameses XI the sarcophagus 
pit was nearly 30 feet deep.

THE CURSE OF 
‘ANKHM’AHOR
“As to anything you might do against 
this my tomb of the necropolis, it will 
be done the same against your prop-
erty for I am an excellent lector priest, 
knowing the book, never was any 
efficient magic hidden from me. As 
to all people who will enter into this 
tomb in a state of impurity . . . I will 
seize him forcefully as a bird, the fear 
of me is cast in him, so that spirits 
and those upon earth see and fear.”
 —“The Mastaba of ‘Ankhm’ahor at 

Saqqara” in Excavations at Saqqara, Vol. I 
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 The Prince of the West’s investigation 
led to a long series of trials and punish-
ments (see the Confession of a Tomb 
robber sidebar). According to records, 
the court tortured male and female 
suspects but found some innocent and 
released them. Some defendants swore 
oaths, saying, “If I speak falsely, may I 
be mutilated and sent to the garrison 
in Ethiopia.” In ancient Egypt, many 
crimes shared this penalty. Some oth-
ers swore, “May I be placed on top of 
the wood.” Most authorities think this 
means the Egyptians impaled tomb 
robbers on stakes. Regardless of the 
consequences, this conspiracy caused 
such an outrage that the Pharaoh took 
custody of one group of offenders to 
oversee their punishment personally.

Longevity Mountain
In the 16th century C.E. the Ming 
dynasty ruled China. Yong Lo, the third 
Ming Emperor, moved the capital to 
the northern city of Beijing for politi-
cal reasons. His Empress died shortly 
before the move, so he needed to found 
a new royal cemetery almost immedi-
ately. The story goes that the Emperor 
went hunting on his birthday in the 
wooded mountains north of the city. He 
stopped to rest by a river in a valley, and 
so many peasants passed by and wished 
him a long life that he named the over-
hanging peak “Longevity Mountain” 
and entombed his wife in its shadow.
 At the height of its use, the cemetery 
contained thirteen imperial tombs. 
Painted tablets marked its boundary 
in the mountains and a huge wall ran 
across the mouth of the valley, the wall’s 
center dominated by the “Great Red 
Gate.” Beyond this, a single road led 
up through a Spirit Way, a double row 
of massive stone images of guardian 
beasts and soldiers designed to scare 
away evil spirits. The road then entered 
the “Dragon and Phoenix Gate” and 
branched off toward the different tombs. 

 A large, permanent staff who lived in 
villages within the cemetery’s ground 
tended the site, but not by choice. These 
guardian families were forcibly relo-
cated onto the site of each new tomb. 
They existed solely to care for the tomb 
grounds, and were forbidden to till the 
sacred soil, hunt in the sacred woods, or 
fell their timber. As such, they subsisted 
entirely on charity provided by the state. 
To add insult to poverty, when members 
of these guardian families died, their 
bodies were taken out of the valley 
through a special side gate for burial 
in common soil, while their decedents 
were forced to carry on the work.
 Having a population of disaffected 
peasants living on top of the vast 
wealth buried with the emperors might 
seem unwise, but each tomb also 
had its own guards, rotating from the 
main garrison of seven thousand and 
its presiding Imperial General. This 
army was stationed in the settlement 
of Changping a short distance outside 
the wall. The guards enforced several 
strict laws, most notably that anyone 
who failed to dismount at the Great 
Red Gate suffered one hundred strokes 
with a bamboo cane. Tomb robbers 
were flogged to death and condemned 
to the seventh layer of Buddhist hell 
along with cannibals.
 On major festivals, sometimes the 
Emperor himself made the two-day 
journey from Beijing to perform rites in 
honor of the imperial ancestors. Temples 
for this purpose fronted each tomb. 
Huge mounds planted with grass and 
trees covered the tombs themselves.
 Of the thirteen tombs, archaeolo-
gists excavated only one. They found 
the tomb of the Emperor Wan Li com-
pletely intact—and that included its 
protections. The offering temple stood 
in front of an 87-foot-high mound. The 
archaeologists knew the entrance to the 
tomb could be anywhere inside it. As 
they tried to decide where to start dig-
ging, they eventually noticed a number 

of the trees growing on the mound 
had tilted due to subsidence. They dug 
beneath and found a paved passageway 
filled with earth, leading to a huge set 
of doors. They later discovered two 
alternative entrances. These led to 
subsidiary burial halls, built in case 
any Empresses outlived the Emperor, 
allowing her to be buried with out 
reopening the Emperor’s burial hall 
and insulting his spirit. The two 
women who shared Wan Li’s burial 
hall both died before him, their bodies 
preserved until his own internment.
 The builders used white marble 
throughout the tomb. All doors were 
double, solid white marble panels each 
weighing between 6 and 7 tons on 
white marble hinges. Each had a self-
locking mechanism that caused a stone 
slab to drop into a niche on the inner 
side of the door, acting as a bar, once it was 
closed. The archaeologists disabled these 
“locks” by threading a thin, extremely 
strong wire through the crack between the 
doors, which they looped over the slabs 
and used to lower them to the ground.
 The central hall contained three 
white marble thrones for the Emperor 
and his consorts. Huge porcelain oil 
lamps stood in front of them. When 
discovered, the lamps contained oil 
and wicks, indicating that they had 
gone out through lack of oxygen after 
the sealing of the tomb. In the burial 
hall, the Emperor and Empresses lay in 

CONFESSION OF A 
TOMB ROBBER
“I went to the tombs of the west of 
No with the thieves who were with 
me . . . We brought away the silver 
and gold which we had found there 
in the tombs, and the offering vessels 
which we had found them in, carrying 
[our] chisels of copper in our hands 
and opening the outer coffins with 
[them]. We brought away the inner 
coffins on which there was gold, and 
we broke them up and set fire to 
them by night inside the tombs. We 
made away with the gold and silver 
which we found on them and took it 
and divided it up among ourselves.”
  —From The Great Tomb robberies of 

the Twentieth Egyptian Dynasty
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lacquered coffins on a marble dais, sur-
rounded by precious things.

Into the Underworld
Adventurers should take into account 
a variety of unique factors when 
planning to infiltrate a tomb. 
 Check the Obituaries: Successfully 
exploring a tomb requires advance 
research and thorough preparation, 
perhaps more than for any other kind of 
dungeon. Your party should make every 
effort to discover information about the 
tomb before even thinking of heading 
to the cemetery. Clerics and wizards 
might check accessible libraries, rogues 
and bards could dredge for rumors 
among the local population, or the 
party could consult a specialist sage to 
pinpoint a tomb’s location as accurately 
as possible. If your goal lies in a cur-
rently used cemetery, be wary of tipping 
off the authorities by such activities. At 
the same time, your party should take 
advantage of all possible sources of 
information including talking to work-
men and even the recently bereaved.
 Beware the Walking Dead: Tombs 
seldom host ghosts and specters for 
the simple reason that people seldom 
die there (except workmen and tomb 
robbers themselves). On the other 
hand, ghouls and wights prefer lairing 
in cemeteries.  Plaster seals on tomb 
doors and massive sarcophagi protect 
against corporeal undead as much as 
human intruders. Placing holy symbols 
around the burial and consecrating the 
tomb also hinders ghouls and wights. 
If your party enters a cemetery with 

sealed doors and lots of symbols promi-
nently displayed, you should prepare 
for the undead they likely ward against.
 Vampires also favor cemeteries, 
especially near large cities. Bound to 
their coffins and the soil of their graves, 
few things assist vampires more than 
luxurious tombs protected with all man-
ner of traps, which they easily bypass in 
gaseous form on their nightly outings.
 Undead might also appear as tomb 
guardians. This assumes the culture 
that constructed the tomb accepted nec-
romancy in a worthy cause. 
 Avoid Deathtraps: The likelihood of 
traps demands the party include either a 
rogue with the Disable Device skill or a 
spellcaster capable of casting spells like 
find traps or find the path. Party mem-
bers should also equip themselves with 
a variety of detection spells, especially 
detect undead, as well as dispel magic. 
Magical traps allow the tomb-maker to 
unleash havoc upon intruders without 
endangering the tomb or its sacred con-
tents. A fire trap, glyph spell, or symbol 
spell only damages the robbers who 
trigger it, unlike a deadfall or a  
collapsing ceiling. More exotic protec-
tions are also available, such as the for-
biddance spell. This prevents spells like 
teleport or other magical penetration 
into the tomb, and any intruder whose 
alignment differs from that of the 
caster suffers automatic damage.
 Otherwise, keep the emphasis on 
spells and equipment effective against 
stone walls rather than living beings. 
If your research indicates a buried 
tomb, invest if possible in the move 

earth spell or a lyre of building. Spells 
like stone shape and passwall also stand 
out, especially considering knock fails in 
situations where the builders plastered 
over the doors or never meant solid 
stone slabs to be moved again. If any 
members of the party possess the Craft 
(blacksmithing) or Craft (stonemasonry) 
skill ensure they bring along their tool 
kits. In addition, distribute pick axes, 
shovels, and crowbars throughout the 
party. A fighter or a barbarian’s raw 
strength might end up saving the day.
 Paths of the Dead: In a large tomb, a 
ranger may find tracking worthwhile. 
Footprints might not show on solid 
stone floors, but soot from the torches 
and flowers dropped in that last proces-
sion might lead to the true burial cham-
ber rather than a false or unused one.
 Unliving Ambushers: Expect any 
intelligent creatures in a tomb to 
exploit its layout. Take especial care 
to clear out the tomb as you go, pre-
venting any occupants from cutting 
off your escape. However, success-
fully bottlenecking the enemy in these 
circumstances means that they have 
nowhere to go but deeper into the tomb 
and, presumably, closer to your goal. 
Turning undead within a tomb can 
be especially helpful in this respect. 
Although, of course, none of this con-
cerns an incorporeal enemy or one that 
can move through a tomb unhindered 
by its restrictive paths and traps,  
allowing monsters like ghosts and gas-
eous vampires to use their abilities to 
devastating effect in such terrain.  E

TOMBS IN D&D
The distinctive cultures of Egypt and 
China inspire many fantasy realms 
directly, such as Mulhorand in the 
FORGOTTEN REALMS or Rokugan from 
Oriental Adventures. Feel free, however, 
to use the material in this article to 
design challenging tombs any place 
in your campaign world where people 
bury their dead. Both cemeteries adapt 
easily for use as either actively used or 
“lost” locations, and to a wide variety 
of terrains. Imagine, for instance, an 
Egyptian-style tomb carved into a gla-
cier or the burial halls of the honored 
dead housed deep underground.
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DIVIDING TREASURE IN D&D
The Spoils of War

L
oot. Riches. Treasure. By far one of the most satisfying 
parts of any D&D game is counting up and dividing 
the treasure after your party completes an adventure. 

Many players look forward to each piece of copper, silver, 
and gold, and they especially covet any magic items a horde 
might contain. Indeed, getting treasure is an important part 
of the game, allowing characters to increase in power as they 
advance in level. Without magic items, a character of a given 
level lags behind when compared to those with the appropri-
ate amount of magic gear. This article discusses the time-
honored tradition of divvying up the loot, different methods 
for doing so, and the pros and cons of each method.

DIVIDING TREASURE
So you kicked down the door, killed the monster, and hap-
pily began counting out the beast’s horde. Once you finish 
counting, though, how does your group divide the spoils? 
For most groups, splitting the party treasure is a straight-
forward affair. However, for others, treasure division leads 
to an encounter fraught with peril. Does everyone get 
an equal share, regardless of what each individual did in 
combat or what each character desires; do characters only 

receive weapons, armor, and magic items they can use 
best; or do items go into a common pool from which any 
party member may draw? The following suggestions pres-
ent a number of techniques for dividing treasure, includ-
ing what’s good and bad about each.

EQUAL EFFORT, EQUAL SHARE
The most balanced way of dividing up treasure is to do so 
equally. This begins with tallying up the total gold piece 
value of everything and then, after selling the treasure, 
giving an equal share to each party member. In order 
to use this method, the players (or DM) should use the 
prices listed in the DUNGEON MASTER’s Guide to come up 
with a complete total, then divide accordingly. On the 
upside, this method gives an equal share to all characters, 
regardless of what they might or might not have done. 
However, this method might deny characters access to 
particularly useful items that they find if all the pieces are 
sold off to generate a pool of money. Of course, there’s 
nothing stopping a character from giving away his portion 
of the money to keep a particular item as long as everyone 
in the group approves. This method also becomes less 
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effective if the DM does not give you 
the full value for each item.

DIVIDED BY  
NEED AND SKILL
This method takes into account the 
needs and skills of each member of 
the adventuring group. Coins, gems, 
and other forms of money can be easily 
divided, but who gets that +2 flaming 
longsword and wand of fireball? Obvi-
ously, certain members in the party 
might ask for (or demand) magic items 
that fit their class—the fighter probably 
lays claim to weapons or armor while 
the wizard craves items that boost 
his Intelligence or spellcasting abil-
ity. Rogues and bards have a bit more 
leeway, as their skills, talents, and abili-
ties allow them to use a wide variety 
of magic items, although they do tend 
to focus on items that improve their 
stealth, Dexterity, or Charisma. Cler-
ics gravitate toward items that boost 
their healing and turning abilities or 
that have the holy (or unholy) descrip-
tor, while the barbarian bashes aside 
anyone who even thinks of keeping 
the greataxe. In short, each character 
should get first choice for magic items 
seemingly designed with his class in 
mind. If two or more characters want—
and can use—the same item, the group 
must use another method of division to 
decide who ultimately gets it.

BUY IT FROM THE BANK
In this method, the party as a group 
assumes initial ownership of all trea-
sure, but a character can then purchase 
an item from the group whenever he 
wants (as long as he can afford it). After 
the party tallies the treasure’s total, 
each character gets an equal share in 
the form of credit and can then choose 
which items to buy based on the mar-
ket price of the item. This method 
allows characters to save up for exactly 
the items they want, and it also keeps 
each character honest when it comes 
to paying a fair share for magic items. 
The characters need to have some safe 
house, bank, or other headquarters 
in which to store the items until pur-
chased, although it’s possible the DM 
might ignore the bulk and weight of 

treasure altogether (see the section Car-
rying All That Loot). The downside to 
this method is that characters might 
have to wait several adventures before 
saving up the necessary credit to buy 
the items they desire. This can set up 
the potential problem of keeping a 
character behind the effective power 
level of the rest of the group and then 
catapulting him ahead once he finally 
purchases an expensive yet powerful 
item. This system also suffers from 
powerful items sitting unused while 
the PCs march into danger.

TO THE VICTOR  
GOES THE SPOILS
One of the hardest to adjudicate meth-
ods of dividing treasure is to divide 
the treasure by the perceived effort of 
each individual character during the 
encounter in which the group found 
the treasure. In other words, only 
those characters who fought the hard-
est (or suffered the most) receive the 
lion’s share of a given encounter’s trea-
sure. This can be difficult to adjudi-
cate, and only the most trusting group 
of players can pull it off with any regu-
larity. You should probably limit this 
method to a party composed of evil 
or chaotic characters, where selfish 
behavior is the norm. If conflicts arise, 
ask the players to make their cases and 
arguments in character rather than 
squabbling out of character. After all, 
you want the party adventuring, not 
fighting with each other every time 
they discover new treasure.
 There are several ways in which to 
determine which character gets first 
choice. You could count the number 
of rounds a character actively par-
ticipated in combat. You could also 
determine which character suffered 
the most hit point damage, either as 
a straight number or as a percentage 
relative to each character’s maximum 
hit point total. It’s also possible that 
the character who dealt the most dam-
age or who made the killing blow on 
the largest creature gets the first pick. 
In this way the first choice can also go 
to the character who solved the puzzle, 
disabled the trap, talked his way past 
the guards, and so on.

SELLING LOOT
Selling treasure is an important part 
of D&D, and the rules have inte-
grated it into the way that characters 
can advance. Every group eventu-
ally finds a magic item none of its 
members can use, and while some 
groups hoard everything they can 
get, most sell off such items for their 
gold value. The default selling price 
for a magic item is one-half its mar-
ket price—less if the item, such as a 
wand or staff, does not have its maxi-
mum number of charges available.
 Of course, this assumes the group 
has someplace it can sell its treasure. 
Most campaigns take this into account 
and simply assume the group can find 
a merchant, broker, alchemist, wizard, 
or temple in which to sell treasure 
without any fuss. Characters in these 
campaigns always get one-half the mar-
ket price for magic items, and as long 
as they have the cash to spend they can 
find almost any magic item for sale.
 If you want more realism in your 
campaign, you can make parting with 
treasure far more difficult. Chapter 5 
of the DUNGEON MASTER’s Guide, for 
example, provides rules for the gold piece 
limit of any given town size—a hamlet 
lacks the assets that a large town has for 
buying and selling expensive items. In 
other words, when a group shows up 
in a hamlet with a bewildering array of 

There’s an important rule in the DUNGEON 
MASTER’s Guide that sometimes gets 
overlooked when dividing the treasure of 
a character or monster that makes use 
of spellbooks (see Wizards and Treasure 
in Chapter 3 of the DUNGEON MASTER’s 
Guide). Essentially, the rule states that 
the DM should subtract the value of a 
spellbook and any material components 
from the average treasure value before 
he rolls up or assigns the rest of the 
treasure. He should also add the value of 
the spellbook and material components 
before assigning treasure, subtracting 
that amount from the remainder. In short, 
spellbooks are considered part of any 
hoard and should be treated accordingly. 

WIZARDS, SPELLBOOKS, 
AND DIVIDING 
TREASURE
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magic items, they probably can only get 
a fraction of what they want. The same 
goes with purchasing magic items. If a 
town has a 15,000-gp limit, attempts to 
purchase magic items more expensive 
than that most likely fail unless the DM 
decides (possibly as a plot point) that 
someone in the town has a copy of 
the desired item they are willing 
to part with.
 The DM might also alter 
the price for items based on 
availability, economic status 
of the town, and the needs of 
the community. For example, 
a town noted for producing 
magic weapons probably asks 
(and pays) less for magic weap-
ons, perhaps reducing the price 
by as much as half for minor and 
common items such as +1 dag-
gers or +1 longswords. On the other 
hand, if a town finds itself in the 
middle of a continuing conflict, 
magic weapons might be in great 
demand, with none (or very few) for 
sale. In that situation, if the characters 
have one to sell they could get far more 
than half the price listed in the DUN-
GEON MASTER’s Guide. While it is up to 
the DM to decide the prices on items, 
he should let the players know up front 
that the costs of items might vary, so 
players don’t get angry when they only 
get a fraction of a given magic item’s 
value or they must pay more than the 
listed price.

CARRYING ALL  
THAT LOOT
One of the problems with finding a 
dragon’s hoard—besides the dragon, 
of course—is getting all of the treasure 
out of the dragon’s lair and back to 
civilization. A pile of gold does you no 
good in the middle of the wilderness, 
after all. Depending on your campaign, 
the reality of how treasure gets hauled 
can happen one of two ways. 
 Most campaigns assume some 
form of “hand waving” phenomenon, 
where the bulk and weight of treasure 
is essentially ignored, allowing the 
characters to haul 30,000 gold pieces 
plus all their magic items without 
hindrance or encumbrance. While by 

no means realistic, this method does 
speed up play and lets the characters 
move from encounter to encounter 
without worrying about the bags of 
loot they are struggling to carry. Some 
groups only ignore the weight and 

bulk of easily exchangeable 
currency, such 

as coins, 

gems, and 
jewelry, but take into account larger 
items such as weapons, armor, and 
odd-sized wondrous items.
 For a more realistic game, the weight 
and size of treasure matters, and charac-
ters must be mindful of trying to carry 
too much or suffer movement penal-
ties—or in extreme cases, tests to see if 
they become fatigued from the weight. 
50 coins weigh 1 pound. Thus, the trea-
sure from a typical 6th-level encounter 
(2,000 gp) weighs 40 pounds if it is all 
gold pieces. Divided up among a group 
of four adventurers, this breaks down 
to 10 pounds of coins per character. It 
doesn’t seem like a lot of weight unless 
your character is already at the top end 
of his encumbrance load. Multiply this 
amount by the number of encounters 
per adventure, and you can see how your 
character must make some tough choices 
about what to carry and what to leave 
behind—if he wants his share of the loot!
 A number of solutions exist to alleviate 
this burden. The most common method 
is to find someone else to carry it all, 
whether henchmen, hirelings, or pack 
animals. Mules and horses are ideal for 

hauling large amounts of treasure, as 
long as they can move around in the ter-
rain where the adventure takes place. A 
character should remember to include 
the weight of his character and equip-
ment before loading down a mount with 
additional weight from treasure. 
 The bag of holding is another very 
popular method of hauling around loot. 
Most adventuring parties can afford to 
buy at least one bag of holding, allowing 
them to carry an enormous cache of 
treasure without worrying about weight 
or encumbrance. Tenser’s floating disk 
can also hold an incredible amount of 

weight at higher levels, allowing the 
group to load up with treasure and 
move along without any problems. 
Since the spell has a duration of 1 
hour per level, a higher-level wizard 
or sorcerer should only have to cast 
it a few times per day. Leomund’s 
secret chest also makes an effective 
method for transporting your trea-
sure, 1 cubic foot at a time.

 If you would rather not 
carefully track encumbrance, make 
sure your DM knows your feelings. 
If enough of the group feels the 
same way, he should reconsider the 
realistic (but somewhat time consum-
ing) approach to hauling treasure. 
Your DM might disagree, however, 
so be prepared to buy yourself some 
mules or pick up that bag of holding. 
On the other hand, your DM might 
have a very specific campaign rea-
son for forcing you to keep track of 
every pound your character carries 
that might not last more than an 
adventure or two. As always, just talk 
to your DM to attempt to work out a 
solution to a problem that might just 
be a short-term inconvenience.

THE STASH
If a group of adventurers cannot sell 
its entire treasure haul, the characters 
need to find someplace to keep their 
treasure safe between adventures. 
Again, most campaigns assume the 
group has someplace safe from theft 
yet easily accessible in which to store 
all its gold and magic items. This might 
be the inn that the characters return 
to after an adventure, a temple of the 
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party’s cleric, a wizard’s keep, or some 
other friendly place that allows access 
without difficulty. If the characters are 
sufficiently high level they might have 
access to teleport spells. This allows 
them to store their stash in some other-
wise inaccessible place, such as a vault 
buried deep beneath the ground with 
no entrances. This also means that 
characters must make their way back 
to the stash in order to swap out magic 
items that prove more useful for the 
adventure at hand.
 Of course, there’s nothing stopping 
the DM from making the characters’ 
safe house not as safe as they would 
like. The person entrusted with  
keeping an eye on their stash might 
skim from the top or sell off magic 
items without their knowledge or per-
mission. Just as adventurers  
frequently prowl for loot so to do their 
enemies, monsters, and thieves. The 
DM should avoid using this trick too 
often (such as twice in a campaign), as 
it can detrimentally affect a character’s 
power progression—not to mention 
potentially anger the players! E

The following list shows some of the more common ways to carry treasure, including the weight 
that the animal, magic item, or spell can hold and the equivalent converted weight into coins.
   Weight
Method Carried Coins
Bag of holding 
 Type I 250 lb. 12,500 coins
 Type II 500 lb. 25,000 coins
 Type III 1,000 lb. 50,000 coins
 Type IV 1,500 lb. 75,000 coins
Horse, light
 light load 150 lb. 7,500 coins
 medium load 300 lb. 15,000 coins
 heavy load 450 lb. 22,500 coins
 drag  2,250 lb. 112,500 coins
Horse, heavy
 light load 200 lb. 10,000 coins
 medium load 400 lb. 20,000 coins
 heavy load 600 lb. 30,000 coins
 drag  3,000 lb. 150,000 coins
Warhorse, light or mule
 light load 230 lb. 11,500 coins
 medium load 460 lb. 23,000 coins
 heavy load 690 lb. 34,500 coins
 drag  3,450 lb. 172,500 coins
Warhorse, heavy
 light load 300 lb. 15,000 coins
 medium load 600 lb. 30,000 coins
 heavy load 900 lb. 45,000 coins
 drag  4,500 lb. 225,000 coins
Tenser’s floating disk 100 lb./ 5,000 coins/
   caster level caster level

HAULING METHODS AND TREASURE WEIGHT
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F
lorid of face and fleshy of frame, Sir Glar Chelenov beamed when Pavel entered 

the wood-paneled chamber. “Welcome, Master . . . Shemov, is it?”

 “Yes, Sir,” Pavel answered. “I mean, no.” He swallowed. “I mean, my name is 

Shemov, but I’m not entitled to be called ‘Master’ yet. I haven’t completed my training.”

 “Still,” said the magistrate, “you’re devoting your life to the gods, and so deserve 

respect. Sit down and tell me how I can be of service.”

 “Yes, Sir.” The lanky blond youth seated himself on the opposite side of the massive 

oak desk. The gleaming furniture smelled of polish. “I happened to be present at the 

Boot and Whistle tavern this morning when the Watch arrested a man named Kosef 

Demsk. I understand you issued the warrant.”

 Glar’s avuncular smile cooled a bit. “That’s correct.”

 “May I know why?”

 Glar shrugged. “It’s no secret. He murdered a fellow named Mivar Greyman. But why 

are you interested? Kosef’s a known robber, extortionist, and killer, even if we King’s 

men haven’t been able to catch him at it until now. Scarcely a person whose downfall 

ought to trouble an aspiring priest.”

 “Perhaps not, but one night last summer I was playing cards in Rat’s End—”

 Glar snorted. “There’s a pious occupation for a novice.”
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 Pavel felt his face grow warm. “Sir, 

with respect, I’m sworn to Lathander. He 

requires virtue from his priests, but not 

austerity for its own sake.”

 “Be that as it may, any divine, no  

matter how callow, should have sense 

enough not to go slumming in Rat’s End. 

It’s dangerous.”

 “Yes, Sir, I found that out. Someone 

accused me of cheating. Kosef had been 

watching, knew I wasn’t, and interceded 

for me. If he hadn’t, the others might have 

killed me. Afterward, we struck up a sort 

of friendship.”

 The magistrate sighed. 

“Thus, you wish to aid him 

in return. That’s under-

standable, but the truth is, 

you can’t help him. The facts 

are damning.”

 “What are they?”

 “Mivar was a dealer in 

gems. Early this morning, 

Kosef visited his shop, and they argued. 

When the quarrel grew heated, your friend 

drew his short sword, thrust it into Mivar’s 

chest, and fled. Witnesses observed the 

altercation from start to finish.”

 “Some mages can cast spells of dis-

guise. In fact, it’s a common charm.”

 “Believe it or not, young man, we offi-

cers of the law are cognizant of that. Kosef 

left his sword sticking in the victim’s body. 

Supposedly it’s quite a distinctive weapon, 

enchanted, with a ruby pommel, and intri-

cate figures graven on the blade.”

 “That . . . is his sword. But—”

 “But nothing. The wretch is guilty. If 

you want to help him, pray for his soul. 

It’s the only help you have to give.”

The Boot and Whistle was nearly empty. 

Trade wouldn’t pick up again until after 

sundown. Tana Farag sat at a table awaiting 

Pavel’s return. She was a tall, thin woman 

with a plain, sorrowful face, long brown 

hair, and a habit of placing a naked dagger 

before her, ready to hand, whenever she 

sat down. A strong-arm bandit and bravo, 

she’d joined Kosef’s gang after he’d done 

her some confidential but evidently extraor-

dinary favor.

 She looked up at Pavel, and her mouth 

twisted. “I see from your face that it’s 

bad,” she said.

 “Yes.” He sat down. “The magistrate 

said Kosef murdered someone named 

Mivar Greyman.”

 “What? That’s stupid!”

 “Why do you say so?”

 “Mivar likes—liked to throw dice, but 

wasn’t lucky. To cover his losses, he bor-

rowed from us. But he always paid the 

debt, so why would we kill him?”

 “I see what you mean. Here’s what 

I thought was peculiar. Kosef allegedly 

stabbed Mivar in front of witnesses, and 

when he fled, he left his sword behind.”

  Tana snorted. “In other words, he acted 

like a panicky idiot instead of the cool-

headed reaver he is. Did you tell the law it 

couldn’t really have been him?”

 “It wouldn’t have helped. The King’s men 

have wanted to pin something on Kosef for a 

long time, and now they’ve got him. If Mivar 

owed him money, that makes it worse, and 

the sword makes it much worse. I suppose 

that in theory, even such a unique blade 

could be duplicated, but the weapon that 

killed Mivar is no copy. I looked on when the 

Watch broke down the door to Kosef’s apart-

ments. He didn’t have his sword. He had to 

try and hold them off with a chair.”

 Tana scowled. “So you’re saying he  

is guilty?”

 “No, but it’s a puzzle. Kosef wears that 

sword every waking moment. He once told 

me he sleeps with it under his hand. How, 

then, did someone spirit it away?”

 “Magic.”

 “Maybe, but his apartments have wards to 

block out hostile sendings. That didn’t keep 

the guards from bashing the door down, but 

no spell or spirit should have reached him.”

 She scowled. “Well, you’ll have to figure 

it out fast. The law won’t waste time putting 

Kosef on trial.”

 Pavel blinked. “Me? Tana, I feel badly 

about this, but I don’t think there’s anything 

more I can do. I’m no thief-taker.”

 “You’re clever.”

 “About books, perhaps. About theology, 

metaphysics, and history.” Plainly, his 

teachers thought so. It was why they were 

grooming him for a life of scholarship. 

“But that has nothing to do with this.”

 “Clever is clever. Look, are you scared?”

 “Actually, I wasn’t. I simply felt unequal 

to the task. But now that you mention it, 

if I meddle in this, I’ll have reason to be 

afraid, won’t I? Because in all likelihood, 

the only way to win Kosef’s freedom is to 

expose the true murderer, who would no 

doubt kill again to protect himself.”

 “The Temple of the Dawn has a master-

of-arms teaching you novices 

self-defense, doesn’t it? And you’ll 

have me watching your back. 

Please, Pavel.”

    “Well . . . all right. I’ll try.”

Kosef’s lieutenants sat at a 

table devouring a steam-

ing venison pie. Pavel wondered 

if they were already dividing up their 

leader’s empire as well. When they sensed 

his approach and looked up at him he fal-

tered. It was a daunting business to accost 

and quite possibly annoy two of the city’s 

most notorious killers.

 “Well?” snapped Quendar Horn. The 

gray-bearded dwarf’s pale left eye winked 

repeatedly, a tic he was evidently power-

less to control. Like his companion, he 

was a spellcaster, and amulets and talis-

manic rings glittered about his person. 

The runes graven on the head of his bat-

tle-axe pledged the blood the weapon shed 

to Abbathor, his people’s god of greed.

 Hovering behind Pavel, Tana gave him 

a nudge to start him talking. “Hello,” he 

quavered. “I’m Pavel Shemov. A friend  

of Kosef’s.”

 “So what?” Quendar said.

 “I’d like to talk with you about how to win 

his release.”

 Dor Stavask smiled wryly. Towheaded and 

clean-shaven, he had a youthful, open face 

that contrasted oddly with the emblem of 

Bane, lord of evil, he wore about his neck, 

and the sigils of Gargauth, a god of dark 

magic, concealed in the patterned weave of 

his cloak. “We’ve discussed it already, but I’m 

afraid there’s no way to arrange an escape.”

 “Maybe,” Pavel replied, “but I think 

Kosef’s innocent, and if we prove it, the 

“The wretch is guilty.  

If you want to help him, 

pray for his soul.”



       

       

    

King’s officers will have no choice but to 

release him.”

 Quendar spat. “Not likely, not when they 

finally have the chief where they want him.”

 “The King is a paladin of Ilmater,” Pavel 

said. “He requires that his courts act justly.”

 “Flame and shadow,” Quendar sneered, 

“you really are an idiot, aren’t you?”

 “No,” Tana said, “he’s not. I’ll vouch for 

his wits.”

 “And I trust your judgment,” said Dor. 

“So go ahead, boy, tell us what you think.”

 Pavel explained why he was sure of 

Kosef’s innocence.

 Afterward, Quendar shook his head. 

“I’m not convinced. Everybody’s stupid 

sometimes. Maybe it was simply Kosef’s 

turn. And if I’m not persuaded, no magis-

trate would be either.”

 “Still,” said Dor, “I’ve wondered all 

along if some trickster didn’t maneuver 

Kosef into this predicament. I agree that 

the King’s men are unlikely simply to take 

our word for it.”

 “True,” Pavel said. “The only way to free 

Kosef is to find out how the trick worked, 

and who played it. Maybe we can manage 

that together.”

 Quendar glared. “Remind me: Who 

invited you to meddle in our business?”

 “He’s just trying to help a friend,” said 

Dor. “It does no harm to hear him out. 

What do you have in mind, lad?”

 “Just talk,” Pavel said. “I thought of 

starting by asking who would want to get 

rid of Kosef, but given his position in life, 

I suspect the answer is, lots of people.”

 “So what do you want to palaver about?” 

Quendar demanded.

 “Kosef’s sword,” Pavel said. “Evidently, 

someone skulked up beside him, slipped 

the blade from its scabbard, and replaced 

it with a duplicate so he wouldn’t detect 

the theft. The counterfeit was a magical 

construct that would melt away after Kosef 

went to sleep. The Watch couldn’t find it in 

his possession. The existence of an extra 

sword would muddle the case against him.”

 Quendar frowned. “I don’t like what 

you’re hinting at. Who could ease in close 

and catch Kosef unawares? Only a mem-

ber of his own band. Who could switch 

the swords without him noticing? Only a 

skilled cutpurse like Dor—or me. And who 

could conjure up the duplicate weapon? 

Again, a magician—like one of us.”

 “It’s an intriguing suggestion,” said 

Dor, smiling. “Just speaking hypotheti-

cally, if the trickster was you or I, that 

would explain why he used such an 

elaborate means of getting rid of Kosef, 

as opposed to simply sticking a knife in 

him. The rest of our organization might 

well turn against someone who betrayed 

and killed our leader, but not if they didn’t 

know about it.”

 “Those thoughts had occurred to me as 

well,” Pavel said, “but I haven’t jumped 

to any hasty conclusions. Perhaps there’s 

another explanation.”

 “But maybe,” Quendar said, “we’ve had 

enough of you. I won’t have some snot-

nosed whelp accusing me of treachery.”

 “Please,” said Pavel. “I haven’t accused 

anyone of anything.”

 The dwarf hefted his axe. “What’s your 

game, boy, truly? Which of our enemies 

sent you here to sow distrust between us?”

 “No one!” Pavel said.

 “I believe you,” said Dor, “but perhaps 

you’d better go.”

 “You mean, let him make his insinua-

tions and then just slink away?” said Quen-

dar. “No.”
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 “By the Tenth Lord,” said Dor, “he’s 

nobody. Just a fool of a clerk. What does 

it say about us if his prattle can goad us 

to fury?”

 Quendar shifted his flickering glare 

to Tana. “Get him away from me.” The 

female robber took hold of Pavel’s arm, 

and he was happy to permit her to hurry 

him out into the street. There, a chilly 

breeze blew, and the first stars glimmered 

in the darkening sky.

 “I thought they train priests to be diplo-

matic,” Tana said.

 “It was Quendar who jumped far ahead of 

me to draw that conclusion,” Pavel replied.

 “I suppose. Maybe, thinking it would 

make him look innocent, he wanted 

to say it before you did. What did your 

magic tell you?”

 Pavel blinked. “My what?”

 “Don’t priests have spells to reveal when 

someone’s lying?”

 “Real priests do, but I haven’t been 

ordained yet. Until I am, I’ll only be able 

to cast a few petty charms.”

 “Then what was the point of talking to 

those bastards inside?”

 “I hoped someone would say something 

helpful.” He spread his upturned hands. 

“I warned you, I don’t know how to catch a 

murderer. I’m just groping in the dark.”

 “Then grope better. What’s our  

next move?”

 “Somehow, I have to get in to talk  

to Kosef.”

Pavel found Kosef at the far end of the 

dank, shadowy cellblock. The outlaw’s 

keen features were scabbed and bruised 

from the beating the arresting officers 

had given him. The shackles on his ankles 

clinking, he frowned and rose from his 

straw pallet.

 “You’re not a priest yet,” Kosef whis-

pered, referring to his visitor’s borrowed 

red and yellow vestments. “You haven’t 

finished your schooling.”

 “True,” Pavel replied, “but impersonating 

a chaplain is the only way I could sneak in to 

talk to you. I need to. I know you didn’t kill the 

gem dealer, and if I prove who did, the law will 

have to release you. I need your help.”

 Kosef chuckled. “It’s like I always thought. 

You’re a good lad, better than the silverfish 

your teachers want to make of you—”

 “‘Silverfish?’”

 “A bug that wastes what passes for its life 

crawling through musty old books. It’s like 

the priests are punishing you for having a 

sharp mind. But never mind that now. What 

matters is, I don’t want you mucking around 

in this affair. You’re too likely to get hurt.”

 Pavel frowned. He knew better than any-

one that he was in over his head, but he was 

getting tired of being reminded of it. “With 

luck, it won’t come to that. I have Tana 

watching my back.”

 “Well, that’s slightly reassuring.”

 “Good, because neither of us is willing to 

abandon you. We’ve hypothesized that either 

Quendar or Dor killed Mivar and shifted the 

blame onto you.”

 Kosef nodded. “It’s possible. They both 

have reason to want to be rid of me. Quen-

dar skims more than his share of the swag. 

Perhaps he figured out that I know and 

meant to address the matter by and by. Dor 

is eager for the gang to lend support to the 

nobles who conspire to undermine the King, 

and dislikes it that I refuse.”

 “Well, maybe we can identify the killer by 

determining exactly when he switched the 

swords. Was there a moment that evening 

when either of them—”

 Kosef shook his head. “They each had the 

opportunity at one point or another.”

 Pavel sighed. “Curse it, anyway.”

 “Whoever played the trick, he did it well. 

I never suspected I had the wrong sword 

until the Watch broke in, and the false blade 

melted away in my hand.”

 “What? The sword disappeared at that 

exact moment?”

 “Yes.” Kosef cocked his head. “Why? Does 

that mean something?”

Pavel had trained to fight with a mace. 

Still, at the moment, it felt heavy and 

awkward in his hand, and he repeatedly 

shifted his grip on the leather-wrapped 

haft. Looking strange in the buckram gown 

she’d substituted for her usual leather 

trews and jerkin, Tana grinned at his dis-

play of nerves.

 Across the benighted street, the brothel 

door opened, releasing a swirl of flute music 

and a half dozen guards who stumbled out 

laughing and whooping.

 “There’s our man,” Pavel said, “but his 

friends are still with him.”

 “Since he has his own lodgings,” Tana 

replied, “he’ll split off from the others 

eventually. We just have to stay on his tail 

until he does.”

 When it was time to follow, the willowy 

outlaw slipped her arm around Pavel’s waist. 

He responded in kind, and felt the sword she 

wore hidden behind her back and beneath 

her mantle. They sauntered onward, presum-

ably looking like strolling lovers.

 The guards began to go their separate 

ways, until finally, only stocky Iref Marsk 

with his dark, oiled, foppishly barbered hair 

and the loop of amethyst and gold glittering 

in his ear remained. Tana said, “It’s time.”

 Pavel swallowed. “All right.”

 They ambled forward, quickening their 

pace to close the distance. For Pavel, the 

moment was frightening but dreamlike, too. 

He was a novice and a scholar, a mild-man-

nered silverfish. Definitely not the sort of 

person who stalked strangers in the street.

 Iref glanced around. Afterward, he too 

walked more quickly.

 “Curse it,” Tana said, “he suspects we’re 

shadowing him. We’ll have to run him 

down.” She sprang forward, and Pavel 

raced after her. Iref snatched out his sword, 

but only to have it ready if need be. Dislik-

ing the odds, he fled. Maybe fear lent him 

strength, for gradually, he began to pull 

farther ahead.

 Worse, he was approaching a plaza occu-

pied at every hour of the day or night. If he 

reached it, he’d be safe.

 In desperation, Pavel hurled his mace. 

Such a weapon wasn’t balanced for throwing 

and no master-of-arms had ever trained him 

to use it as if it was, but in idle moments 

he’d sometimes amused himself by flinging 

one at a mark.

 The mace tumbled through the air and 

clipped Iref’s thigh. He fell to one knee, 

scrambled up again, and dashed on. Now, 

however, he was limping.

 Realizing he couldn’t maintain his lead, 

he turned. Tana drew her sword and edged 

forward. Suddenly, he lunged at her. She 

parried his blade and used her unarmed 

hand to snap an uppercut into his jaw. He 

reeled backward, and, pursuing, she planted 

her palm on his face and shoved. The back 

of his head cracked against a wall, and his 

legs gave way beneath him. She kicked him 

as he hit the ground, and kept on until she 
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smashed all the fight out of him. The brutal-

ity of it made Pavel queasy.

 “All right,” Tana panted, “help me drag 

him into that alley over yonder.”

 They hauled Iref into the shadows. Tana 

crouched on top of him and poised her dag-

ger at his throat. “Don’t bother pretending 

you’re unconscious,” she told him. “I didn’t 

hit you that hard.” She glanced at Pavel. 

“Ask your questions.”

 Pavel tried to give Iref an intimidating 

glower. “We know what you did in the Boot 

and Whistle. You helped someone make it 

appear that Kosef murdered Mivar.”

 “Are you mad?” Iref replied. “He did mur-

der him.”

 “No.” In an effort to convince 

Iref that it was pointless to pre-

tend, Pavel explained how the 

murder had really happened. 

“But here’s the tricky part. The 

killer opted to create a false sword 

that had some permanence to it, 

probably because if it disappeared 

too soon and Kosef woke up and 

noticed, he’d realize something 

was amiss. By the same token, the 

murderer couldn’t afford to let you 

guards find the duplicate blade in Kosef’s 

possession. It needed to vanish before you 

had the chance, and to make it melt away, 

someone had to throw a counterspell on it, 

dissolving the enchantment that formed it 

in the first place. That, however, wasn’t pos-

sible until you and your comrades smashed 

open the door. Until that moment, Kosef’s 

wards kept any such influences from invad-

ing his apartments.

 “Now,” Pavel continued, “who could 

have cast the counterspell? Only someone 

standing outside the door at that instant, 

and no one was there but you guardsmen. I 

know, because I was watching.”

 “You’re wrong. None of us from the 

Watch was a wizard. Certainly, I’m not.”

 “No, but you could have released the 

magic from a tool a wizard gave you. A talis-

man with the proper spell stored inside.”

 Iref hesitated. “Even if this craziness 

was true, it could have been any of us 

using the charm.”

 “Maybe so,” Pavel said. “But surely the 

sorcerer paid the false guardsman for his 

services. So the question becomes, who 

among your company has suddenly started 

flashing money around? Who’s treating his 

friends to nights on the town, and himself 

to trinkets?”

 “Nice trinkets, too,” Tana said. She tore 

the jeweled earring from Iref’s lobe, and 

he yelped.

 “Tell us who the real murderer is,” Pavel 

said. “We don’t care about you. Maybe we 

can free Kosef without denouncing you to 

your superiors. But you have to help us.”

 “Listen to me,” Iref said. “You’ve got no 

proof, just some daft notions. Assaulting an 

officer of the Watch is a crime. If you let me 

go right now, I’ll forget—”

 Tana backhanded him across the face.

 “That’s right,” she said. “My friend and I 

could even hang for knocking you around. 

Thus, unless we reach an understanding, I’d 

be a fool to leave you alive to tattle, wouldn’t 

I?” She paused. “Answer me, damn you!”

 Pavel realized, though, that Iref wasn’t 

going to answer. The guard wasn’t paying 

attention to Tana anymore. His eyes had 

opened wide to stare at something behind his 

captors’ backs. Pavel turned, then gasped.

 Before him crouched a shaggy creature, 

that, in the darkness, he might have mis-

taken for a wolf except for the glow of its 

orange eyes. Having noted that, however, he 

also observed the handlike forepaws with 

long fingers and claws, and the malformed 

head with its truncated muzzle and elevated 

brow. The beast’s bristling fur stank foully.

 Pavel realized the creature was a bar-

ghest. A diabolical entity. He’d never actu-

ally seen one before, but recognized it from 

his studies.

 It snarled, and sorrow and despair welled 

up inside him, potent as his fear. Exerting 

his will, he denied them, and they lost their 

grip on him.

 Tana moaned.

 “What you’re feeling isn’t real,” Pavel told 

her, lifting his mace. “The creature’s putting 

emotions in your head. You have to push 

them out.”

 The barghest started flickering in and 

out of view, present one instant, absent 

the next. Pavel just had time to realize it 

was shifting back and forth between the 

physical plane and another level of reality, 

a ploy to make it more difficult for a foe to 

strike it. Then it charged.

 Pavel wanted to bolt. He couldn’t, 

though—not when he feared the bar-

ghest’s magic had incapacitated Tana. He 

had to protect her.

 He shouted and swung at the 

barghest’s head. He caught the 

creature when it was tangible, 

and the blow thudded home. He 

doubted it had done much dam-

age, though. Such entities had a 

measure of resistance to mun-

dane weapons.

 Indeed, the wolf-thing scarcely 

faltered. It slashed at him with its 

talons, and he jumped back. At once 

it pounced forward and struck with 

its fangs. He took another retreat, 

but now he was off balance, reeling, and the 

barghest kept driving in. He realized with 

a surge of terror that he couldn’t dodge the 

next strike.

 Then Tana rushed in on the barghest’s 

flank. Her blade slashed until it found solid 

flesh. The creature rounded on her, clawing, 

but she skipped back, and its nails merely 

ripped away a portion of her skirt.

 Pavel gripped his mace with both hands 

and struck at the wolf-thing’s hindquar-

ters. The blow hammered down at the 

right instant to catch the barghest when 

it could be hit. The mace cracked home 

on top of its spine, and the beast shrieked 

and stumbled.

 Pavel was still scared but exhilarated and 

no longer wished to run away. He wanted 

to destroy this vile brute as priests of his 

order—well, some of them, anyway, the 

heroic ones—had always battled to eradi-

cate evil.

 So he fought on. Until, from the corner 

of his eye, he saw Iref jump up and run.

 Unfortunately, neither Pavel nor Tana 

could move to detain him. The barghest 

would slaughter them if they diverted their 

“I don’t want you 

mucking around in this 

affair. You’re too likely 

to get hurt.”



       

       

    

attention elsewhere. All they could do was 

strive to kill the wolf-thing quickly, before 

Iref got away.

 Then the barghest disappeared, and this 

time, failed to blink back into view a split 

second later. Someone screamed.

 Pavel lurched around and saw the bar-

ghest and Iref together several yards down 

the alleyway. Evidently the wolf-thing 

had the ability to translate itself instanta-

neously through space, and had shifted 

to intercept the guardsman. It pounced, 

caught Iref’s neck in its jaws, and hurled 

him to the ground.

 Tana and Pavel charged, but couldn’t 

cover the distance quickly enough. They 

were still a few paces away when the guards-

man’s head rolled clear of his shoulders.

 That accomplished, the barghest sud-

denly sprang forward to claw at Pavel. The 

next thing he knew, he was lying on his 

back on the ground. The wolf-thing loomed 

over him, and Tana drove her sword into its 

torso. It shrieked and vanished.

 Tana peered about, trying to determine 

where it had gone and if it was coming 

back. It didn’t. Evidently she’d hurt it badly 

enough to drive it off.

 It occurred to Pavel that he ought to 

stand up. It surprised him to discover he 

lacked the strength.

 Tana squatted down beside him. “The 

hell-wolf’s gone,” she said, “and it’s a bad 

idea for someone like me to get found near 

a dead body. I hear people coming. They’ll 

look after you.” She patted Pavel’s shoulder, 

then hurried away.

When Pavel sat down, his side gave 

him a twinge. He knew he was fortu-

nate it wasn’t worse—fortunate his masters 

had lavished so much healing magic on him. 

Although he didn’t feel lucky at the moment.

 “What happened?” Tana asked.

 “Nothing good,” Pavel said. “Because Iref 

didn’t actually confess to anything before he 

died, Sir Glar maintains we accomplished 

nothing as far as proving Kosef’s innocence 

is concerned.”

 “What? Didn’t he understand the bar-

ghest came after Iref because a magician 

conjured it to silence him, and that the 

mage knew to do that because you con-

fronted Dor and Quendar?”

 “Glar isn’t even convinced it was a bar-

ghest. He says it could have been a mad 

dog.” Pavel hesitated. “Look, I’m sorry, but 

he ordered me to stop meddling in the busi-

ness of the law. He still believes Kosef’s 

guilty and is annoyed with me for trying to 

prove otherwise, especially now that some-

one else is dead.”

 “That isn’t your fault.”

 “He stopped short of saying it was, but 

it’s plain he thinks that in some way, I bear 

some responsibility. He did promise that if 

I persist in my folly, he’ll prosecute me for 

it. Worse, he’s extracted a promise from my 

teachers to expel me from the temple. Please 

understand—I have to become a priest. I 

have a calling. It’s everything to me.”

 “All right,” Tana said. “I don’t blame you. 

With Iref dead, where else could we look for 

answers anyway?”

 “Nowhere, I suppose.”

 “So that’s that.” She sighed. “At least we 

won’t have to fight any more hell-beasts.”

 “No.” He remembered the barghest 

springing at him, eyes blazing, and then, 

somehow, suddenly as if the Morninglord 

had shined a ray of inspiration into his 

mind, he saw the truth. 

 “Glories of the dawn,” he breathed.

 “What?” Tana said.
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 “I know who stole Kosef’s sword and 

murdered Mivar. I should have realized as 

soon as the barghest appeared. You see, 

deliberately or unconsciously, explicitly or 

implicitly, every spellcaster allies himself 

with a certain aspect of the spirit world, 

and generally speaking, that determines 

what sort of entities he summons to do 

his bidding.”

 “All right. I think I see. But how do you 

know where Dor and Quendar have made 

their alliances?”

 “Because the matter also relates to their 

choice of gods, and they carry talismans 

marked with the emblems of their patron 

deities. From observing them, I know Dor’s 

the one who’s bound himself to powers of 

diabolical law as well as evil, and accord-

ingly, only he would likely invoke a true 

devil—or a barghest.”

 “That’s it, then. We have the answer.” 

Tana frowned. “Except that it still isn’t going 

to convince the law, is it?”

 Pavel felt his elation wither. “No, it isn’t.”

 “Then now that I know where to look, I’ll 

have to find some sort of proof. I’ll break 

into Dor’s house and search it.”

 “I’ll come along.”

 Tana grinned. “I thought you were out 

of it.”

 “If the proof involves Dor’s mystical 

paraphernalia, you might not recognize 

it. I will.”

 “What about the judge’s threats?”

 “I’ll swim that river when I come to it.”

It proved easier than Pavel expected to 

break into Dor’s house, and the garret 

he’d converted into his wizard’s sanctum. 

The conjuring chamber was a long, open 

space with a lattice of rafters supporting 

a pitched ceiling. A trace of bitter incense 

scented the air.

 Pavel and Tana opened their hooded 

lanterns. The beams revealed a plenitude 

of arcane clutter: Books and scrolls; ritual 

robes, staves, wands, athames, censers, 

and chalices; jars and bottles of multi-

colored powders, pebbles, and liquids—

some of the latter bubbling and churning 

in their containers; altars to Bane and 

Gargauth; and complex pentacles chalked 

on the floor.

 “You start on that side,” said Tana, 

pointing, “and I’ll do this.”

 Pavel glumly anticipated that it might 

take hours to search the garret, especially 

considering that they didn’t really know 

what they were looking for. But in fact, it 

was only a few minutes later when Tana, 

standing before a worktable, held up a hand-

ful of papers. “Come look at these,” she said.

 He hurried to her side, and she showed 

him the parchments. Each bore a pastel 

sketch of the same short sword, with 

complex designs inlaid on the blade, and a 

ruby pommel.

 “This is proof, right?” she asked.

 “I think so. Because it’s obvious why 

Dor made all these drawings of the same 

subject. His magic could easily produce a 

nondescript phantom blade, but to create an 

exact twin of Kosef’s weapon, he had to visu-

alize the original precisely. Accordingly, he 

sketched it again and again, to fix the image 

in his memory.”

 “What we do now,” Tana said, “is—”

 Pavel glimpsed movement from the cor-

ner of his eye. Instinct spurred him to grab 

Tana and wrench her to the side.

 A fan-shaped burst of yellow flame hissed 

out of the shadows. He avoided the worst 

of it, but failed to drag Tana clear. She cried 

out, and her linen shirt ignited.

 Pavel reached to try to smother the 

flames, and Tana dropped and rolled on the 

floor. He realized she was doing the right 

thing. With luck, she’d extinguish the blaze 

by herself. He had to deal with Dor. Other-

wise the mage could simply keep blasting 

them with spells.

 Pavel cast about, spotted Dor standing 

in front of the doorway to the stairs, and 

charged him. The conjurer commenced 

another incantation.

 Pavel sprinted even faster, striving to 

close with Dor before the wizard finished 

the spell. He didn’t make it. Dor puffed the 

breath from his lungs, and a putrid stench 

assailed Pavel’s nostrils. Wracked with nau-

sea, the novice staggered.

 Dor smiled, whipped his broadsword 

from its scabbard, and advanced. Pavel tried 

to come on guard, but could barely hold his 

mace steady.

 Dor swept his blade low, then, as Pavel 

attempted to parry, whipped it high for 

a head cut. Suddenly a battle-cry split 

the air, and Tana raced forward. Dor 

aborted his compound attack on Pavel 

and pivoted to face her. She cut at his 

torso. He twisted, avoiding the stroke, 

and simultaneously counterattacked with 

a thrust to the belly. His point plunged 

home, and her legs buckled.

  Pavel’s nausea was subsiding. He scram-

bled forward and struck.

 He meant to crush Dor’s skull, but the 

magician dodged. The mace still crunched 

home on Dor’s shoulder, though, and he 

dropped his sword. Pavel pulled back his 

weapon for a second blow.

 Dor punched him in the jaw and kicked 

him in the knee. Pavel reeled back, and 

the wizard retreated, widening the dis-

tance between them and making sure he 

was far enough away to cast another spell 

without interference.

 The outlaw spat a prodigious jet of 

brownish liquid. Pavel rolled, but some of 

the spew spattered him. The corrosive stuff 

seared and blistered his skin.

 The pain was intense, but he couldn’t 

allow it to paralyze him. Clutching her punc-

tured abdomen, Tana lay shuddering on 

the floor. She was out of the fight, and if he 

faltered, Dor would surely kill them both.

 As Pavel came back on guard, he noticed 

the heat, smoke, and flickering yellow-red 

light. “You’re not as clever as I thought,” he 

gasped. “That first spell . . . set the house on 

fire. All your treasures are going to burn.”

 Dor’s eyes flicked in the direction of the 

blaze. Pavel instantly threw the mace, then 

charged after it.

 The weapon barely brushed Dor’s fore-

arm, but it rocked him back a step, and as 

he recovered his balance, Pavel closed the 

distance. He yanked his belt knife from its 

sheath and plunged in stabbing.

 Unfortunately, Dor skipped backward, 

evading the blade, and whipped out his own 

dagger. Pavel had no doubt the outlaw was 

the better knife fighter. He reckoned his best 

if not only chance was to risk everything 

on one ferocious attack, before Dor could 

bring his superior skill—or more of his 

wizardry—to bear.

 He was fairly certain he’d cracked bone 

when he’d hit Dor’s shoulder. The blow 

hadn’t greatly hampered the use of his arm, 

but surely the injury must be painful, and 

perhaps it provided an opportunity.

 Pavel drove in, and in so doing, invited 

an attack. Dor’s knife flashed at him as he’d 
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expected. He tried to sweep it aside with his 

off hand, but failed. The dagger slashed his 

fingers and streaked on at his chest, where, 

perhaps because he actually had deflected 

it somewhat, it hit and skipped off his ster-

num instead of ramming into his vitals.

 At the same instant, he grabbed Dor’s 

injured shoulder, and the outlaw stiffened. 

The sudden pain kept him from defending 

himself as Pavel stabbed for his heart.

 Pavel kept thrusting his blade until 

Dor’s body crumpled to the 

floor. Then, panting, he turned 

to see if Tana was still alive.

 She was, but beyond her, 

the spreading flames had 

nearly reached a rack of Dor’s 

alchemical supplies. The 

viscous red stuff in three of the 

glass vessels oozed and heaved 

toward the heat as if yearning 

for the fire’s touch. Then, 

suddenly, the bottles shattered, 

and the jelly itself exploded 

into a blaze that engulfed all the shelving 

in an instant.

 Pavel realized that he and Tana had to get 

out fast. He heaved her to her feet and bore 

her toward the stairs.

So,” said Sir Glar, glowering, “you and 

Tana Farag, a known felon, broke into a 

man’s house. He came home unexpectedly 

and discovered you. A struggle broke out, 

and in the course of it, the place caught fire. 

Ultimately, you killed him.”

 “Sir,” Pavel answered, “if you know that 

Kosef and Tana are reavers, then surely 

you’re aware Dor was an outlaw, too.”

 “That didn’t give you the right to invade 

his home and murder him.”

 “Self-defense isn’t murder, and Tana 

and I were trying to prevent a miscarriage 

of justice. If the sketches hadn’t burned in 

the fire—”

 “A fire that might easily have spread 

to other houses, might even have deva-

stated the entire city. A fire for which 

you and your confederate must bear 

responsibility.” The judge shook his head. 

“I warned you what would happen if you 

kept playing inquisitor. Still, out of regard 

for your masters, who still care about your 

well-being even after you’ve disappointed 

them, I’ll deal with you as leniently as my 

oath of office will allow. Acknowledge your 

guilt, and I’ll send you into exile instead of 

to the scaffold.”

 “Sir, before you decide such matters, it 

would be in your best interests to speak to me 

in private.” Pavel smiled. “You needn’t fear 

for your safety. I couldn’t attack you, even if I 

wanted to. He gave his arms a shake, clinking 

his fetters, calling attention to them.

 Glar gave him a narrow-eyed, speculative 

stare, then turned to the two guards who’d 

escorted him from his cell. “I suppose it will 

do no harm to indulge him, for his masters’ 

sake. Please, wait in the next room.” The 

guards withdrew.

 “Now,” said the judge, “what do you 

wish to say?”

 “That I’ve belatedly figured out that Dor 

had two confederates among the King’s 

officers. Iref was one, and you’re the other.”

 Glar scowled. “That’s insane.”

 “No. I seem to be picking up the knack 

of unmasking scoundrels. It’s all a mat-

ter of asking the next question. Initially, 

I inquired how the counterfeit sword 

vanished when the door to Kosef’s apart-

ments opened. Because Iref made it disap-

pear. Ah, but how could Dor be certain 

Iref would be present? Heliogabalus is a 

big city with more than one watch patrol 

on duty at any given time. In theory, any 

of them could have arrested Kosef. Except 

that the magistrate who issued the war-

rant made sure he assigned the task to the 

right squad.”

 “That’s absurd.” Glar hesitated. “Even if it 

were true, you couldn’t prove it.”

 “Don’t count on it. Perhaps you varied 

from your normal routine to make certain 

you’d be the one to dispatch the guards. 

Maybe someone can uncover the connec-

tion between you and Dor. My hunch is 

that you’re one of the schemers plotting 

against the King.”

 “Nonsense! And even if it weren’t, since 

no one would believe your ravings, nobody 

would undertake the search.”

 “Oh, someone might take me seriously. 

You said it yourself: My teachers still feel 

some fondness for me, even though I’m 

in disgrace. Surely, if they stop to think 

about it, they’ll realize your behavior is 

odd. I’ve assaulted a lawman, burgled 

a house, allegedly committed 

arson and murder, and instead 

of trying me properly with an 

eye toward hanging me, you’re 

willing to settle for securing 

a confession and chasing me 

out of Damara? Why would any 

magistrate be so lax? Unless 

it was to silence me as expedi-

tiously as possible, for fear of 

the suspicions my testimony 

might otherwise arouse.

 “If somebody does believe me,” 

Pavel continued, “I expect we’ll both wind 

up answering questions in the presence 

of priests who’ve cast spells to catch us if 

we lie. Oh, I know, the clerics hereabouts 

don’t usually involve themselves in such 

proceedings, but they may well make an 

exception if one of their own students is 

on trial and the case potentially involves 

conspiracy against the Crown.”

 Glar’s ruddy face had gone a shade paler. 

“You can’t really believe a nobody like you 

could bring down a man in my position.”

 “Perhaps I can, perhaps I can’t. Do you 

want to put it to the test? Because it needn’t 

come to that. Here’s what you do: Declare 

that, circumstances being what they are, 

Tana and I did nothing illegal, and that 

we found proof of Kosef’s innocence. 

Release the three of us, and tell my temple 

you’ve discovered I’m a fine fellow after all, 

deserving of reinstatement. In return, I’ll 

keep my mouth shut about your crimes.”

 “Very well,” Glar gritted. “But I warn 

you, boy—”

 “No!” Pavel snapped. “I’m warning you. 

Let the matter rest. Don’t interfere with me 

or my friends. Ever. Because you and Dor 

together couldn’t beat me. How, then, do 

you imagine you’d fare alone?”

 He stared into the judge’s eyes and knew 

a fierce satisfaction when Glar flinched. E

 “Acknowledge your 

guilt, and I’ll send you 

into exile instead of to 

the scaffold.”
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It seems at least one plagues every band of heroes: the 
outrageously righteous paladin, the ruthless wizard who 
would sell his allies’ souls to a demon, the high-minded 

cleric on a mission to convert everything from orcs to Orcus, 
or the antiheroic loner for whom allies represent nothing 
more than potential collateral damage.
 Such bad company is every bit as iconic in great fantasy as 
more palatable party members, but most D&D groups would 
rather not touch them with the proverbial 10-foot pole. Can you 
bring characters into the mix who seem to have “doesn’t work 
well with others” stamped on their foreheads? Of course you 
can—as long as their players don’t possess the same problem!

THAT'S NO HERO, THAT'S MY PC!
DUNGEONS & DRAGONS is, by design, a game of heroic fan-
tasy. From its alignment system to the Book of Vile Darkness 
and Book of Exalted Deeds, it places almost as much of a 
premium on the PCs’ moral fiber as it does on their all-too-
temporary hit points.

 However, many—if not most—bands of heroes lack a 
monolithically good-hearted morality. In many of the great 
works of fantasy fiction at least one party member competes 
with the villains in terms of self-serving and wicked actions 
but has some reason to fight on the side of good. Of course, 
many such antiheroes eventually grow into true heroes, and 
in the process become favorites of readers everywhere.
  Most DMs and players only reluctantly allow such an 
element in their games. Why? Too many players who mark 
“lawful evil” on their character sheets see only the “evil”—
and they don’t see that very clearly, either.
 The result? An alignment that has less to do with evil than 
it does with mindless violence. 
 According to the alignment descriptions in the Player’s 
Handbook, an evil character is wholly self-serving. Why, then, 
does it seem like almost every “evil” PC does everything in his 
power to cheat, backstab, and otherwise inconvenience his 
traveling companions from the moment he begins adventur-
ing with them? Why do such characters randomly kill every 
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passing commoner just because “it’s the 
evil thing to do?”
 Such characters aren’t antiheroes or 
even villains. They would barely work 
as random encounters, much less full-
time NPCs. These types of characters 
don’t act self-serving in the least. At 
the best, they’re just crazy. Whether 
mad or merely maddening, no group 
should consider such characters suit-
able party members.
 In fact, a well-envisioned antihero 
need not be evil at all. A true neutral 
druid who seems disinterested in the 
affairs of others and who acts self-
absorbed most of the time can fit as 
an antihero just as well as a lawful evil 
assassin whose mission puts him on 
the same side as the PCs.
 Whether he chooses lawful evil, true 
neutral, or any other alignment for his 
character, the player of an antihero can 
bring interesting tension to the party. This 
can sometimes be a great blessing but 
often it simply becomes a curse. A well-
played antihero should step on the other 
party members’ toes from time to time. 
If the DM and other players don’t want to 
deal with this, they should say so, and the 
player of the proposed antihero should 
understand if they say no.
 Few roleplaying experiences are as 
rewarding as the intraparty dynamic 
of a group in which all members seek 
the same goal but have wildly varying 
standards as to what they consider an 
acceptable way of achieving that goal.
 Compelling encounters can also 
result from this tension. Perhaps the 
antihero PC thinks it acceptable to 
torture a prisoner for information, 
while many of his companions seem 
undecided or indifferent. The paladin, 
however, vehemently disallows such 
treatment, and the party ends up on 
the edge of coming to blows. Can the 
paladin and the antihero put aside their 
differences in the future? Everyone 
expects paladins to put their lives on 
the line for their companions, even 
those less pure than themselves, but 
assuming they enter combat in the 
future, how will the paladin react if the 
antihero finds himself in danger?
 Not every group wants to face these 
decisions, but those that do likely 

encounter some of the most rewarding 
roleplaying experiences in gaming.

TOO GOOD TO BE TRUE
One archetype draws even more ire than 
an evil character or antihero: a character 
too good to be true. Such a character is 
usually a paladin, and often his compan-
ions want to kick him out of the party by 
the end of the first adventure. Of course, 
similar characters in fiction exist and they 
often cause conflict and hard feelings 
among their companions as well. 
 When the easier, more efficient, 
and more beneficial path conducive 
to the greater good is full of moral 
and ethical pitfalls, most heroes don’t 
want to get hung up on honor or 
abstract ideas of good. Paladins, how-
ever, do. Paladins not only consider 
but actively pursue such ideals and—
much to their allies’ chagrin—often 
expect their allies to act upon the 
paladins’ considerations.
 In fact, these pure-hearted heroes, 
tainted if at all only by a streak of arro-
gance, are often less pleasant traveling 
companions than the most acerbic and 
amoral assassins. However, when a 
fight starts everyone prefers a paladin 
at his back. The same overbearing 
goodness that makes a paladin so hard 
to live with also makes him the most 
steadfast and courageous of allies: 
dauntless before danger, incorruptible, 
and ever ready to lay down his life for 
his companions or his quest.
 Not every holier-than-thou idealist is a 
paladin, of course. Clerics and monks 
might easily stray beyond being merely 
earnestly upright into the realm of 
annoyingly enthusiastic. Although 
holding to different ideals than their 
lawful companions, druids and rang-
ers can cause intraparty tension if the 
PCs’ path runs contrary to the needs of 
nature. Of course, any character sworn 
to an oath or lifestyle likely struggles 
against the attitudes of his less morally 
restricted companions.
 Most D&D groups are more likely to 
accept paladins before antiheroes, but 
other players (or at least, their charac-
ters) could still have a problem with 
them. If the party consists of a group of 
rogues, arcane tricksters, and clerics of 

Olidammara, adding a paladin cramps 
their style and probably makes little 
sense. However, if the players invent 
a good in-game reason for it, imagine 
the roleplaying opportunities this sce-
nario provides.
 The Book of Exalted Deeds provides 
a number of new ways for paladins 
or other extremely good characters to 
interpret their beliefs. Some of the more 
extreme vows, for example, can easily 
cause frustration or tension in the game. 
Having a feat that disallows you from 
harming any creature except constructs 
or undead is bad enough, but subject-
ing your party members to the calm 
emotions effect of Vow of Peace might 
cause them to turn mutinous. Exalted 
characters, if roleplayed well, can bring 
new and interesting conundrums to the 
party. However, they have the poten-
tial—even more than antiheroes and 
paladins—to disrupt the game. A player 
who intends to play an exalted charac-
ter or any aggressively good character 
should always check with the DM and 
the other players first.

CAN'T LIVE  
WITHOUT 'EM
With all the troubles antiheroes and 
exalted characters can cause, why 
would any sane band of adventurers 
possibly allow them to tag along? 
For that matter, how much time will 
players whose interests lie in combat 
want to spend dealing with the conse-
quences of such characters’ attitudes? 
If the character’s player is an experi-
enced roleplayer, he probably knows 
when to push his character’s agenda 
and when to sit back to keep the 
game fun for the other players. 
 However, that doesn’t explain why 
the other characters would tolerate 
such an individual. The short answer? 
Because they can’t live without him.
 Paladins have a few advantages 
over typical barbarians, fighters, 
monks, and rangers. Their spells and 
special abilities give them a range of 
talents unique to their class. They 
also gain many of the abilities of 
clerics, albeit at a much lower power 
level. Regardless of these abilities 
though, paladins are often relied 
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upon to serve as front-line fighters. 
Those that fail to fill this role due to 
some esoteric dogma often find them-
selves without many allies.
 Similarly, exalted characters gain 
many powerful abilities in return 
for their restricted behavior. While 
they must use these abilities to do 
good, they must also (if they intend 
to remain with the party) use them to 
overcome the challenges at hand. In 
anything other than a pure roleplay-
ing campaign, this invariably involves 
combat of some sort. A character who 
refuses to deal lethal damage and 
who lacks an effective way of contrib-
uting to the fight can quickly frustrate 
his allies and cause the party to eject 
the character. 
 On the surface, an antihero seems 
like a more difficult case. After all, 
even if a party of good characters tol-
erates one with questionable morals, 
they probably won’t stand for someone 
throwing about vile spells—especially if 
the party also contains a paladin.
 Consider the best antiheroes of fan-
tasy fiction. More often than not they 
are among the most powerful characters 
in their group in some sense, and they 
certainly fill a vital role in the party. Such 
a character must excel at something to 
secure a place in a heroic band.
 For that matter, even if the other 
characters gladly accept the antihero, 
he probably questions the sincerity 
of their generosity. For his own 
security, he probably wants to 
be a match for any of them. 
After all, if they reversed 
the role and completed 
the shared quest 
together wouldn’t some 
antiheroes consider 
turning on their for-
mer allies? How can 
an antihero really 
feel safe knowing 
that if one of his 
companions stopped 
being a good guy for 
just one moment the 
antihero character 
might face his own 
death at his compan-
ion’s hands?

EXEMPLARY ANTIHEROES
Antiheroes in a group are usually the 
exception rather than the rule and the 
typical D&D party lacks an antihero. 
Either from fantasy or other fiction, 
most players have at least passing famil-
iarity with the idea of an antihero. Even 
though many players know of the arche-
type, most never consider an antihero 
character because, in many cases, an 
antihero’s involvement with a group of 
otherwise heroic adventurers requires 
an explanation. As such, the following 
section offers a few archetypical anti-
heroes and their possible motives for 
joining the party. Even in a campaign 
that doesn’t allow antiheroic PCs, any 
one of these might make a formidable 
yet sympathetic antagonist.

BARBARIAN ANTIHEROES
 Brute: A barbarian from a violent 
raiding clan or even a worshiper of an 
evil god, this barbarian doesn’t see him-
self as a villain. By the standards of his 
own people his acts 
of brutality seem 
almost mild. He 
feels no special 
malice toward 

his foes and he ferociously protects his 
friends, but his tactics, superstitions, 
and customs are far too brutal for most 
good-aligned characters.

Wild Rager: This dangerous barbar-
ian doesn’t discriminate between friend 
and foe or enemies and innocents 
while raging. When in control, though, 
he’s a fast friend. Either due to his long 
association with the party or to their 
tolerance of his battle-madness, his 
loyalty to them is almost a fault.

BARD ANTIHEROES
Assassin: This menace uses the guise 

of a traveling performer to hide his true 
employment. Whether a member of the 
assassin prestige class or not, his goals 
typically include those of a hired killer. 
Sometimes he assassinates the party’s 
enemies, but mostly he uses his travel-
ing companions as yet another layer of 
his cover, and therefore he finds it use-
ful to keep them around.
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Con Artist: A suave bard who consid-
ers cons the highest form of art, this 
entertainer puts his Bluff, Diplomacy, 
and Perform skills to excellent use on 
the naive and impressionable. Even 
his own party members sometimes fall 
victim to his unscrupulous nature—
especially when a reward or treasure 
is on the line. For those rare occasions 
when his glibness fails him, though, he 
is glad to have his companions around 
to provide extra protection.

BLACKGUARD ANTIHEROES
False Redeemer: A truly vile character 

and an intimate of the worst sort of dark 
powers, this blackguard’s foul masters 
have directed him to take on a heroic 
guise as part of some grand plan. He 
uses the party for his own evil ends, 
perhaps wielding them as expendable 
pawns—at least until he develops attach-
ments to them.

Seeker: This blackguard, a fallen 
paladin desperate to right what he has 
allowed to go awry, seeks dark power to 
replace that which he lost. He tries to 
use this evil to do good, but his power 
is corrupting and it eats away at his 
very soul. Regardless of whether he 
traveled with the party before his fall, 
he sees their heroics as his last chance 
for redemption.

CLERIC ANTIHEROES
Inquisitor: A fanatical cleric of St. 

Cuthbert, this character hates wicked-
ness so much that he borders on mad-
ness. He severely punishes commoners 
for minor infractions and uses shock-
ingly brutal methods to suppress truly 
evil villains. The rest of the party might 
not share his zealous application of 
force, but as long as they remain com-
mitted to battling evil in the course of 
their adventures he suffers their faults 
in relative silence.

Reckless Experimenter: An eccen-
tric cleric of Wee-Jas obsesses with 
death and magic, which leads him to 
an adventuring life. He rarely goes a 
week without conducting some sort of 
necromantic ritual, often animating the 
corpses of slain enemies just to study 
them. His undead minions make them-
selves useful to the party, and they, in 

return, defend him—sometimes from 
his own failed experiments.

DRUID ANTIHEROES
Anarchist: As a bitter druid who 

hates all civilization, this antihero 
cooperates with the “unnatural” 
humanoids of other classes to oppose 
direct threats to nature. Left to his own 
devices, though, he works to bring the 
civilized world of cities and industry to 
a ruinous end. Fortunately, he doesn’t 
yet have the power to bring this about 
on his own, and until he does he 
makes use of his unwitting allies.

Predator: This druid obsesses over 
his place on the food chain, forever 
seeking to increase his position. He 
considers weak creatures the natural 
prey of the strong and adventures not 
out of altruism or greed but to become 
as powerful as possible. He welcomes 
powerful allies like his fellow party 
members for the strength they lend 
him, but he plans to eventually match 
his might against theirs.

FIGHTER ANTIHEROES
Lawbringer: This fighter concerns 

himself, above all else, with upholding 
the letter of the law, regardless of the 
consequences. Faced with a problem, 
he quotes chapter and verse from 
whatever authority he recognizes. 
Faced with a threat, he lays down 
the law’s punishment without any 
concept of mercy or compassion. 
Whether the party shares his outlook 
or not, he values its assistance in 
punishing the guilty—just so long as 
his companions remain on the right 
side of the law. 

Machiavellian: A ruthless fighter 
for whom the ends always justifies the 
means, this mercenary soldier gets the 
job done regardless of the cost. If that 
cost includes his own blood or that 
of his fellow party members, so be it. 
He accompanies the party because it 
always seems to complete its missions, 
but also because he knows that he can 
expect his fair share of the treasure.

MONK ANTIHEROES
Enlightened One: This callous 

monk’s hubris leads him to believe in 

his own enlightenment and makes him 
despise the weak. Having no respect 
for the lives of others, he might prac-
tice his killing arts on helpless foes 
powerless to oppose him. On the other 
hand, he respects the power of his fel-
low party members enough to want to 
“enlighten” them by his example.

Ex-Assassin: A shadowy monk who 
trained with an order of assassins, he 
might still obey the master of that orga-
nization. On the other hand, he might 
have rebuked them and struck off on his 
own, earning powerful enemies. Either 
way, he continues to embrace their 
bloody teachings and techniques. He 
values the rest of the party as security, 
either against his old order or its rivals.

RANGER ANTIHEROES
Misanthrope: This hardened ranger’s 

history left him disgusted with the 
humanoid races. Perhaps he served as 
a scout or elite warrior in the past, or 
maybe he once fought—and watched his 
companions die—for ephemeral ideals. 
Now, he kills only to regain the privilege 
of living alone. Circumstances beyond 
his control might have pushed him into 
the party, or he might have joined it while 
seeking revenge on a mutual foe.

Obsessed Slayer: A ranger com-
pletely devoted to the destruction of 
his favored enemies, he might once 
have lost friends or family to them, 
or perhaps he embraces a longstand-
ing racial enmity. On the other hand, 
maybe he simply enjoys killing with-
out facing the unpleasant label of 
murderer. Regardless, his obsessive 
hatred of his enemy’s kind consumes 
every aspect of his being. If the party 
can help him destroy the creatures he 
so loathes, he gladly assists them in 
other endeavors.

ROGUE ANTIHEROES
Double Agent: A roguish spy secretly 

in the employ of the party’s foes, this 
deep cover agent has mastered the art 
of making himself indispensable. He 
seems a valuable and trusted companion, 
but he reports to the same master as the 
monsters the party faces. Of course, as he 
risks life and limb alongside the party, his 
loyalties might slowly begin to shift.
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Hardened Criminal: This rogue’s 
criminal record stretches as long as 
his arm. He might have a last chance 
for redemption, or at least a pardon, 
by traveling with a group of heroes. 
However, his naive and unobservant 
companions travel the world with vir-
tual immunity—courtesy of their fine 
reputations—allowing him to pilfer 
almost at will in their wake.

SORCERER ANTIHEROES
Elitist Snob: An arrogant sorcerer 

who despises anyone who doesn’t share 
his magical gift, he seeks the origins 
of his rare power. He believes that in 
finding the secrets of his gift he might 
also find other beings worthy of his 
company. He tolerates the group of 
heroes with whom he travels because 
its members keep foul beasts away 
from him, but he doesn’t consider 
his fellow adventurers as anything 
more than mere guard animals.

Undisciplined Punk: This sorcerer 
barely keeps his magical power under 
even the thinnest veneer of control. In 
his youth he lacked even that much 
restraint, and he might have brought 
about terrible destruction on his home-
land. Suspicious and fearful of others—
who blame him for past magical trag-
edies—he is prone to lashing out with 
his phenomenal magical powers. The 
strength of these powers often proves 
too valuable for the party to ignore.

WIZARD ANTIHEROES
 Cold Rationalist: This emotionless 
wizard fancies himself as being per-
fectly rational. He views everything as 
a calculation, including the value of 
his companions’ lives. He no doubt 
possesses the mind of a genius, 
but he utterly lacks sympathy or 
empathic feelings. He desires a bal-

anced world ruled by logic, and he 

sees the party’s quests as a way to 
correct some grave imbalances.
 Megalomaniac: One who dreams 
of achieving immortality and godlike 
power, this wizard braves ruins better 
left forgotten, pores over unspeakable 
tomes of forbidden magic, and makes 
ill-advised deals with powerful but 
deadly outsiders. Since many adven-
turers face such risks, the rest of the 
party might not realize just how far 
the wizard is willing to go.

AN EXALTED SAMPLER
Noble in bearing, wise in action, com-
passionate and kind in demeanor, 
many exalted characters would prefer 
spending their lives in quiet contem-
plation and unrecognized charity. 
What sort of calamitous past or ter-
rible present could draw them to the 
battlefield or the dungeon? 

EXALTED BARBARIANS
 Savage Prince: An inherently 
good-hearted barbarian, unused to 
the subtleties—or deceits—of the 
civilized world, this noble savage 
lives by a relatively primitive code 

rooted in the same absolute good as 
a paladin’s. Unlike a paladin, though, 

he hasn’t had years of social inter-
action to temper his righteous 
wrath. Who better than a party 
of adventurers to discover him 
and at least try to bring him 
into polite society?

 Tribal Rebel: Disillusioned 
with his people’s life of bloodshed 

and ferocity, this 
barbarian cast aside 
the trappings of 
war and desires a 

peaceful life—some-
thing he can’t obtain in his 
homeland. Although traveling 

the world as an adventurer, he 
refuses to kill other humanoids 

even in the midst of his rage. 
Tossing them about like rag dolls 
and knocking them unconscious 

is another thing.

EXALTED BARDS
 Gentle Converter: Wise in the ways 
of the world, this peaceful diplomat 



       

       

   

JOSHUA COLE WITH FRIENDS LIKE THESE

acts neither as a spy or a trickster, 
but rather as an evangelist and peace-
maker. Monstrous creatures that lesser 
men find beyond redemption, such 
as fiends, do not live, in his mind, 
beyond hope.
 Storyteller: This traveling storyteller 
and parable-spinner declines payment 
in anything more than a new story or 
a few bites of bread. When he joins an 
adventuring party, he seeks merely the 
chance to record the inspiring deeds of 
great heroes and sometimes eschews 
the riches they uncover. If the heroes 
don’t inspire him to song or act hero-
ically enough, he doesn’t hesitate to 
berate them.

EXALTED CLERICS
 Medic: Dedicated to the mending 
of all wounds, this cleric is the finest 
healer an adventuring party could 
ask for, capable of erasing almost 
any injury. He refuses to tend only 
allies, however, and acts with indis-
criminate kindness. Not only does 
he use his spells to cure any injured 
commoners the party encounters, 
but he even works to heal enemies 
defeated by his comrades.
 Pious Nag: Kindly but persistent, this 
cleric has quested himself with enlight-
ening the heathen mass of adventurers. 
His powers as a healer, and his great 
and penetrating insight into matters 
mundane and spiritual, make him a 
valuable addition to any party—valu-
able enough, perhaps, to make up for 
his efforts at evangelization, his exhor-
tations to live life well, and his condem-
nation of many an adventurer’s favorite 
leisurely activities.

EXALTED DRUIDS
 Natural Warrior: One who sets 
herself tirelessly against unnatural 
creatures, this druid favors that which 
helps her rid her world of aberra-
tions, outsiders, and undead. Her 
own impressive power is equal parts 
natural and holy, giving her the con-
fidence of self-sufficiency. She rejects 
all forms of artifice, including magical 
and masterwork items, trusting to her 
own purified nature to cleanse the 
world of abominations.

EXALTED FIGHTERS
 Justice Bringer: As a fighter who 
dedicates his martial training toward 
rescuing the oppressed and freeing 
the unjustly imprisoned, this devotee 
of a higher calling pays mortal laws or 
customs little heed. As valuable as his 
swordsmanship is to the party, his eager-
ness to confront the misdeeds of the pow-
erful might cause them unending grief. 
 Meek Warrior: This humble fighter 
considers himself unworthy of 
embarking upon the path of a true 
paladin. Ironically, his very humility, 
when joined with the rest of his sterling 
character, sets him above all but a hand-
ful of those noble warriors. Most other 
adventurers assume, despite his protests 
to the contrary, that he’s just an unusu-
ally humble and skilled paladin—until 
they need healing.

EXALTED MONKS
 Quiet Defender: A monk on the road 
to spiritual enlightenment, derailed 
from his path by the destruction of his 
monastery, learns martial arts to purify 
his soul—not to harm others. He 
rejects outright violence against all but 
the most abominable creatures. Even 
with a purely defensive focus, however, 
his training makes him a valuable asset 
in the right conditions.
 Selectively Poor: This monk forsakes 
material possessions and hopes some 
day to escape the confines of the banal 
physical world entirely. Rather than seek 
enlightenment in solitude and contem-
plation, he believes he can best achieve 
his goal by doing good works. Capable 
as he is, his unwillingness to keep a por-
tion of adventuring proceeds can cause 
the party to lose out on certain abilities 
magic items could offer him.

EXALTED PALADINS
 Driven Warrior: So devoted to his 
ideals, this paladin constantly places 
himself on the front lines of the 
war between good and evil. He rests 
only as much as he absolutely must 
to maintain his razor edge. When 
awake, he engages in a constant 
search for wickedness to root out and 
either redeem or destroy the unjust. 
Other party members appreciate him 



when they face fiends, but his con-
stant drive often makes his compan-
ionship tiring.
 Sheriff: While reluctant to slay his 
enemies outright, this paladin accepts 
the need to dispense justice but doesn’t 
consider himself worthy of acting as 
judge, jury, and executioner. He slays 
rampaging monsters without batting 
an eye, but when intelligent enemies 
threaten the party, he expects the group 
to subdue them and take them before 
the proper authorities. 

EXALTED RANGERS
 Fiend Hunter: This ranger dedicates 
himself to defeating demons, devils, 
and other evil outsiders. He practices 
hunting these extraplanar horrors with 
unmatched dedication, but he also 
remains constantly on guard against 
their subtle machinations, sometimes 
seeing their influence where none 
exists. For all his noble purpose, he can 
cause problems for a party lacking his 
utter dedication to demon hunting.
 Hermit: A ranger who initially 
became a woodsman and survivor 
as part of a hermitlike existence, he 
might once have served as a formidable 
warrior, or even an assassin, but he 
now desires solitude and—perhaps—
redemption. With quarterstaff in hand, 
he can aid the party that aids him in 
escaping his past, but he has sworn not 
to slay another living creature.

EXALTED ROGUES
 Bounty Hunter: Dedicated to bring-
ing others of his profession to justice, 
he employs many of the same tricks 
of the trade as more unscrupulous 
rogues. Trained in the ways of those 
he frequently hunts, he makes the best 
possible hunter. Unfortunately, his 
sterling standards put him at odds with 
other adventurers who might expect 
the usual roguish services of him.
 Repossesser: The holy rogue who liber-
ates relics and artifacts from the unwor-
thy practices his skills not for his own 
personal gain. He works as a cutpurse 
and second-story man, but gives away any 
share he might have in the spoils. His 
versatility attracts other adventurers, but 
his high-mindedness seems so contrary 
to his talents that they might suspect him 
of conning them.

EXALTED SORCERERS
 Celestial Scion: A sorcerer descended 
from celestials possesses a measure not 
just of their powers but of their inclina-
tion toward absolute good. His desire 
to come closer to his exalted parentage 
drives him to master power and virtue 
alike, and how better to accomplish that 
than as a traveling hero? He is a mighty 
spellcaster, but his uncompromising 
devotion to moral ideals discomfits more 
ethically flexible companions.
 Pilgrim: After embarking upon a long 
and difficult pilgrimage, this sorcerer 

discovers the latent powers inherent 
within him. He considers his powers a 
miraculous gift and wants to make good 
use of them. However, since they don’t 
include the power to heal directly he uses 
them to protect the innocent from evil. To 
better utilize the magical miracles at his 
command, he offers his services to other 
adventurers—but now more than ever 
he hopes to complete his pilgrimage and 
take his companions along.

EXALTED WIZARDS
 Selfless Researcher: According to this 
wizard, magic should alleviate the world’s 
suffering. Lacking healing spells of his 
own, he instead works to stop those who 
perform evil from causing harm in the 
first place. He zealously defends the weak 
and the poor just as the most dedicated 
paladin or cleric, although his talents lie 
in things arcane. Like the most dedicated 
paladin or cleric, he is intolerant of inac-
tion or compromise in the face of evil.
 Transcendentalist: A wizard dedicated 
to the contemplation of arcane ideals, 
this noble arcanist seeks to increase his 
knowledge of the imperfect world by 
studying its esoteric ruins and lost secrets. 
His real interest, though, is in the study 
of the ultimate and the unknowable. 
While every bit as well-intentioned and 
high-minded as the most compassion-
ate cleric, his dedication to ephemeral 
ideas sometimes causes conflicts with 
more pragmatic party members. E
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I
n the dark realms below lives a race of stalwart, aggres-
sive, and paranoid creatures capable of operating with 
equal ease in darkness and in light. These creatures, 

known by many on the world above as grimlocks, possess 
preternatural camouflage in their cavernous homes, the 
heightened senses of true Underdark predators, and a xeno-
phobic mistrust of all other races. Often toiling as slave-
warriors in the armies of the drow, duergar, and mind 
flayers, grimlocks have endured centuries of enslavement 
and deprivation. Although these creatures demonstrate 
a remarkable capacity for evil, they nonetheless display 
qualities of bravery, determination, and sometimes even 
fierce loyalty. The races of the surface world rarely wit-
ness this grim nobility, however, and thus most consider 
grimlocks as nothing more than twisted, evil, and degen-
erate monsters.

HISTORY
In the distant past, grimlocks lived on the surface as a race of 
stony-skinned, mountain-dwelling barbarians. Carving out 
a fierce warrior society upon their mountaintop homes, they 
made war with all those who lived below, subsisting by raiding 
the settlements of more peaceful races. Although widely feared, 
such brutality could only be tolerated for so long, and eventually 
an alliance of their victims struck back, forcing the grimlocks 
from their lofty homes. Hunted by their one-time prey, those 
grimlocks who weren’t exterminated hid wherever they could 
find shelter, many retreating deep into the tunnels below the 
peaks they once called home. Thus, grimlocks gained both their 
place among the creatures of the Underdark and their race-wide 
loathing of all other beings.
 Unexpectedly, grimlocks found a pathetic kind of purchase 
within the Underdark, wandering widely through its depths 

the ecology of the
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in separated groups and multiplying 
as they could. Their stone-colored skin 
allowed the surviving grimlocks to hide 
from many of the Underdark’s greatest 
predators and flourish within thelight-
less depths. However, their survival was 
not assured by their own tenacity to 
survive, but unexpectedly by the cruel 
whimsy of one of the Underdark’s great-
est horrors: illithids.
 When a group of blindly wander-
ing grimlock refugees encountered 
and wiped out a group of their kobold 
thralls, the mind flayers turned their 
sinister attentions upon this new band 
of interlopers. Seeking out and captur-
ing this displaced people, the illithids 
found that the grimlocks’ weak will 
combined with martial prowess made 
them perfect thralls. Altering their 
forms to better suit the grimlocks’ new 
darkened homes and the needs of their 
masters, the illithids and the strange 
radiations of the Underdark warped the 
grimlocks into the perfect slave race. 
Breeding them as cattle, the mind flay-
ers put the newly adapted grimlocks to 
widespread use as servants, food, war-
riors, and as trade goods to the other 
foul races of the Underdark. Thus, sold 

and traded like animals, grimlocks 
spread far and wide.
 Only a few roving bands of grimlocks 
remained free, adapting to their new 
environments through exposure to the 
Underdark’s strange radiations in much 
the same way as the illithids warped their 
enslaved cousins. Today, these tribes, as 
well as bands of slave grimlocks who have 
somehow found their freedom, roam 
the Underdark in search of food. Many 
free grimlocks also serve other creatures 
to improve their chances of survival and 
worship powerful creatures like aboleths, 
medusae, deep-dwelling dragons, or other 
powerful, intelligent monstrosities. The 
grimlocks bring them food, slaves, and 
other offerings in exchange for protection.
 A handful of grimlock cities have 
developed throughout the underground 
realms. Such communities, small by 
human standards, survive in remote 
locations, distant from other races. If any-
thing, a grimlock city resembles a fortress 
more than a settlement. Grimlock build-
ers make use of natural terrain as well 
as obstacles such as rivers and ravines. 
Often, these communities originate when 
a grimlock tribe breaks free from enslave-
ment and many might even be within 

the ruins of another race’s fallen city. For-
mer slaves often prove more successful 
and fiercely independent than their free 
brethren, as they understand the price 
of failure. Ex-slaves of the Underdark’s 
cruelest masters, these grimlocks almost 
universally prefer death to servitude.

PHYSIOLOGY
In the light, a grimlock’s appearance 
resembles a half-formed, almost fetuslike 
humanoid with drooping skin and under-
defined features. A smooth mask of skin 
stretches taut across grimlock faces in 
place of eye sockets and their splotchy 
gray flesh appears mottled and sickly, like 
melted stone. Although average grim-
locks stand over 5 feet tall, they walk with 
a hunched, stooped posture that gives 
them a shorter, bulkier appearance.
 Grimlocks possess impressive strength 
significantly beyond that of a normal 
human. Because the Underdark consists 
of endless tunnels, caverns, and cliffs, 
grimlocks gain much of their might 
through constant climbing, jumping, 
running, and toil. In addition to their 
wiry physical power, grimlocks boast a 
high degree of agility and flexibility, along 
with a hardy stamina. Even the weakest 
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grimlock walks, runs, hunts, or performs 
heavy labor for long periods of time 
without tiring, as life in the Underdark 
permits only the strongest and healthiest 
to survive.
 Although blind, grimlocks enjoy 
heightened hearing, sense of smell, 
and even touch. In combat, they detect 
enemies through both noise and smell, 
using their acute senses to pinpoint 
nearby targets. Using their improved 
sense of touch, grimlocks can run their 
hands across a surface and learn almost 
as much about it as any sighted creature 
looking at it. With only a fleeting touch, a 
grimlock perceives minute variations and 
changes in temperature and texture.
 Young grimlocks mature rapidly and 
gain strength over their first three years of 
life. The weak fall prey to monsters, acci-
dents, or the slaver’s lash; the survivors 
representing the strongest, fastest, and 
sturdiest of their generation. Although 
children appear emaciated and small, the 
scrawniest grimlock child possesses con-
siderable strength and impressive speed.
 Grimlocks often ritually scar their bod-
ies with intricately tattooed spiral patterns. 
The older a grimlock lives, the more scars 
one accumulates, with each tattoo grow-
ing more elaborate by the year. Grimlocks 
recognize one another through scent, 
speech, and by each other’s scars. Indeed, 
a grimlock’s tattoos describe his name, 
his skills, his profession, his deeds, and 
his history with remarkable detail. While 
some scholars believe this practice might 
be an extreme reinterpretation of one 
of the grimlocks’ lost surface traditions, 
others suggest that it is an attempt by 
grimlocks to exert some control over their 
forms, which have been so altered by the 
Underdark and torturous illithid augmen-
tations. Grimlocks take excessive pride in 
their tattooed scars and many grimlock 
masters, primarily drow who favor using 
whips in culling their slaves, have been 
overwhelmed by unexpectedly enraged 
grimlocks whose ornate scars are marred 
by the lash.

PSYCHOLOGY  SOCIETY
Grimlocks live harsh, brutal, and often 
short lives. Because most grimlocks serve 
as slaves and live in the Underdark, day-
to-day survival is always uncertain. Free 

grimlocks spend their time foraging for 
food and hiding from enemies, while 
enslaved grimlocks serve as disposable 
soldiers or perform bone-crushing labor 
all day. Regardless, an individual grim-
lock struggles every day to survive.
 Scraping together sufficient food 
often proves difficult in the Underdark 
and free grimlocks must forage daily 
for sustenance. Grimlocks will eat 
nearly anything, but prefer fresh meat 
and fish. Quite regularly, grimlocks 
are forced to subsist on mushrooms 
and other fungi, insects, carrion, and 
rodents. With true adaptability, grim-
locks digest anything remotely edible, 
regardless of taste or consistency. With-
out regard to morality, grimlocks fre-
quently practice cannibalism, disposing 
of the weak, aged, and infirm before 
they become a hindrance to the tribe.
 Grimlock tribes are little more than 
loose-knit groups of families. While 
families care for children for the first 
year, after that the tribe shares respon-
sibility for the young. Indeed, after the 
first year, the average grimlock main-
tains the same degree of contact with 
his parents as with everyone else in the 
community. Tribes consider their chil-
dren a shared resource for the future, 
something for which every member 
holds responsibility.
 Whether enslaved or free, grimlocks 
learned to expect the worst from other 
races. Other races inevitably attack 
them, enslave them, or steal their food 
and resources. In the cruel world of the 
Underdark, grimlocks expect brutality, 
violence, and betrayal from everyone 
they encounter. Since their relocation to 
the Underdark, grimlocks have endured 
the bullying and abuse of every major 
underground race. As a result, trust 
remains a difficult concept for them 
to accept. For the most part, grimlocks 
prefer peace and isolation. When other 
races steal their food and enslave their 
children, grimlocks must raid to survive. 
At times, simple desperation forces 
grimlocks to raid surface villages and 
farms, creating a monstrous cycle of 
predation and survival.
 In rare circumstances, grimlocks 
come to treat other individual creatures 
as equals. For example, grimlocks 

might view someone who saved a tribe 
member’s life as an equal. Although the 
grimlock language includes no word 
for “friend,” these creatures understand 
the concept of an ally, fellow hunter, 
and brother. When an outsider enters 
grimlock culture and demonstrates he 
deserves equal status, usually through 
skill at the hunt or in battle, an unusual 
bond might develop between that indi-
vidual and the grimlocks. Although 
such intense loyalty remains rare, it 
demonstrates grimlocks share a few 
traits in common with surface dwellers. 
Grimlocks share their food with adopted 
friends and demonstrate a willingness 
to fight alongside that person, as long 
as the individual continues to prove his 
usefulness. Understanding that a weak 
individual is a sickness to society who 
makes the whole tribe vulnerable, grim-
locks do not allow frail members of their 
own race to survive and feeble outsiders 
are cast out or quickly put to another 
use—often as food. 
 Despite the grimlock familiarity with 
aggression and xenophobia, their cul-
ture involves more breadth and depth 
than survival and hunting. Grimlocks 
enjoy several unique styles of art and 
entertainment, and demonstrate a knack 
for music. Thanks to their acute sense 
of hearing, grimlocks interpret a wider 
range of sound than many other races. 
Their material art, seemingly little more 
than cave etchings to most cultures, 
relies on touch and scent rather than 
sight and includes variations in texture, 
moisture, and temperature to create 
pictures and tell stories. Grimlocks 
have also cultivated a unique art form 
that combines their skill at music and 
sculpture. By shaping cavern walls and 
creating complexly shaped hollow pillars 
within windy tunnels, grimlocks are able 
to alter the sounds underground breezes 
create as they pass through such forma-
tions. This art, called wind sculpting, has 
thus far only been mastered by grim-
locks, although it appeals to many of the 
Underdark races that hold them as slaves 
and has appeared near the cavernous 
homes of many such peoples.
 On rare occasions, grimlocks aban-
don their tribes or their tribes abandon 
them—often in the case of extreme 
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illness when cannibalism seems more 
dangerous. A few exceptional individuals 
survive alone, living short nomadic lives 
constantly on the run from the Under-
dark’s countless threats. A few of these 
individuals journey to the surface, either 
seeking a more hospitable home or with 
the desire to learn about the world above. 
Yet even these unusual grimlocks must 
struggle each day to be viewed as more 
than monsters, rely upon what allies they 
make, and put aside their inherent mis-
trust of other races.

VERSUS GRIMLOCKS
Underground or in darkness, grim-
locks make vicious enemies. Alone, a 
grimlock is a fierce but often unmo-
tivated combatant, favoring its own 
survival to needless fighting. However, 
a grimlock raiding party fights in total 
silence and cooperates like a pack of 
wolves, exhibiting savage fury and 
fearlessness. Although a grimlock raid-
ing party poses a serious threat, when 
motivated by a cruel taskmaster like 
a mind flayer or other monster, grim-
locks become even deadlier.
 Beware Ambushes: Against most 
opponents, grimlocks rely upon their 
stealth and camouflage abilities as well 
as natural cover. The preferred grim-
lock tactic involves hiding and waiting 

for enemies to enter melee range. 
Often, grimlocks position themselves 
in nooks or crevices above enemies, 
waiting for hours if necessary until 
prey passes close.
 Once in melee, grimlocks attack with 
heavy, simply made weapons such as 
axes or clubs. Grimlocks fight almost 
exclusively with such melee weapons as 
their senses don’t allow them to perceive 
distant creatures with the clarity ranged 
weaponry requires. Thus, PCs combat-
ing grimlocks should consider using 
spells that limit their enemies’ mobility 
and access to allies, such as entangle, 
web, and the various wall spells.
 Blind Them: Countering either a 
grimlock’s hearing or sense of smell 
effectively hampers its blindsight abil-
ity. If a grimlock loses both its hearing 
and sense of smell, it experiences the 
full effects of blindness. 
 Give Them Targets: Grimlocks lack 
the tactical awareness to attack spell-
casters or other specialized targets. 
When confronted with an enemy, they 
attack. When characters face grim-
locks, they should find ways to bring 
in allies and thus provide more targets 
for grimlocks to attack. The summon 
monster and summon nature’s ally spells 
provide quick and inexpensive allies 
to the party and force grimlocks to 
spread their attacks. Even if the party’s 
spellcasters summon weak creatures 
such as wolves or monstrous centi-
pedes, grimlocks lack the ability to 
immediately differentiate a weak oppo-
nent from a strong one. The party’s 
spellcasters should also place a few 
summoned monsters between them 
and the battle as a front line of defense. 
Spellcasters should avoid casting spells 
like mirror image or similar illusions, 
as the sight-based nature of such spells 
prove completely ineffective against 
blind grimlock attackers.
 Look for Leaders: Often, non-grim-
locks command grimlock raiding par-
ties. Any creature capable of controlling 
grimlocks and commanding their fear 
deserves the PC’s respect. Aboleths, 
drow, duergar, medusa, mind flayers, 
and numerous other more intelligent 
monstrosities often control a band of 
grimlocks on patrols or raids. In most 

cases, leaders remain hidden while 
their minions fight. As such, characters 
should take steps to locate and elimi-
nate the creature leading the grimlocks. 
Because such leaders often prove 
cowardly, characters should look for 
concentrations of grimlocks or other 
creatures serving as bodyguards or 
defenders. However, in some cases, a 
leader might prove even more powerful 
than its entire grimlock entourage, so 
PCs should exercise extreme caution.
 Remember Immunities: Grimlocks 
lack both eyes and eyesight. A grim-
lock’s blindness renders him immune 
to all visual illusions, gaze attacks, and 
any spell or effect dependent on sight. 
A great many spells become ineffective 
against grimlocks, including blindness, 
color spray, dancing lights, darkness, 
deeper darkness, flare, fog cloud, mirror 
image, obscuring mist, and many others.
 Show Overwhelming Strength: 
Despite their savage and barbaric cul-
ture, grimlocks possess intelligence 
and self-preservation instincts. If 
adventurers demonstrate overwhelm-
ing strength and superiority against a 
grimlock band, the grimlocks might 
accept truce or parley. PCs also stand a 
better chance of ending a battle if they 
eliminate the grimlocks’ leader. Cer-
tain destructive spells, such as fireball 
or lightning bolt, might convince grim-
locks to retreat or offer a truce rather 
than fight to the death. Of course, 
such diplomacy can only take place if 
the grimlocks aren’t being driven on 
by a master they fear even more than 
the PCs.
 Target Scouts: As grimlocks rely 
heavily on their sense of hearing while 
traveling,  bands of grimlock warriors 
and hunters often send lone scouts in 
various directions ahead of them. These 
scouts perform the dangerous role of 
providing warnings to their brethren 
as they stumble across danger or draw 
them on when  they come upon prey. By 
the sounds of either the scouts’ screams 
or a series of swift barks, a scouts’ allies 
can swiftly close on its position. Thus, 
PCs who encounter lone grimlocks 
should seek to dispatch them swiftly and 
quietly, before they have the opportunity 
to alert other grimlocks in the area. E

The following table shows the results of 
Knowledge (nature) checks as they relate 
to grimlocks. Those who travel the Under-
dark or have dealings with evil Underdark 
races might possess this information.
 DC 10: Grimlocks are blind creatures 
that dwell underground.
 DC 15: Grimlocks possess exceptional 
skill in hiding when in the mountains or 
underground. Grimlocks often ally with 
drow, duergar, illithids, and other powerful 
Underdark monstrosities.
 DC 20: Grimlocks rely on sound and 
smell to navigate and are thus immune to 
most illusions and all gaze attacks. Xeno-
phobic in the extreme, grimlocks are often 
held as slaves and eagerly rebel against 
their masters.
 DC 25: Because grimlocks sense their 
surroundings through sound and scent, 
sonic attacks and strong smells render 
them effectively blind. Strength of arms 
and offers of food might win a grimlock’s 
assistance if not its trust or loyalty.
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DIABOLI
by Mike McArtor • illustrated by Eva Widermann and Niklas Jansson

O
riginating on a distant plane, the fiendish-
looking diaboli appear to many humanoid 
cultures as nightmares incarnate. They have 

dispersed across the infinite planes as much 
to spread their creed of benevolent chaos as to 
escape the rampant horrors of an invading reality. 
Many diaboli settle on the various worlds of the 
Material Plane and interact—sometimes reluc-
tantly—with the humans and humanoids who 
inhabit those worlds. 
 Diaboli hail from a demiplane just slightly 
out of phase with the rest of the multiverse. 
Called by humanoids the Demiplane of Night-
mares, this realm borders coterminously with 
the Region of Dreams and the Ethereal Plane. 
Unfortunately for the diaboli and the creatures 
that share their frightening home, the boundar-
ies between their reality and those of the Far 
Realm—a place that exists outside of real-
ity from which pseudonatural creatures 
originate—seem particularly thin. As 
such, the maddeningly chaotic taint of 
the Far Realm constantly seeps into 
the Demiplane of Nightmares like a 
breached dam trickling water. 
 On their home demiplane, the diaboli act 
much as humans do on the Material Plane: they 
farm, hunt, build villages and towns, interact 
peacefully with some of the creatures they share 
their home with, and violently oppose others. 
Some diaboli become philosophers of renown, 
while others skulk the dark alleyways waiting for 
their next mark. 
 Unlike humans, diaboli have a unifying belief 
in the superiority of anarchy. They build their 
societies around the belief that since they can-
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not provably define any one form of 
government as better than any other 
they must simply live without govern-
ments. Despite their chaotic natures, 
diaboli strongly believe in traditions 
and ancient mores that continue to 
maintain their societies. Along with 
these strong and repeatedly proven 
customs, diaboli hold together their 
otherwise free-willed societies with 
a mixture of traditions, taboos, cus-
toms, and a strong sense of fair play. 
“Do what thou wilt but harm none” 
unifies the diaboli and acts as the 
great truth from which all traditions 
and taboos grow. 
 Societies of diaboli on the Mate-
rial Plane seem at once both oddly 
familiar and strangely disconcerting. 
They build their villages in a hap-
hazard manner, seemingly without 
any consideration for the defense of 
structures—much less with an eye 
toward moving around effectively 
between the buildings. Their build-
ings resemble ruins, with beams and 
timbers protruding at odd angles 
from leaning stone walls. Various 
colors of paint cover random areas of 
the structures, camouflaging them 
somewhat from a distance.
 While diaboli martial technology 
lags well behind the civilized races of 
the Material Plane, their more cerebral 
aspects of culture far exceed those of 
most races. They spare no amount of 
energy or wealth developing advanced 
forms of philosophy and art. Most 
diaboli promote a level of tolerance 
and generosity far more liberal and 
welcoming than any Material Plane 
humanoid race, with the sole excep-
tion of their attitude toward humans, 
whom they detest above all others. The 
diaboli view humans as hideous devils 
or demons in much the same way that 
humans view them. 
 Because interaction with the danger-
ous and unpredictable Far Realm is 
becoming increasingly frequent, the 
diaboli constantly develop techniques 
to combat the corrupting taint of that 
frightening plane. Many sages suggest 
the diaboli’s losing battle against the 
encroaching taint of the Far Realm is 
the cause for their immigration to the 

Material Plane. While some diaboli 
still live in the Region of Dreams, most 
have emigrated to the various worlds of 
the Material Plane as well as the Ethe-
real and Astral Planes.
 Personality: In their own home 
realms, diaboli serve as the equivalent 
of humans. As such, they possess a 
wide variety of personalities. Unlike 
humans, however, the great major-
ity of diaboli live chaotic, disorderly 
lives. The spectrum of personalities 
exhibited by diaboli is therefore some-
what narrower than that of humans, 
but still much wider in its possibili-
ties than most other Material Plane 
humanoids. Diaboli generally reflect 
only the gentler, less frightening 
aspects of chaos in their personalities. 
Many reflect this chaos with extreme 
absent-mindedness, mild to severe 
mood swings, wild bouts of creativity, 
and generally mercurial natures.
 Physical Description: Fearsome in 
form if not personality, diaboli often 
elicit reactions of fear or loathing from 
those who see them. Silhouetted at 
a distance, a diabolus might pass as 
a thin-legged human. Once details 
become apparent, any resemblance to 
humans quickly disappears. 
 The torso, arms, and head of a 
diabolus have humanlike muscula-
ture and structure, but its legs resem-
ble those of a ram or goat. Diaboli 
also have long tails that end in small 
barbs. Small vestigial horns rise from 
the top of a diabolus’s head and its 
elflike pointed ears stick out at 
severe angles. A diabolus’s hands 
appear humanlike except they lack 
a fifth small finger, rather having 
three fingers and a thumb. 
 Diaboli skin color ranges from 
mauve and lavender to the deepest 
near-black violets. In addition to skin 
color, diaboli vary in the amount of hair 
they can grow. Bare diaboli grow no 
hair over the entirety of their bodies. 
Common diaboli grow white and 
silver hair just as humans 
do, and males often wear 
long but well-groomed 
beards. Hirsute diaboli 
also grow coarse, white, 
goatlike hair from the waist 

down. All diaboli have reptilian eyes 
ranging from angry reds to bright yel-
lows. Their long tongues fork like those 
of snakes and provide the diaboli with 
similar olfactory clues. Wide, promi-
nent noses dominate their faces.
 Relations: Diaboli innately fear most 
humans and humanoids they meet 
and find the forms of such creatures 

This article assumes the existence of  
two unusual places in your  
campaign’s cosmology. 
 The Far Realm: First introduced in The 
Gates of Firestorm Peak and frequently 
mentioned elsewhere, the Far Realm is a 
place of unimaginable chaos and insan-
ity. Many of the creatures that live within 
the Far Realm have seemingly random 
anatomies—often with masses of wrig-
gling tentacles or wholly alien appendages. 
Lovecraftian in character, the Far Realm is 
a veiled and unknowable parallel existence 
outside the Great Wheel from which mad-
dening horrors and malignant intelligences 
seek to wreak their immortal plots upon 
the unsuspecting planes.
 The Region of Dreams: Introduced as 
an alternative plane in the Manual of the 
Planes, the Region of Dreams does not 
exist in the core cosmology of the Great 
Wheel. With your DM’s permission, you 
can add the Region of Dreams as a plane 
coterminous with the Material Plane and 
whatever Transitive, Inner, or Outer Planes 
you desire. Like EBERRON’s Dal Quor, the 
Region of Dreams is where the conscious-
ness goes when a creature dreams.

PLANES NOT ON THE 
GREAT WHEEL

Hirsute Diabolus
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repulsive. For their part, many humans 
and humanoids feel the same way 
about diaboli. Only rarely do the two 
groups put aside their revul-
sion of one another and make 
attempts to communicate and 
trade. Even after the diaboli and 
native humanoids set up peace-
ful lines of communication, a ten-
sion always exists between two such 
groups. At worst, this quiet unease 
leads to cool but respectful meet-
ings, but even at best a gathering of 
diaboli and humanoids brings about 
an air of extreme politeness, as if 
both sides fear insulting or other-
wise provoking the other.
 Adventurers from both 
sides often make the initial 
steps of peaceful communi-
cation—many find it difficult 
not to befriend those with whom 
they frequently face lethal dangers. 
Because they themselves often live at 
the fringe of their societies, adventur-
ers often judge a companion not by 
appearance but by competence, and 
most diaboli adventurers prove to be 
quite competent.

 Alignment: A carefree chaos fills 
the hearts of diaboli, and they con-
stantly seek to spread the joys of such 
liberation among those with whom 
they interact. Freedom and spontane-
ity mark the lives of the diaboli, but 
they seldom force their gently chaotic 
beliefs on others. This love of freedom 
marks them as almost universally 
chaotic good creatures. Some drift 
from the benevolent aspects of chaos, 
becoming engulfed or driven to hor-
rible acts by it, becoming either cha-
otic neutral or chaotic evil. Those tiny 
few who forsake chaos for neutrality 
find themselves shunned and exiled. 
Neither history nor folklore record any 
mention of a lawful diabolus. 
 Diaboli Lands: In their native demi-
plane, diaboli form small pockets of 
relatively peaceful societies that can 
span several hundred square miles. 
They fill much the same position as 
humans on the Material Plane: vibrant, 
expansive, and relatively easy to work 
with. On the Material Plane they form 
small anarchic but peaceful commu-

nities far away from humanoids and 
other intelligent creatures.
 Religion: As their home demiplane 
touches on both the Region of Dreams 

and the Ethereal Plane, and suffers 
the Far Realm’s foul taint, diaboli 
have strong taboos concerning dis-
belief. They never take anything at 
face value, as mind-bending reality 
twists occur near their original homes 
so frequently. Diaboli lack gods as 
most humans understand them, and 
instead seem to worship ideas like 
anarchy, chaos, freedom, and wonder. 
Their religious practices lack dogmatic 
rote, and most diaboli worship alone 
and spontaneously. Diaboli clerics, 
although rare, do exist. They often 
choose from the following domains: 
Chaos, Destruction, Luck, Magic, Pro-
tection, Travel, and Trickery. 
 Language: Diaboli speak their 
own language, Diabolan. Diabolan 
words make frequent use of harsh, 
guttural hisses and the unique physi-
ologic structure of the diaboli’s forked 
tongue. While not difficult to learn, 
most humanoids of the Material Plane 
find mastery of Diabolan impossible. 
Most words in Diabolan contain soft 
“f,” “s,” “th,” and “z” sounds. 
 Many diaboli also learn to com-
municate simple ideas by twirling 

and positioning their tails in 
a sort of elaborate code. 
The purely visual diaboli 
tail code can convey even 
complicated concepts, but 

it takes roughly twice as 
long to express something in 

the diaboli tail code as in any 
spoken language. Any creature 

that can see a diabolus using the 
diaboli tail code can make a DC 
10 Intelligence check to realize 

the diabolus is attempting to 
communicate. Any creature 
can learn diaboli tail code, 

although only those with 
a tail of their own can 
“speak” it.

 Most diaboli who 
make the journey from their 

plane learn to speak Abyssal first, 
as their forked tongues can most easily 
form the words of that language. This 
often leads to the belief that an inherent 
evilness exists within diaboli society. A 
diabolus who speaks Common does so 
with a thick, snakelike accent.

First introduced in Basic D&D’s Master 
Set, the diaboli are perhaps best known 
by Known World players and DMs famil-
iar with the Wrath of the Immortals boxed 
set. The Monstrous Compendium MYSTARA 
Appendix updated them to MYSTARA and 
second edition AD&D. In their update, 
the diaboli’s home changed from the 
Dimension of Nightmares to the Demi-
plane of Nightmares in order to fit them 
into second edition’s cosmology. Among 
other things, this realm birthed the neh-
thalggu brain collectors and was home 
to such terrible creatures as feyrs, maele-
phants, and nagpas. This article draws 
inspiration from the second edition 
diabolus as presented in the Monstrous 
Compendium MYSTARA Appendix.

HISTORY OF DIABOLI

Common Diabolus

Diabolus  
Tail Barb
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 Names: Chaos influences all aspects 
of diaboli life, including their naming 
patterns—whatever inscrutable pat-
terns they might actually take. For the 
most part, diaboli have between two 
and four names, although some only 
have one moniker and others might 
claim as many as twelve. No discern-
able convention exists for determining 
how many different names a diabolus 
might possess.
 Like humans, diaboli maintain a 
wide spectrum of names they use. In 
the most general of terms, however, 
male diaboli names typically contain 
more consonants than female diaboli 
names. Even that “rule” lacks any sort 
of reliable application, however, as 
many males have names with no con-
sonant sounds at all.
 Male Names: Fih, Hoshaaa, Ini-
boshog-krs, Krnthilakeh, Rskeglsth, 
Slom, Uayaeo.
 Female Names: Aut’abothua, Bbothuda, 
Ihab, Oskru, U, Wyrwlak, Z’ligg.
 Family Names: If family names exist, 
no sage or scholar has discerned any 
indication that diaboli use them.
 Adventurers: Most diaboli dislike 
violence and attempt to live their lives 
as peacefully as possible. Those who 
do take up the dangers of adventuring 
do so for several reasons. Many find 
themselves thrust into violence to 
defend their homes from fearful 
humanoids who raid and slaughter 
them. Others take up the trident 
in order to forcefully hold back the 
taint of the Far Realm that constantly 
threatens to seep into both their 
native demiplane and their adoptive 

homeworlds. Finally, a few diaboli 
turn to violence for the same selfish 
or exalted reasons as humans: wealth, 
power, guardianship, love, lust, or 
an unquenchable hope that they can 
make a better world for their children.

DIABOLUS RACIAL TRAITS
•  Outsider (native): Diaboli are outsid-

ers with the native subtype. Diaboli 
have a knack for making themselves 
at home on new planes. 

•  Chaotic: Diaboli have the  
chaotic subtype.

•  Medium: As Medium creatures, 
diaboli have no special bonuses or 
penalties due to their size.

•  Diaboli base land speed is 30 feet. 
•  Darkvision: Diaboli can see in the 

dark up to 60 feet. Darkvision is black 
and white only, but it is otherwise like 
normal sight, and diaboli can func-
tion just fine with no light at all.

•  +2 racial bonus on all saving throws 
against spells and spell-like effects: 
Diaboli come from a demiplane 
slightly out of phase with other 
planes, which gives them some resis-
tance to magical effects. 

•  +2 racial bonus on Intimidate checks 
made against animals and human-
oids. The frightful appearance and 
alien psychology of diaboli make 
them particularly good at coercing 
Material Plane natives. This bonus 
does not apply when dealing with 
other diaboli.

•  –2 penalty on Diplomacy, Handle Ani-
mal, Perform, and Sense Motive checks. 
The hideous appearance and strange 
mannerisms of the diaboli make it dif-

ficult for them to interact peaceably with 
native humanoids and animals of the 
Material Plane. These penalties do not 
apply when dealing with other diaboli.

•  Weapon Familiarity: Diaboli treat 
tridents as simple weapons rather 
than martial weapons.

•  Natural Attack: Tail. A diabolus can 
make a secondary natural attack with 
its tail (at a –5 penalty on attack rolls). 
This attack deals 1d4 points of damage 
and injects its target with a mild poi-
son (DC 10 + 1/2 HD + Constitution 
modifier). The poison’s initial damage 
causes its victim to become sickened 
for 2d4 rounds; it has no secondary 
damage. A sickened creature suffers a 
–2 penalty on all attack rolls, weapon 
damage rolls, saving throws, skill 
checks, and ability checks.

•  Automatic Languages: Diabolan 
and diaboli tail code. Bonus Lan-
guages: Abyssal, Common, Dra-
conic, and Infernal. Diaboli learn 
the languages easiest for them to 
pronounce as well as the most fre-
quently used languages near their 
adopted homes.

•  Favored Class: Sorcerer. A mul-
ticlass diabolus’s sorcerer class 
does not count when determining 
whether he takes an experience 
point penalty for multiclassing. E

As diaboli have come to inhabit numerous worlds, the peoples of those relams have come to hold 
numerous beliefs about these strage planar immigrants and their origins. 
 EBERRON: Some sages speculate that the tiny groups of diaboli on EBERRON originally came 
from the plane of Dal Quor, back before it became permanently remote. Others argue that, 
because of the extremely long period since Dal Quor separated from the rest of EBERRON‘s 
cosmology, Xoriat makes for a more likely home plane.
 FORGOTTEN REALMS and GREYHAWK: Because the Demiplane of Nightmares touches the 
Ethereal Plane, it provides an easy conduit onto these worlds. Despite the ease of moving 
into these worlds, diaboli have proven exceptionally shy in doing so. However, the diaboli 
have established outposts to repel the Far Realm taint that continues to threaten wide-
spread penetration into Toril and Oerth.
 MYSTARA: Most sages agree that the first and largest influx of diaboli into the Material 
Plane occurred on MYSTARA, where they are best known and seemingly most numerous. 

DIABOLI IN OTHER WORLDS

Bare Diabolus
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Any sufficiently advanced technology is 
indistinguishable from magic. 
—Arthur C. Clarke

W
hether you agree or not, Clarke’s famous quote brings 
to light an interesting concept. The world we live in is 
full of magic. Our world’s techno-

logical magic provides a bounty of 
ideas for DMs to adapt to the fantasy 
genre. Instead of wracking your 
brain trying to create the next new 
magic item to throw into your cam-
paign, open your eyes and take a look 
around. That new magic item might 
be sitting right beside you. This article 
presents a number of examples.

FIGURINE OF DELIVERY  
(PARCEL SERVICE)
A creation of the clerics of Boc-
cob, figurines of delivery help 
revitalize trade, alter warfare, 
and make diplomacy just a 
little easier wherever they 
appear. These items allow 

wealthy merchants to transport valuable cargo without 
the risks of caravans or ships, generals to provision their 
armies without fear of their enemies’ predations, and diplo-
mats to sign treaties in days rather than weeks. 
 A figurine of delivery looks like a small, poorly carved but 
brightly painted statue of a humanoid wearing a backpack. 
The figure usually appears weather-beaten and worn, with 
chipped and sun-faded paint. Most of these figurines have 
humanlike shapes, although some are created to look like 

gnomes or dwarves instead.
By placing the figurine of delivery on an 

object and speaking the command word, 
the user teleports any object smaller than 
39 cubic feet and less than 650 pounds 
as with the teleport object spell. Rather 
than teleporting the object to a known 
location, the user of a figurine of deliv-
ery names a specific creature and the 

figurine teleports itself and the object under 
it to a space adjacent to the named creature. If 
no empty adjacent space exists, the figurine of 
delivery (and its object) arrives in the closest 
empty space. The named creature must be on 

the same plane as the figurine or else 
the teleport fails and the figurine 
cannot be used again for 24 hours. 

by Robert J. Hahn 
illustrated by Jeff Carlisle

MODERN 
MAGIC
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The user of the figurine need not know 
the named creature’s current location. 
The figurine of delivery always teleports 
to a named creature as if very familiar 
with the named creature’s location (see 
page 293 of the Player’s Handbook). The 
user doesn’t learn the named creature’s 
location. A figurine of delivery can only 
be used once per day. 
 Strong conjuration; CL 13th; Craft 
Wondrous Item, teleport 
object; Price 32,800 
gp; Weight 2 lb.

GEM OF LOCATION 
(INTERNET MAPS)
First cre-
ated by an 
ancient 
elven 
nation, 
gems of loca-
tion have 
long served the elves and only recently 
did the secret of their existence reach 
other races. 
 A gem of location appears like an ordi-
nary emerald, peridot, or other green 
gem partially encased in a small, rough 
nugget of silver.
 Each gem of location is dedicated 
to a specific geographical area, from 
a single forest or village to an entire 
city. Upon command, a gem of location 
projects a 3-foot square illusionary 
map of the area programmed into it. 
This initial map shows a 1-square-
mile area. Additional command 
words can direct the gem to show 
the map at larger scales (up to the 
maximum size of the map contained) 
and move the center of the illusion 
to show other areas within the map. 
A gem can hold enough information 
necessary to show an area no greater 
than 100 square miles (an area equal 
to 10 miles on a side).
 A gem of location shows all permanent 
structures and natural formations pres-
ent within the location it maps at the 
time of its creation. The gem does not 
mark the passage the time, so a found 
gem’s information might be out of date 
if discovered years after its creation. 
Accessing a gem of location’s informa-

tion requires a full-round action, 
but it provides a +5 circumstance 
bonus on all Knowledge (geog-
raphy) and Knowledge (local) 
checks made while consult-
ing the map. To gain these 
bonuses, these skill checks 
must pertain to information 
present on the map. 
 Faint illusion; CL 5th; Craft Won-
drous Item, locate object, major image; 
Price 5,000 gp; Weight —.

HORN OF RECORDING 
(COMPACT DISCS)
Few magic items 
have created as 

much political 
upheaval as the sur-

prisingly simple 
horn of record-
ing. Created 

by a resourceful 
tavern owner and ex-adventurer, a horn 
of recording is a working bard’s worst 
nightmare. Initially seen as a novelty, 
horns of recording saw widespread 
use as many bards and entertainers 
eagerly recorded their performances. 
However, numerous unscrupulous 
merchants recorded bards and enter-
tainers without their knowledge or 
permission. Many bards only discov-
ered the deception upon hearing their 
performances hundreds of miles away 
from home. Since that discovery, most 
bards forbid the use of these items 
and refuse to perform in establish-
ments that employ them.
 Shaped like a miniature hollow cor-
nucopia and made entirely of bronze 
with multiple lesser gemstones 
around its rim, a horn of record-
ing attracts little attention with 
its looks alone. The tip of the 
horn rotates stiffly, with a small 
tab locking it into several posi-
tions, from pointing directly 
toward the wide mouth of the 
horn to exactly perpendicu-
lar to the mouth, and finally 
to pointing directly away 
from the mouth.
 Positioning the point 
so it faces the mouth of the 

horn activates its recording ability. A 
horn can record up to a maximum of 2 
hours of sound. Positioning the point so 
that it faces away from the mouth of the 
horn activates its play ability. When play-
ing, the horn continuously loops through 
any sound recorded in it. Positioning the 
point at any other location deactivates the 
horn. Once filled with 2 hours of sound, 
the horn can no longer record anything 
new, and thereafter can only play what it 
has already recorded. A horn of recording 
cannot duplicate the verbal component 
of spells, spell triggers, command words, 
bardic music, or any other magical effect.
 Faint illusion; CL 3rd; Craft Won-
drous Item, major image; Price 750 gp; 
Weight  1 lb.

MEMORY CRYSTALS (CAMERA)
A psion, Draven al’Akmira, created 
memory crystals at the request of 
a local constabulary. Vicious waves 
of vampire attacks had plagued the 
town, but the local baron refused to 
send guardsmen to provide security 
and resolve the incursion. When 
the baron looked into a crystal his 
constables presented him as proof of 
their need, he stared at the image of a 

young village 
girl lying 

torn and 
bleeding, 
her throat 
savagely 
ripped 

open. Upon 
seeing this 

the baron wept 
for over an hour and soon after 
granted the guards’ request.
 Memory crystals are thick quartz 
crystal lenses with irregular, uncut 
rims. One side of these fist-sized 
lenses has a highly polished, transpar-
ent finish, while the other side of the 
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lens looks more like a clear gemstone 
recently cut but unpolished. When 
a character places an unused crystal 
to his eye and winks, the image seen 
through the crystal freezes for eternity 
on the unpolished side of the gem. 
Capturing an image in this way is a 
standard action that provokes an attack 
of opportunity. From that moment 
on the unpolished side of the crystal 
portrays the same image with perfect 
clarity. This image only shows what 
a normal human in the current light 
condition can see, and it never reveals 
hidden, incorporeal, or invisible crea-
tures or objects. The image caught on a 
memory crystal is permanent, although 
the spell permanent image can be cast 
into a memory crystal to alter an image 
or create a wholly new representation. 
Any attempt to remove a picture from a 
memory crystal, such as with the spells 
miracle, Mordenkainen’s disjunction, or 
wish destroys the crystal. 
 For the purposes of a spell such 
as teleport, a caster who examines a 
memory crystal’s image of a location 
for 10 minutes can consider it studied 
carefully. A location studied through a 
memory crystal also counts as  being 
familiar for purposes of the clairaudi-
ence/clairvoyance spell. 
 Faint illusion; CL 1st; Craft Won-
drous Item, silent image; Price 200 gp; 
Weight —.

MIRRORS OF COMMUNICATION  
(VIDEO PHONES)
Developed and commissioned by 
clerics of Boccob as a means of 
exchanging information between 
their vast libraries, mirrors of com-
munication have proven exceptionally 
useful as tools for use in warfare, 
trade, and politics. 
 These items always come in sets of at 
least two, but a set can have as many as 
eighteen individual mirrors. Most mirrors 
of communication have highly polished, 
elaborately carved hardwood frames sur-
rounding a silvered mirror of around 
18-inches in diameter or 2-foot square. 
 A user who speaks while in front 
of a mirror of communication has his 
voice projected through the other 
mirrors in the set, allowing for 

instantaneous communication with 
anyone looking into one of the other 
linked mirrors. The user of a mirror of 
communication linked only with one 
other mirror sees what lies beyond 
the other mirror, even with no one 
there. When multiple mirrors make 
up a linked set, only users currently 
speaking have their images projected. 
If multiple users speak at the same 
time the images and voices of all the 
speakers overlap within the mirror 
and become a confusing jumble. A 
successful Listen check (DC 10 + 5 
for each speaker beyond the first) 
allows a user to discern what one of 
the speakers is saying.
 Finally, gaze attacks pass through 
a mirror of communication and can 
affect anyone looking at other mirrors 
in the set. 
 Faint divination; CL 5th; Craft 
Wondrous Item, clairaudience/clair-
voyance; Price 30,000 gp for a pair + 
10,000 gp for each mirror added to a 
set; Weight 6 lb.

SLATE FOLIO (PDA)
A collective of wizards labored for years 
to create the first slate folio as an alterna-
tive to the traditionally bulky and over-
sized wizard’s spellbook. In addition to 
not weighing very much the slate folio 
takes up less space than a typical spell-
book, which also makes it easier to hide 
from thieves. Since its invention the slate 
folio has become a rare treasure pined for 
by sages, librarians, and wizards across 
the known world.
 A slate folio typically appears as a 1-
foot by 9-inch piece of gray slate, which 
can copy up to five other books. Two 
gems sit within the bottom of the folio, 
and a third gem with five enruned facets 
appears on the right-hand side of the 
folio. By rotating the side gem 
you can select one of the five 
books linked to the slate 
folio. Once you choose 
a book for viewing 
the first page of 
its text appears 
on the slate folio. 
You may then flip 
forward or backward 
through the pages by press-

ing one of the two gems in the bottom 
of the slate folio. 
 To attune the slate folio to a specific 
book, you need only place the slate folio 
on top of the closed book, select with the 
five-sided gem which of the five slots you 
wish to attune the book to, and press in 
on the side gem. It takes an hour for the 
slate folio to read the book and record its 
contents, after which time the depressed 
side gem pops out to its default position. 
Pressing the gem with no book under 
the slate folio does nothing; the gem 
simply doesn’t stay in the depressed posi-
tion. You may overwrite a filled slot sim-
ply by selecting that slot and placing the 
slate folio on top of a book and depressing 
the side gem. 
 A slate folio can hold any mundane 
book or spellbook of 100 pages or less. 
It cannot hold the contents or duplicate 
the abilities of any magic book, such as 
a book of exalted deeds or a tome of under-
standing or any other form of magical 
writing, such as a scroll. The slate folio 
can, however, hold copies of the pages 
of nonmagic books that have pages 
with magical effects on them, such as 
a sepia snake sigil or secret page spell. 
When reading through a book with 
such a magical effect on it, the slate folio 
shows where the magical glyph, rune, 
sigil, symbol, or other writing is located 
but replaces it with a nonmagical 
image indicating the effect’s location 
within the attuned book. Looking at a 
page with magical writing in the slate 
folio does not trigger any effect associ-
ated with the writing.  
 Faint illusion; CL 5th; Craft Won-
drous Item, clairvoyance; Price 7,500 
gp; Weight 2 lb. E
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SILICON SORCERY

RACIAL FEAT TREES
As you advance in Champions of Nor-
rath, you spend points to increase 
your ability scores and gain special 
abilities. Although the concept of 

increasing your ability scores as you 
gain levels is already represented 

in D&D, and the special abilities 
in Champions of Norrath are quite 
similar to feats and spells, they are 

unique in one potent way: You can 
continue to take the same special ability 

over and over. By spending points on the same ability 
multiple times you increase your skill with it as you 
continue to level up.
 The best way to model abilities like these in D&D is 
to treat them as a new category of feats: racial feats. You 
cannot select a racial feat as a bonus feat gained from a 
class feature (such as a fighter’s bonus feats) or any other 
source. Thus, at 20th level, a character may possess a 
maximum of eight racial feats.
 Racial feats don’t necessarily have much in common 
with one another when taken individually, but as a whole 

they represent the strengths and virtues of your chosen 
race. Racial feats form a “tree” of feats and in order to 
gain access to racial feats higher in the branches of the 
tree, you first need to select a number of the feats below 
them. As you select feats higher in the tree, their effects 
grow increasingly more specialized. A high-level racial 
feat, on its own, isn’t quite as powerful as a standard feat. 
However, every additional racial feat you select enhances 
the effects of racial feats you already possess. In effect, 
you improve the feats you previously purchased in 
exchange for less powerful, more specialized feats as you 
gain levels. Many racial feats grant supernatural abilities. 
While the feat itself is not supernatural, the effect gener-
ated by it is and thus may be suppressed with antimagic.
 Presented here is an example racial feat tree for the 
drow based on the special abilities available to the dark 
elf shadowknight character in Champions of Norrath. 
Using this feat tree for your character gives you a unique 
character who retains the themes and strengths of both 
the classic D&D drow and the dark elf of Norrath. Using 
these feats as a guide, you might create racial feats for 
any race you desire or even apply these feats to another 
race of your choosing.

by James Jacobs • illustrated by Kalman Andrasofszky and 
Jeremy Jarvis • Box art provided by Sony  Entertainment

CHAMPIONS 
OF NORRATH

I
n Champions of Norrath, you take on 
the role of a lone hero called upon to 
defend an elven settlement against a 

legion of monstrosities, from goblins and 
orcs to lumbering dire badgers and other 
undesirables. As the game progresses, 
you venture through dozens of randomly 
generated levels, carving through legions 

of monsters and collecting vast amounts of weapons, armor, 
potions, and magic items. 
 Champions of Norrath offers numerous elements familiar to 
anyone who plays D&D. One of the best touches is the abil-
ity to alter your character, from ability scores to appearance, 
allowing a range of customization that many other console-

based roleplaying games don’t offer. D&D players should also 
recognize many of the monsters in the game. Aside from the 
previously mentioned orcs, goblins, and dire badgers, play-
ers face giant spiders, monstrous ants, animated skeletons, 
and countless other horrors. Overall, Champions of Norrath 
provides a heavy dose of monster-smashing fun, guaranteed 
to delight gamers who want less yack and more hack in their 
roleplaying games.
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DAMAGE MASTERY [RACIAL−DROW]
You are efficient at dealing damage with 
a particular type of weapon.
 Benefit: Select one damage type 
from the following: bludgeoning, 
piercing, or slashing. You gain a 
competence bonus on weapon dam-
age rolls made with weapons that 
deal this type of damage. The bonus 
gained to damage equals 1 plus 1 
for every three other racial feats you 
posses. Thus, a character with Dam-
age Mastery (bludgeoning) and three 
other racial feats would gain a +2 
competence on all damage dealt with 
a bludgeoning weapon. 
 Special: You may gain this feat 
multiple times. Its effects do not 
stack. Each time you take this feat it 
applies to a new type of weapon. 

DISEASE BOLT [RACIAL−DROW]
You can channel tiny motes of nega-
tive energy and hurl them at enemies.
 Prerequisite: Cha 13, any two 
racial feats.
 Benefit: As a standard action, you 
can hurl a bolt of negative energy as a 
ranged touch attack. On a successful 
hit, you deal 1d6 points of damage per 
racial feat you possess. You can hurl a 
disease bolt a number of times per day 
equal to the total number of racial feats 
you possess. Damage dealt by a disease 
bolt heals undead creatures rather than 
damaging them.
 Special: This is a supernatural effect.

DISEASE SHIELD [RACIAL−DROW]
You can radiate an aura of sickening 
necromantic energy.
 Prerequisite: Cha 17, any three 
racial feats.
 Benefit: As a standard action, you 
can activate an aura of foul magic that 
surrounds you in a five-foot-radius. All 
creatures that come into contact with 
this aura must make a Fortitude save 
(DC 10 + your Charisma bonus + your 
total number of racial feats) or become 
sickened for a number of rounds equal 
to your total number of racial feats. 
You can have a disease shield active for 
a number of rounds per day equal to 
your total number of racial feats, but 
these rounds need not be consecutive. 

You may lower your aura as a free 
action at any point after the disease 
shield has been active for 1 round.
 Special: This is a supernatural effect.

INCREASED CARRYING CAPACITY [RACIAL−DROW]
You can carry far more than someone 
of your strength should be able to.
 Benefit: For the purposes of 
determining your carrying capac-
ity (see page 162 of the Players 
Handbook) your effective Strength 
increases by a number equal to your 
total number of racial feats. The 
virtual Strength bestowed by this feat 
offers no benefit to combat rolls, skill 
checks, or other activities such as 
lifting a gate, grappling, or moving a 
grappled creature; the bonus should 
not be interpreted as a bonus to any 
other situation except when deter-
mining carrying capacity.

LIFE TAP [RACIAL−DROW]
You can absorb life energy from living 
creatures you slay, healing damage 
with each kill.
 Prerequisite: Wis 13, any one 
racial feat.
 Benefit: When you kill a living 
creature with a melee weapon you 
may immediately heal a number of 
hit points equal to 1 hp for every 2 
HD possessed by the fallen creature 
(minimum 1). You may use this abil-
ity a number of times per day equal 
to the number of racial feats you pos-
sess. You may decide to use this abil-
ity upon dealing the death blow as a 
free action.
 Special: This is a supernatural effect.

TAINTED STRIKE [RACIAL−DROW]
You do additional negative energy 
damage on a critical hit.
 Prerequisite: Any two racial feats.
 Benefit: Whenever you score 
a successful critical hit with a 
melee weapon, you may choose 
to channel additional negative 
energy through your attack. 
Such an attack deals an addi-
tional amount of damage due to 
negative energy equal to your total 
number of racial feats. Additional 
damage dealt by a tainted strike heals 

undead creatures an amount equal 
to your total number of racial feats 
rather than damaging them. 
 Special: This is a supernatural effect.

UNDEAD COMMAND [RACIAL−DROW]
You can command undead creatures to 
follow your verbal orders.
 Prerequisite: Cha 19, any two 
racial feats.
 Benefit: As a standard action, you 
can vocally order a single undead crea-
ture within 30 feet to undertake a spe-
cific action, as per the spell command. 
The undead creature can attempt to 
resist your order with a successful Will 
save (DC 10 + your Charisma modifier 
+ your total number of racial feats), 
but otherwise it must follow your com-
mand to the best of its ability. You can 
issue a total number of commands 
per day equal to your total number of 
racial feats.
 Special: This is a supernatural and 
language-dependant effect. E
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W
idely held as the first true work of 
science fiction, Mary Shelly’s 1818 
gothic masterpiece, Frankenstein, 

has captivated and horrified readers for 
nearly two centuries. Following the 
ultimately self-destructive ambi-
tions of Victor Frankenstein in his 
quest to overcome death, the young 
doctor’s greatest success becomes 
his downfall with his creation of 
a new unnatural life. Through 
the work, readers are presented 
again and again with not just 
the terrors of the living dead, 
but the questions of what 
is it that defines humanity 
and who’s actions prove 
more monstrous; the mon-
ster’s or the man’s?
 Although death often 
proves to be a temporary state in 
D&D, dozens of the game’s most popu-
lar monsters blur the boundaries between 
the living and the dead. From creatures obvi-
ously inspired by Mary Shelly’s work, like the 
flesh golem, to undead monstrosities of all 
types, the timeless appeal and fearfulness of 
the animate dead remains one of D&D’s most 
popular trends. Thus, to enhance such horrors, 
whether they be your most prized creations or 
deadly opponents, this article provides advice and 
abilities to breathe new life into the moldering 
conventions of dead flesh.

CREATE YOUR OWN MONSTER
Oft-forgotten, the Craft Construct item creation feat—presented 
on page 303 of the Monster Manual—is just as valid and acces-
sible to players as any other. Like any other item creation feat, 
players can spend a portion of their time, money, and experience 
to craft exactly what they want. Although in the case of Craft 
Construct the end result proves far more versatile than most 
other magic items. As early as 6th level, a character might meet 
the requirements for this feat and immediately begin work on a 

homunculus. Two levels later, a character’s 
knowledge refines to the point that he 
can create flesh golems, and in the levels 
beyond that, creations as complex as clay 
golems, shield guardians, and iron golems 
become possible.

 Although creating constructs 
requires the expenditure of a signi-

ficant amount of resources, the 
benefits often more than make 

up for the cost. With a construct 
servant at his beck and call, 

your character gains not 
only a tireless porter but an 
uncomplaining scout and a 

deadly ally. However, lower-
level construct creators should remain wary, 

lest they face a fate similar to that of Victor 
Frankenstein. While easily crafted constructs 
like homunculi are merely fragile, clay and flesh 

golems might prove as dangerous to their 
creators as to their creator’s enemies. 

AUGMENTED AUTOMATONS
As with all creatures in the Monster Manual, the 

constructs presented therein represent the weakest 
examples of their kind. With most constructs’ lack 
of both intelligence and access to feats, this often 

means that few variations except for size and 
general toughness exist. Yet not 

all magic users craft their con-
structs in the same manner. 

 The benefits and addi-
tions presented here are available to any construct that 

meets the construct prerequisites at the time of its creation. 
The creator takes on the cost of these additions in the form of 
further expenditures of time, gold, and experience spent  
during creation. Any character with the Craft Construct feat 
has the ability to make these additions, as long as he meets the 
creator requirements detailed with each augmentation. These 
benefits raise the market price and creation cost of creating the 
construct they apply to by an equal amount. Such additional 
costs also require the creator to expend time equal to 1 day per 
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1,000 gp in the construct’s total price and 
experience equal to 1/25 of that total, 
both after customizations. A spellcaster 
may not make these augmentations to 
a construct already created, only to new 
creations he crafts. A construct may 
have as many additions as its caster is 
willing to pay for. These additional abili-
ties might adjust the construct’s CR as 
noted in the individual descriptions; 
thus, DMs should adjust encounters to 
account for a more powerful creature.

ADVANCED BINDING
Your construct cannot go berserk.
 Construct Prerequisites: Construct, 
berserk extraordinary ability.
 Creator Prerequisites: Craft Con-
struct, CL 10th.
 Cost: +3,000 gp.
 CR Adjustment: +0
 The elemental spirit responsible 
for animating your construct is bound 
utterly to your will. As such, constructs 
with the berserk extraordinary ability no 
longer suffer a chance of going berserk 
and are for all account and purposes 
treated as though they lack that ability.
 A flesh golem with advanced binding 
costs 23,000 gp and requires a spell-
caster to spend 23 days, 13,500 gp, and 
920 XP to create.

EXTRA ARMS
Your construct has more than the stan-
dard number of arms.
 Construct Prerequisites: Construct, 
must have a slam attack.
 Creator Prerequisites: Craft Con-
struct, CL 14th.

 Cost: +25% of the construct’s market 
price and cost.
 CR Adjustment: +1
 A construct with this augmentation 
gains two more arms than normal and 
may make two additional slam attacks 
during a full attack action. These 
additional slam attacks are treated in 
all ways as the construct’s usual slam 
attacks, with the same attack and dam-
age modifiers.
 A stone golem with extra arms costs 
112,500 gp and requires a spellcaster to 
spend 112 days, 62,500 gp, and 4,500 XP 
to create.

RUDIMENTARY INTELLIGENCE
Your construct possesses intelligence.
 Construct Prerequisites: Construct, 
no Intelligence score.
 Creator Prerequisites: Craft Con-
struct, CL 12th.
 Cost: +8,000 gp.
 CR Adjustment: 11 HD or less, 
as base creature; HD 12-23, as base 
creature +1; HD 24 or more, as base 
creature +2.
 A spellcaster applying this augmen-
tation bestows an Intelligence score 
upon his creation equal to 1/2 his caster 
level. In addition to being able to make 
judgments and decisions as any other 
creature with a similar Intelligence 
score, the construct gains feats and skill 
points befitting an intelligent construct 
of its Hit Dice (see page 301 of the Mon-
ster Manual for information on how to 
determine and distribute monstrous 
feats and skills). This augmentation can-
not add additional Intelligence to a con-

struct that normally has an Intelligence 
score. A golem that gains intelligence in 
this manner is still bound to the will of 
its creator as normal.
 A clay golem with rudimentary 
intelligence costs 48,000 gp and 
requires a spellcaster to spend 48 
days, 29,500 gp, and 1,920 XP to 
create. Such a golem gains an Intel-
ligence score of 6, four feats, and 14 
skill points. E

Besides your own edification and experi-
encing one of the most masterful works 
of all horror literature, Frankenstein offers 
numerous uses and endless inspiration 
for your DUNGEONS & DRAGONS game. 
For characters, Frankenstein might serve 
as either a cautionary tale or a sugges-
tion of unlocked potential. Some might 
use atrocities similar to those commit-
ted by Frankenstein’s monster to fuel a 
character’s vendetta against science or 
magic. Such a character might face a 
unique crusade, seeking to save the world 
from the unrestrained creations of magic 
users and monsters tampering with the 
fundamentals of creation. From insane 
transmuters, morbidly imaginative liches, 
and gene-tampering illithids, the list of 
potential enemies and the horrors they 
promise to unleash are limitless.
 Others, however, might seek to recre-
ate alchemical or magical experiments 
delving into the basics of life, fueling 
endless quests for ancient lore or 
groundbreaking discoveries. Perhaps 
your character is wiser and more skilled 
than Victor Frankenstein. Maybe your 
experiments and resulting creations 
won’t suffer from the same uncon-
trolled, wanting nature. Maybe you’ll 
be a hero championed by your works. 
Then again, maybe not. Regardless, 
the suggestions of both the novel and 
those presented in this article should 
remind you that the power of creation 
lies in your character’s hands, and what 
you make can be as wondrous or hor-
rible as you desire.
 For DMs, Frankenstein offers vast 
potential for inspiration. In its most 
basic form, Frankenstein serves as a 
kind of monstrous ecology, giving read-
ers a firsthand glimpse into the mind 
of a monster and providing motives 
beyond those of a mere killing machine. 
Perhaps even more compelling might 
be the novel’s use as a “villainous” 
character portrait, revealing how even 
the best intentions and loftiest ambi-
tions might lead to the most undesir-
able repercussions that unleash horrors 
beyond reckoning.

WHAT’S IN IT FOR YOU?



DRAGON 327 January 200574

UNDER COMMAND

U
nder the standard rules for DUNGEONS & DRAGONS 
Miniatures, you must create a warband considering a 
total number of predetermined points, a maximum 

single figure point value, a maximum number of total 
figures (usually twelve), and restrictions on your figures’ 
alignments. Usually, you must choose one of the four 
alignment factions and select figures exclusively from that 
faction. This article presents options for variant warband 
building to add variety to your games. In addition, each 
of the new options includes ideas on how to use the basic 
model given for warband building to create roleplaying 
encounters using your collection of D&D miniatures.

DRAFTS AND SEALED PACKS
The more you know about the miniatures you and your 
opponent use, the better your chances of victory. This option 
turns this idea upside down. A popular option in tourna-
ment play, sealed boosters (or their equivalent) force you to 
make the most of a random allotment of figures. This is a 
challenge to your tactical abilities, as you must create a plan 
on the fly and fight with a less than optimal warband. This 
format also gives you the chance to explore some figures you 
might have otherwise overlooked.
 If you have enough unopened packs on hand, give each 
player one or two boxes. Everyone opens one pack, picks 
a figure from the ones inside, and passes the remaining 
figures to their right. This continues until the boosters are 
empty. Each player then builds a legal warband from the 
figures they chose. You should use a 100-point limit for 
Harbinger, Dragoneye, and Aberration drafts, but Giants of 
Legend and Archfiends have expensive figures that make 
200-point games viable. Rules for alignment are slightly 
different than in the standard D&D Miniatures game. All 
of the figures in your warband must share one alignment 
component. For example, your warband can contain both 
CE and CG figures. Some of the options below use differ-
ent alignment rules.
 If you don’t have enough unopened packs, there are other 
methods that can inject a random surprise into the game. 
The key lies in giving the players a set of restrictions or a 
random element that pushes you to play with new combina-
tions of figures.

by Mike Mearls 
images provided by Wizards of the CoastWarband 

Building
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 The easiest way to conduct a draft 
without sealed packs is to gather your 
miniature stat cards and organize them 
by rarity. Shuffle them and deal them out 
into stacks that mimic the rarity present 
in a sealed pack—usually one rare, three 
uncommons, and four commons, plus a 
Huge figure for Giants 
of Legend packs.
 You can also 
deviate from 
this pattern to 
create some inter-
esting draft decisions. 
Some of the varia-
tions include:
 Alignment 
Draft: In this 
variant, players may use miniatures 
from any faction in their warbands. 
Available miniatures should be divided 
by alignment before drafting begins. 
The draft rounds are then based on 
alignment, with one round of lawful 
good, another of chaotic evil, and so 
on. Run a separate draft round for 
miniatures that fit into multiple 
factions. Drafting continues until 
everyone’s warband includes at 
least one miniature from 
each of the four primary 
factions and those eligible 
to join more than one.
 Point Draft: Break your 
collection down by point cost 
for a draft, giving everyone a 
chance to field a big, powerful 
figure along with lots of cheap grunts. 
Your first draft round might consist 
of figures that cost 50 points or more, 
the second round has figures that 
cost 15 or more points, and the final 
round is cheaper figures. If you don’t 
have enough expensive miniatures for 
an entire draft round, use a random 
draw to allocate them. In this case, you 
might want to suspend the alignment 
restrictions on warband building to 
keep things fair.
 Rarity Draft: Separate your com-
mons, uncommons, and rares and 
base the draft on rarity. Organize a 
draft that consists solely of miniatures 
of one rarity, or use three rounds of 
drafting to dip into all three levels. As 
an added complication, institute a cap 

on the number of rares and uncom-
mons everyone may use along with a 
minimum for commons. A limit of 
two rares, and four uncommons with a 
minimum of two commons gives you 
a good spread of rarities and makes all 
three rounds of the draft important.

Roleplaying Uses: It may seem 
odd to use sealed packs in RPG 
play, but they add an element 

of surprise and danger 
to random encounters. 
Rather than rolling to 
determine the monsters 
that the party must face, 
open a booster pack 
and create an encounter 
from the miniatures 

inside. Alternatively, you can simply 
pit the characters against the rare min-
iature. Use this option when the party 
is in a relatively open, wilderness area. 
Such conditions offer the best chance 
of creating an encounter that makes 
sense. You can also use this method if 

the characters must fight 
in a battle where their 
opponents could be 
almost anything, such 

as an arena combat 
against monsters cap-
tured and raised by 
those who run the bat-

tles. Remember that not 
every encounter must 
end in bloodshed. The 

characters might encoun-
ter a gold dragon who suspects them of 
a recent robbery. They must convince 
her of their innocence if they want to 
avoid a detour to the local duke’s castle.

BIDDING
As a variant on the draft, players bid 
points from a set pool to add a miniature 
to their warband. This pool of points 
equals the maximum point total for the 
game. Players then field the total pool of 
figures they purchased in a warband. To 
make bidding competitive, suspend 
the standard faction rules for warband 
building. This makes it easier for every-
one to jump in on the bidding. Other-
wise, if one player pursues a faction that 
no one else wants, it is much easier for 
him to gain a lot of figures with low bids.

Chuul

Adventuring 
Wizard
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 Organize a pool of about sixteen 
miniatures per player participating in 
the bidding. Line up a total number 
of figures equal to the players tak-
ing part in the bidding. Randomly 
pick one person to go first. From the 
lineup of miniatures available, that 
player picks a figure and announces 
how many points she wants to bid on 
it. Bids proceed clockwise around the 
table, with everyone getting a chance 
to make a bid higher than the current 
bid. When you make an entire pass 
around the table without a new bid, 
whoever bid highest gains the figure 
for her warband. Add another minia-
ture to the lineup from the total pool 
for bidding, and the next player to the 
left starts the bidding.
 Presenting only a few figures at a 
time adds an element of uncertainty 
to the bids, since no one is sure what 
else might be available. You can also 
place the entire pool of miniatures 
up for bid at once, giving everyone a 
chance to see all the figures that are 
up for grabs.
 In either case, bidding contin-
ues until only one person has any 
points remaining. He then spends 
the rest of his points on miniatures 
as normal. If he can’t afford any of 
the remaining figures, he loses the 
points he has left over. You should 
bring bidding to an end if two players 
remain and one of them outbids the 
other twice in a row. At that point, 
the two players take turns purchasing 
figures with their remaining points.

FACTION FORMAT
Under these rules, players must spend 
a minimum amount of points on minis 
from certain factions, such as half CE 
and half CG. This variation allows you 
to experiment with normally impos-
sible combinations, such as 
teaming fast chaotic evil 
creatures with slow, high AC 
lawful good ones. You can add 
an additional layer of complexity 
by randomly assigning align-
ments to each player, per-
haps by drawing out of a 
hat or rolling a 1d4 twice 
(rolling again if the 
same number comes up 
both times) to pick one 
of the four alignments. Any miniature 
that is legal to either of the two align-
ments is eligible for your warband.
 Roleplaying Uses: Many 
veteran players grow 
accustomed to expecting 
monsters to act according 
to their description from 
the Monster Manual. Silver 
dragons should always 
be kind, wise, and noble, 
while a beholder is a 
megalomaniacal schemer 
and death-dealer. You 
can throw your play-
ers’ expectations to the wind by using 
normally good creatures as enemies. 
A mind flayer might use an artifact to 
force other creatures to serve it, turn-
ing the friendly creatures of the forest 
into a band of murderous fiends. Magic 
jar allows a villain to inhabit a good 
creature’s body, giving him the perfect 
cover for his crimes. No one might 
think to accost the silver dragon seen 
in a region where gnome villages have 
been attacked and destroyed.
 By the same token, you can use evil 
creatures as potential allies. A group of 
orcs might be in the employ of a local 
baron. They obey the laws because of 
the good pay they receive, and if the 
PCs tangle with them the orcs might 
throw them in irons.
 If you use good and evil monsters 
together, you might lull the players into a 
false sense of security. Using miniatures 
helps emphasize this. Placing the figures 

on the table gives the players fewer verbal 
clues as to a creature’s disposition. They 
might be less likely to target a creature 
that looks like it could be friendly, espe-

cially if the monsters try to trick the 
PCs into thinking that the “good” 
creatures are involved in a fight 
against the evil ones. You might 

find that the players start to draw 
and run with their own conclusions 

rather than take the time to ask 
you about the situation or pre-
pare for a trap.

CREATURES AND CULTISTS
This format presents an inter-
esting conundrum: Every 
warband has at least one big, 

powerful figure, but losing that figure 
causes you to lose the game. You must 
balance using that figure to destroy your 

foes with the need to protect it 
from harm.

Every warband must 
include at least one Huge or 
Large creature worth 60 points 
or more. This is the warband’s 
primary figure. The rest of the 
minis in the warband cannot 
be worth more than 15 points 

each. These are the primary 
figure’s cultists or followers. 
When one of these cultist fig-

ures dies, it reappears in your entry tile 
at the beginning of the next round and 
may act as normal. It gains a full allot-
ment of spells and other limited use 
abilities it had at the beginning of the 
game. If your primary figure does not 
have a commander rating, it gains Com-
mander 0 in addition to its other abili-
ties. In this variation, all cultist figures 
are worth 0 points while the  primary 
figure is worth the total cost of  
the warband.
 Roleplaying Uses: This warband 
building rule provides a useful template 
for high-level encounters. Once the PCs 
reach 8th level or above, weaker crea-
tures pose a negligible threat even in 
large numbers. At this point, they work 
better as roadblocks that complicate 
an encounter with a powerful creature 
rather than a true danger.
 For example, a fire giant might 
gather a number of azer mercenaries to 
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Mindflayer Telepath
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his side. If they sur-
round him in com-
bat, they prevent the 
PCs from drawing 
close while he uses his reach to 
pummel them. An aspect of 
Orcus might be accompa-
nied by a mob of dretches, 
either summoned by the 
force that called the aspect or drawn to 
the creature by its raw power. In any 
case, these smaller creatures serve an 
important role merely by forcing the 
PCs to waste actions on them, yet over-
all pose a miniscule threat.

TINY HORDES
By placing limits on the total number of 
points that players can invest in a single 
model, you alter the character of viable 
warbands and give mid-cost figures a 
chance to shine. Under this variation, 
you may have a maximum of 16 figures 
in a warband but you cannot spend 
more than 20 points on a single 
figure. However, you may choose to 
spend up to 35 points for one com-
mander. This encourages everyone to 
invest in a large number of cheaper fig-
ures and is a good excuse to use your 
extra commons and commanders that 
you might otherwise overlook.
 Roleplaying Uses: Using a large 
number of weak creatures to oppose 
the party is always a risky proposition. 
A single spell like fireball might inciner-
ate an entire mob of weak creatures in a 
single casting, making it difficult for such 
encounters to pose a threat for more 
than a round or two. On the other hand, 
a large number of weak creatures means 
that more creatures are attacking every 
round, increasing the chance of one of 
them rolling a natural 20 or a critical hit.

MAKING THE MOST OF  
MINIATURES CARDS
D&D Miniatures stat cards are useful for 
drafts or bidding. To add a random ele-
ment to the game shuffle them, use card 
sleeves to disguise them, and 
deal them out like playing 
cards. You can 
organize them 
into stacks with 
nearly identical point val-

ues, with each player draw-
ing one card from each stack 

to make a 200 or 100-point 
warband. For example, you 
might have three 10, one 20, 

one 40, and three 3-point stacks. 
If you take one card from 
each pile, you’ll end up with a 
99-point warband. Use stacks 

with greater point value for 200-point 
games. The miniature cards are great 
tools for introducing random elements 
into warband creation, such as the varia-
tions on drafts given in this article.
 Used in roleplaying, the cards prove 
useful in a variety of ways. You might 
use them for initiative, stacking the 
cards in the order of the monsters’ 
initiative value and inserting extra 
cards for the PCs. If you need a quick 
encounter, gather together cards by 
their CR to build encounters on the fly. 
If you further break down your cards by 

creature type, the encounters 
you build have a unifying 
theme that makes sense in 
the roleplaying game.  
 The cards also make 

it easy to assign random 
effects. For example, 
as the characters try to 
sneak into an orc lair 

they accidentally topple a small stone 
shrine to Gruumsh. The cleric of Gru-
umsh in the next room, along with an 
ogre and a few orc warriors, might hear 
the commotion. Roll d20s for their Lis-
ten checks, then randomly assign the 
results by drawing cards to see which 
monster had the highest roll, the next 
highest, and so on. The DC might be 
high enough that any result below 10 is 
a failure, so you only need to check the 
Listen skill bonuses for a few of the rolls 
instead of going through and making an 
individual check for each creature.
 If you use large numbers of the 
same creature, such as a mob of 
bugbears, write a number on each 
miniature’s card, then use a piece of 
masking tape marked with the corre-
sponding number on the miniature’s 
base. If bugbear number 5 is hit with 

hold person, a note or piece of tape 
attached directly to that bugbear’s 
card reminds you of the effect.  E
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SAGE ADVICE

by Andy Collins 
illustrated by Niklas Janssen

C
an a character use the Tumble 
skill from a prone position? Spe-
cifically, if my character is prone, 

can he use Tumble to move out of a 
threatened square without provoking 
an attack of opportunity? 

According to a strict reading of the 
rules, no. The key phrase in the Tumble 
skill description is this: “Tumble at  
one-half speed as part of normal move-
ment. . . .” You can’t move “normally” 
while prone, thus you can’t use Tumble 
in this manner while prone.

The only “normal” movement allowed 
while prone is to crawl 5 feet as a move 
action that provokes attacks of opportu-
nity. I don’t think it stretches the rules 
unreasonably to allow a character to use 
Tumble while crawling, but since you 
can’t crawl at half speed (half of 5 feet 
is less than a full square), you’d have to 
take the –10 penalty on the Tumble check 
for using accelerated tumbling. Thus, a 
character could make a “crawling Tum-
ble”—think of it as an “action roll” if you 
prefer—to move 5 feet as a move action 
without provoking attacks of opportunity; 

such an action would require a DC 15 
Tumble check with a –10 penalty.

Can my character make a jumping 
charge attack, either with a long jump 
or a high jump? Do I need the feats 
Fleet of Foot or Psionic Charge? If 
I can make a high jump as part of a 
charge, can I use it in conjunction with 
Battle Jump?

You can make a long jump as part 
of a charge. You must still follow all the 
normal rules for making a charge, such 
as moving in a straight line on the battle 
grid. This tactic can let you avoid some of 
the normal restrictions against charging. 
If a square of difficult terrain is between 
you and your charge target, you might 
be able to jump over it with a long jump. 
(The fact that your jump means that your 
movement isn’t a perfectly straight line 
doesn’t make the charge illegal—you’re 
still moving in a straight line as far as the 
battle grid is concerned and the jump isn’t 
really changing your direction.)

Making a high jump as part of a 
charge is trickier. It’s hard to imagine a 

OFFICIAL ANSWERS  
TO YOUR QUESTIONS

This month, the Sage tackles a variety of questions pertaining to movement. Send 
your questions to sageadvice@paizo.com.
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significant high jump that doesn’t change 
your direction; after all, you’re now 
moving vertically rather than laterally. 
Furthermore, if you have to slow your 
movement at any point of the charge, you 
can’t make the charge. For instance, if you 
make a high jump toward a ledge as part 
of a charge, then have to pull yourself up 
to the ledge before continuing, that’s not 
a charge, it’s a move or a double move. 
It’s the same for the “hop up” maneuver 
described on page 77 in the Player’s 
Handbook: since it counts as 10 feet 
of movement, you can’t perform such a 
maneuver as part of a charge.

Fleet of Foot (found in the Player’s 
Guide to Faerûn) and Psionic Charge 
(from the Expanded Psionics Hand-
book) might make performing a high 
jump as part of a charge a little easier. 
Both feats allow a single change in 
direction of up to 90 degrees during the 
charge, which should be sufficient to 
allow you to make a high jump as part 
of a charge. Neither feat allows you to 
ignore the restrictions on slowed move-
ment during a charge.

If you’re capable of making a high 
jump that brings you at least 5 feet above 
an enemy, you could employ the Battle 
Jump feat (from Unapproachable East) 
without having to start at a higher loca-
tion. Of course, that would require a Jump 
check result of at least 40 for a Medium 
opponent, so it’s out of reach of most char-
acters. You’d also have to make the Jump 
check from a square adjacent to your foe, 
so it would provoke attacks of opportunity 
(as you’re moving upward out of a threat-
ened square). All in all, it sounds like a 
pretty tricky maneuver, but cinematically 
very exciting indeed.

How far does a character fall in a 
single round? If my griffon-riding 
character falls off his mount 300 feet 
up, how long do other characters have 
to catch him? 

This ends up being both a rules and a 
physics question. The short answer is, “In 
a single round, you fall far enough to hit 
the ground in the vast majority circum-
stances that come up in the game.”

Here’s the long answer: A falling 
character accelerates at a rate of 32 
feet per second per second. What that 

means is that every second, a charac-
ter’s “falling speed” increases by 32 feet. 
The distance he falls in that second 
is equal to the average of his falling 
speeds at the beginning of that second 
and at the end of that second. Thus, 
during the first second he falls 16 feet 
(the average of 0 feet and 32 feet, which 
are his speeds at the start and end of 
that second). During the next second 
he falls 48 feet (the average of 32 feet 
and 64 feet). He falls 80 feet during the 
third second, 112 feet the fourth second, 
144 feet the fifth second, and 176 feet 
the sixth second. That’s a grand total of 
576 feet fallen in the first round alone, 
hence the short answer given above—
the number of falls occurring in any 
campaign longer than this is probably 
pretty small. For ease of play, you could 
simply use 500 feet as a nice round 
number—it’s easier to remember. 

Of course, the character falls even 
farther the next round, although accel-
eration soon ends due to the resistance 
of air on the falling body (this is what’s 
called terminal velocity). If the Sage 
remembers his high school physics, 
terminal velocity for a human body is 
roughly 120 mph (equivalent to a speed 
of 1,200 feet per round, or 200 feet per 
second); thus, the character’s falling 
speed hits its max in the first second of 
the second round. It’s safe to say that 
after two rounds the character will have 
fallen nearly 2,000 feet, and will fall 
another 1,200 feet per round thereafter.

In the example you give, other char-
acters would clearly have no more than 
a round to react, and it’s possible they’d 
have even less time. Remember that 
despite the sequential nature of D&D 
combat actions, things are happening 
very quickly—virtually simultaneously, 
in many cases. As a DM, I’d prob-
ably allow every character a chance to 
react to a long fall (such as the one you 
describe), as long as their action occurs 
before one full round has passed from 
the start of the fall. (As a side note, 
that’s why feather fall allows its caster 
to cast it even when it isn’t her turn—
otherwise, adjudicating its timing would 
be a nightmare.) The difference between 
“you watch the character fall all the way 
to the ground before you can react” and 

“the character starts to fall, what do you 
do?” is really just up to the DM’s sense 
of fun and fair play. Off the top of my 
head, I’d say that anything up to 50 or 
60 feet is clearly too fast to react to (bar-
ring a readied action, of course), and 
anything that approaches 250 feet or 
more should probably allow characters 
some chance to react, but that’s purely a 
personal opinion.

Whatever decision you make, try to 
make the same decision every time, so 
that players know what to expect. If this 
situation comes up a lot in your game, 
it’s probably worth creating a house rule 
so you don’t have to try to remember what 
you did last time. (If your campaign rou-
tinely features 300-foot falls, your charac-
ters might want to invest in some rings 
of feather falling!) 

Now, if you start altering certain 
assumptions—such as the force of grav-
ity, or the density of air that’s resisting 
the falling character, or even the mass 
of the falling character—these calcula-
tions become less useful. Yet, unless your 
numbers are much different than the 
standard values, you can still use these 
as benchmarks.

Can I overrun multiple opponents as 
part of the same action? It seems like 
a hefty fighter should be able to blast 
past several opponents if he is willing 
to take all of the associated attacks of 
opportunity and other drawbacks. 

The overrun rules allow you only to 
overrun a single opponent as a stan-
dard action taken during your move. If 
the defender chooses to avoid you, the 
overrun attempt doesn’t count against 
your actions, which means that you 
could try to overrun another foe during 
the same move.

Can a character with Spring Attack 
who begins his turn hidden move up 
to a foe, attack him, then return to a 
position of hiding? Is he considered to 
be hiding (that is, invisible to the foe) 
when he makes the attack? What if the 
character has the camouflage or hide in 
plain sight class features?

Normally, a character can’t make 
a Hide check right after attacking a 
foe, since that foe’s attention is now 
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focused on him (even if the attacker started his turn hidden 
or invisible). The sniping option (on page 76 in the Play-
er’s Handbook) allows a character to make a move action 
to hide immediately after making a ranged attack against 
a foe at least 10 feet away, but this doesn’t apply to melee 
attacks (even those made with reach). Even if the character 
has Spring Attack, he simply can’t make a Hide check while 
he is being observed.

As far as your second question goes, unless the character’s 
approach remains entirely in an area where he can hide 
(that is, an area with sufficient cover or concealment to 
attempt a Hide check), the character is not considered to 
still be hidden when he makes the attack. Conceivably, your 
character might begin his turn hidden in overgrowth, move 
up through the undergrowth to attack a target, then move 
back to a hiding place within the plants, having never left 
the area of concealment. In this case, he’d be considered 
hidden when he made the attack, although he’d have a –20 
penalty on his Hide check.

The third part of your question changes the situation 
entirely. Separately, both the camouflage and hide in plain 
sight class features make this tactic more useful, but together, 
they’re incredibly effective.

A character with the hide in plain sight class feature 
(described on page 48 in the Player’s Handbook) can make 
a Hide check even if he’s being observed. This doesn’t require 
any extra action to accomplish (unlike the sniping maneu-
ver). The character could attack a foe, then move to a place 
with sufficient cover or concealment to allow a Hide check, 
making the Hide check as part of movement. The character 
doesn’t need Spring Attack to pull this off, although that feat 
would allow him to move (potentially from a place of hiding, 
although that’s not necessary), make an attack, and then 
move again to a place of hiding. Still, unless the character has 
cover or concealment for his approach, he’s not considered to 
be hidden when he delivers the attack.

The camouflage class feature (also on page 48 in the Play-
er’s Handbook) allows the character to make a Hide check 
in any sort of natural terrain, even if it doesn’t provide cover 
or concealment. This means that the character could begin 
hidden, move up to a target across open terrain, and make an 
attack while still being considered hidden (although he’d still 
suffer the –20 penalty on his Hide check). Even if the char-
acter has Spring Attack and moves away after the attack, he 
can’t make a Hide check to hide after the attack.

Put all three of these elements together—such as in the 
hands of a high-level sneaky ranger—and here’s what you get: 
 1) The character begins his turn hidden (as long as he’s in 

natural terrain, he doesn’t even need cover or concealment). 
 2) He moves up to a foe across natural terrain and makes an 

attack (making a Hide check with a –20 penalty to be consid-
ered hiding when he attacks). 

 3) He then moves back from the foe and makes a new Hide 
check to disappear from view (again, he doesn’t need cover or 
concealment while in natural terrain).

 4) The foe then, if still standing, says, “Hey, what hit me?!” E
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by Jacob Steinmann

THE CANNY BARBARIAN
S

tereotypes plague every class in DUNGEONS 
& DRAGONS. Wizards lack strength (and hit 
points), you can’t trust rogues, and barbar-

ians are dumb. Tell your friends you plan on 
playing a barbarian and many start talking in a 
bad Austrian accent. At worst, many consider 
the barbarian’s role similar to that of a pet: you 
feed him, take him for walks, and unleash him 
when you need to break something. 
 Playing the dumb barbarian can be fun, but 
not every barbarian needs to fill the role of 
party idiot. This article examines ways to play 
a barbarian with as much brains as brawn.

BUILDING A CANNY BARBARIAN 
When the time comes, you need to prove that 
you can do more than just hit people really hard. 
 Know Your Environment: Be interested in 
the world! Not all barbarians have to succumb 
to superstition and ignorance, nor be incapable 
of growing. Learn about magic and the weak-
nesses of spellcasters. Talk to the cleric about 
the strange gods of civilized men. Ask the monk 
why she insists on sitting still with her eyes 
closed every night. A paladin can tell you about 
local laws and courtly matters. The rogue can 
too, albeit from a slightly different perspective.
 This information serves two purposes. First, it 
helps you acclimate and blend into society. You 
can still retain your own distinctive worldview 
and savage pride, but knowing how to deal with 
the local constabulary after a brawl can save you 
a lot of headaches. Second, this information 
might provide the insight needed to defeat your 
enemies through guile instead of by force.
 Think Outside the Culture: Being an 
outsider occasionally has its advantages. 
Unconstrained by foolish notions of civilized 
behavior, barbarians can seek solutions out-
side of social norms. The paladin might have 
too much respect for protocol to barge into the 
king’s chamber unannounced, but the rigidity 
of protocol seldom hinders a barbarian used 
to speaking directly with his leaders. If you get 
yourself into hot water, fall back on playing the 
ignorant savage. Take advantage of the stereo-
types—better that people underestimate you 
than recognize the threat you present.
 The Clash of Steel: The stereotypical barbar-
ian seeks to solve every problem with his axe, 

but the canny barbarian knows better. Many 
barbarians learn to fight because they must, 
not because they particularly enjoy it. Look 
for non-violent solutions to problems. A good 
Intimidate skill check can end a fight before it 
begins. Diplomacy makes a reasonable alter-
native, although you generally want to let the 
cleric or bard do the talking. 
 If you have to fight, fight dirty! Fighting fair 
is a good way to get yourself killed. Coordinate 
with your fellow party members to use your 
abilities to their best effect. Barbarians often 
make natural tactical leaders, and they can 
sometimes devise strategies that an enemy 
doesn’t expect. For added barbaric flavor, refer-
ence natural events or hunting practices from 
your tribe. Prefacing your latest idea with 
phrases like “When my people hunt the great 
bears of the mountains, we sometimes . . .” 
can give a suitable flavor to your character. 
 Set Traps: The Craft (trapmaking) skill not 
only frequently proves useful, but it upholds 
the barbarian archetype. Look at the final 
battle in the movie Conan the Barbarian for a 
great example of a barbarian using this skill 
to awesome effect. If you have to fight, make 
your enemies suffer before they get to you!
 Rage Wisely: Do not rage at the first sign of 
a fight—wait until you are in a position to do 
the most damage with your rage. Most barbar-
ians can smash their way through lesser foes 
easily enough without raging, so save your 
rage for the big threats. 
 Use Ranged Weapons: A composite 
longbow does a lot of damage, and you can 
increase your mobility by using it from 
horseback. Many barbarian tribes throughout 
history used hit-and-run tactics with bows 
frequently and effectively against more con-
ventional armies. The Parthians—and later 
the famed Mongols—used this tactic to dev-
astating effect.
 Take Non-Combat Feats: In the absence of a 
ranger, a barbarian makes a solid tracker and 
survival expert. Skill-boosting feats enhance 
these abilities, and you might want to consider 
multiclassing into rogue (or bard, even) for a 
few extra skill points. Rogue makes an excel-
lent fit with the canny barbarian as several 
class features stack. E
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B
ards can serve as something more than 
the wandering minstrel described in the 
Player’s Handbook, simply by taking a look 

at some examples of bards from European 
history. The bard descriptions presented here 
include feat and skill suggestions that can help 
you create a bard who is not only true to history 
but—more importantly—enjoyable to play.

CELTIC BARDS 
At heart, the Celtic bard is a tribal poet-singer and 
an integral part of druidic society. Most often, she 
sings to harp accompaniment where she receives 
renown as a keeper of lore and culture. She 
eagerly fights against invaders, but she can also 
incite patriotic fervor through her chants. Celtic 
bards gather annually for a singing competition. 
The feats Animal Affinity and Weapon Focus, 
as well as the skills Knowledge (history), Knowl-
edge (nature), Perform (Oratory), and Perform 
(stringed instrument), all reflect the Celtic bard’s 
many interests.

ELIZABETHAN PLAYERS
No discussion of bards would be complete 
without including the peers of the Bard of Avon, 
William Shakespeare. This rowdy bunch of pen-
niless scoundrels carry themselves as dashing 
swashbucklers and enrapture the crowds with 
their energetic efforts. They mostly perform in 
tavern yards or theaters converted from taverns. 
Playwrights and players alike seek to become 
partners in theater companies, such as The 
Chamberlain’s Men, to earn a share of the prof-
its. Bluff, Perform (act), and Sleight of Hand 
help such bards make a living, while Weapon 
Finesse (rapier) helps keep them alive.

GOLIARD
Singing riotous songs in praise of drinking and 
debauchery, these rebellious university students 
or defrocked clerics offered their devotion to the 
mythical Saint Golias. Wine, Women and Song, 
the title of a collection of the goliards’ poetry, 
sums up this hedonistic lifestyle. In simple 
verse, a goliard attacks hypocrisy and false piety, 
using satire to criticize those in authority. Cha-
otic in his outlook, the goliard works to reform 
the overly lawful religious and scholarly orders 
to which he belongs. A goliard relies upon such 

skills as Concentration, Decipher Script, Knowl-
edge (religion), Perform (comedy) and the feats 
Great Fortitude and Scribe Scroll.

GYPSY DANCER
Inspired by a guitar accompaniment and a ring 
of admirers clapping and stamping their feet in 
rhythm, a gypsy dancer attired in bright clothes 
and bangles begins the flamenco—an impro-
vised dance that expresses her inner feelings. 
With it, she can enchant a crowd and call upon 
mystical powers including fortune telling. Like 
other members of the gypsy caravan, she can 
play the guitar, hammered dulcimer, or tam-
bourine, and likely possesses some training as 
a metalworker or horse trader. A gypsy dancer 
benefits from Perform skills in dance, percus-
sion, and string instruments. 

HERALD
In the heat of battle, an officer of courage and 
integrity is dispatched to convey terms of surren-
der to the commander of the opposing force. As a 
capable rider, the herald ably navigates battlefield 
hazards to complete her task. In peacetime, a 
herald conducts tournaments, reciting the com-
batants’ names, titles of nobility, and ties of fealty 
to properly introduce and inspire them. In the 
employ of a knightly order, she records genealogy, 
confers honors, and registers coats of arms. A 
herald often takes Mounted Combat, and learns 
the skills Craft (calligraphy), Knowledge (nobility 
and royalty), Perform (oratory), and Ride.

TROUBADOUR
Cultured and refined, a troubadour sings pas-
sionate love songs for the delight of highborn 
ladies in the courts of southern France and the 
northern regions of Spain and Italy. He composes 
new songs on traditional themes and performs 
them to existing melodies such as the caso d’amor, 
which praises the person he desires; the pastorela, 
the courtship of a knight and shepherdess; or 
the alba, in which illicit lovers are warned about 
the approach of a jealous spouse at daybreak. A 
skilled troubadour provides his own accompani-
ment, playing either the fiddle or harp. The Nego-
tiator feat aids a troubadour’s life, as do the skills 
Bluff, Diplomacy, Perform (sing), Perform (string 
instruments), and Sense Motive. E

BARDS FROM HISTORY
by Troy E. Taylor
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by Amber E. Scott

TOKENS OF FAITH 
A 

cleric’s life revolves around his service 
and dedication to his god, and for that 
reason the vague description of holy 

symbols in the Player’s Handbook rarely 
serves as a personal expression of a cleric’s 
faith. A distinctive holy symbol makes your 
cleric memorable, and the symbol’s history 
or composition can have interesting in-game 
effects. Presented below are some examples 
of alternate holy symbols for your character, 
categorized by domain.
 While each of these symbols grants a 
minor bonus to a character, they are not 
magic items and do not take up a slot. To 
gain the benefit of the item, the user must 
be a cleric with the domain the symbol 
is tied to as one of his chosen domains. 
This bonus is treated as an addition to the 
domain’s granted power. All the holy sym-
bols presented here cost 100 gp.
 Chaos: This fist-sized amulet seems geo-
metrically shaped at first glance, but the 
random placement of straight edges and 
corners makes it seem a square from one 
angle, a hexagon from another, and even 
a circle if turned over and viewed with a 
squint. It is a mosaic of small tiles made of 
iridescent seashells, glass beads, and multi-
faceted colored crystals. A cleric wearing this 
holy symbol gains a +1 sacred bonus on all 
saving throws to resist spells and effects 
that would change his form, such as baleful 
polymorph or flesh to stone. 
 Destruction: Dust and ash continually 
swirl within this teardrop-shaped pendant 
made of dusky gray glass. Small pieces of 
red glass or gemstones embedded within 
the amulet catch the light, flaring like small 
fireballs amidst the churning ashes. A cleric 
who worships the forces of destruction and 
wears this holy symbol gains a +1 sacred 
bonus on attack rolls made to sunder weap-
ons, armor, or equipment worn or carried 
by another creature.
 Fire: These fingerless gloves are made of 
crimson leather and extend partway up the 
forearm. Red glass buttons fasten them and 
elaborate gold embroidery that suggests flick-
ering flames covers the leather. The palms of 
the gloves bear the elemental symbol for fire, 

embroidered in gold, bronze, and copper-col-
ored thread that glints in even the dimmest 
light. A cleric devoted to the gods of fire who 
wears these holy symbols gains a +1 bonus 
on Fortitude saves to resist cold weather and 
spells with the cold descriptor.
 Healing: Dangling from this leather strap 
is a cluster of tiny, transparent glass globes, 
each filled with a mix of colored powders. 
An arcane symbol for healing or restoration 
marks each sphere and emits a distinctive, 
soothing aroma. A worshiper of the pow-
ers of healing who uses the scent of this 
holy symbol in his ministrations adds a 
+1 sacred bonus on Heal checks made to 
administer first aid to stabilize an ally.
 Knowledge: Rather than just one pendant, 
this slender silver chain has numerous 
objects dangling from it. Small squares of 
parchment with runes drawn upon them 
are spaced evenly around the chain. Metallic 
colored inks of gold, silver, red, violet, and 
pearly white outline each rune. When worn, 
the parchment squares overlap and fan 
around a character’s neck like a broad collar. 
The scholarly cleric who wears this holy sym-
bol receives a +1 sacred bonus on Spellcraft 
checks made to decipher magic writings.
 Magic: A cleric wraps this long chain of tiny 
gold and silver coins—each one engraved with 
a five-pointed star—around his neck several 
times like a choker. The chain catches light, 
winking and glittering as if it were made of 
actual stars. Wearing this holy symbol grants 
a cleric with the Magic domain a +1 sacred 
bonus on Spellcraft checks made to determine 
an aura’s school of magic when using the 
detect magic spell.
 Travel: These epaulets are made of dozens 
of tiny feathers sewn together on a leather 
backing. The feathers are iridescent black, 
blue, and green, and are fashioned to look 
like small, sweeping wings. Worn in pairs, 
these holy adornments pin securely to a 
cleric’s sleeves. Travel gods bless their fol-
lowers who wear such symbols with a +1 
sacred bonus on Survival checks made to 
predict the weather or avoid getting lost. E
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by F. Wesley Schneider

ANIMAL ALLIES
O

ne of the definitive features of the druid 
class is its relationship with the creatures 
of the natural world. From night-stalking 

hunters with dire bat allies to oceanic guard-
ians scouring the seas on the backs of dire 
sharks, a druid’s animal companion often 
proves as unique and fascinating a character 
as a druid herself. Add the three new animals 
presented here to the list of allies initially 
available for selection when a character gains 
the animal companions special ability.

FLYING SQUIRREL
Flying squirrels are alert, quick moving rodents 
that make their homes among the canopies of 
many dense temperate forests. Although they 
superficially look like many other tree-dwelling 
rodents, a dense membrane stretches between 
their front and rear legs, making flying squirrels 
capable of gilding leaps, a frequent practice that 
lends them their name. 

Flying Squirrel: CR 1/4; Tiny animal; HD 1/2 
d8; hp 4; Init +2; Spd 20 ft., climb 20 ft., fly 10 ft. 
(clumsy); AC 14 (+2 Dex, +2 size), touch 14, flat-
footed 12; Base Atk +0; Grp –12; Atk –2 melee 
(1d3–4, bite); Full Atk –2 melee (1d3–4, bite); 
Space/Reach 2-1/2 ft./0 ft.; SQ glide, low-light 
vision, scent; AL N; SV Fort +2, Ref +4, Will +2; 
Str 3, Dex 15, Con 10, Int 2, Wis 14, Cha 5.
 Skills: Balance +10, Climb +12, Hide +14, Lis-
ten +4, Move Silently +6, Spot +4.
 Feats: Alertness.

Glide (Ex): When flying, a flying squirrel can-
not gain altitude.

Skills: Flying squirrels have a +4 racial bonus 
on Hide and Move Silently checks, and a +8 racial 
bonus on Balance and Climb checks.
 A flying squirrel can always choose to take 10 
on Climb checks, even if rushed or threatened.
 A flying squirrel uses its Dexterity modifier 
instead of its Strength modifier for Climb checks.

MOOSE
Among the largest animals to roam the snowy 
plains and frigid forests of sub-artic lands, 
moose are burly, quadrupedal animals with tall, 
muscular builds and shaggy brown fur. Despite 
their often docile, ponderous demeanors, moose 
possess highly distinctive horn racks, which can 

grow to be over 6 feet wide and help defend them 
from even the most savage predator. 

Moose: CR 1; Large animal; HD 3d8+3; hp 16; 
Init –2; Spd 40 ft.; AC 11 (–2 Dex, –1 size, +4 
natural), touch 7, flat-footed 11; Base Atk +2; Grp 
+8; Atk +4 melee (1d8+2, gore); Full Atk +4 melee 
(1d8+2, gore); Space/Reach 10 ft./5 ft.; SQ low-
light vision, scent; AL N; SV Fort +4, Ref +1, Will 
+1; Str 14, Dex 7, Con 13, Int 2, Wis 8, Cha 5.
 Skills: Listen +2, Spot +2.
 Feats: Endurance, Power Attack.
 Carrying Capacity: A light load for a moose 
is up to 150 pounds; a medium load, 151–300 
pounds; and a heavy load, 301–450 pounds. A 
moose can drag 2,250 pounds. 

SEAHORSE, GIANT
Appearing much like their miniature cousins, 
giant seahorses are proud undersea steeds 
that often measure nearly 9 feet from trunk to 
prehensile tail. Covered in knotty scales and 
boney plates, a giant sea horse’s shape and col-
oring allow it to blend into the ocean’s forests 
of dense seaweed.

Seahorse, Giant: CR 1; Large animal (aquatic); 
HD 3d8; hp 13; Init +2; Spd swim 60 ft.; AC 
15 (+2 Dex, –1 size, +4 natural), touch 11, flat-
footed 13; Base Atk +2; Grp +8; Atk +4 melee 
(1d6+2, tail slap); Full Atk +4 melee (1d6+2, 
tail slap); Space/Reach 10 ft./5 ft.; SQ low-light 
vision; AL N; SV Fort +3, Ref +5, Will +2; Str 
14, Dex 15, Con 11, Int 2, Wis 12, Cha 8.
 Skills: Hide +4*, Listen +5, Spot +5, Swim +10.
 Feats: Alertness, Endurance.
 Carrying Capacity: A light load for a giant 
seahorse is up to 150 pounds; a medium load, 
151–300 pounds; and a heavy load, 301–450 
pounds. A giant seahorse can drag 2,250 pounds.
 Skills: A giant seahorse has a +8 racial bonus 
on any Swim check made to perform some 
special action or avoid a hazard. It can always 
choose to take 10 on a Swim check, even if 
distracted or endangered. It can use the run 
action while swimming, provided it swims in a 
straight line. 
 *A giant seahorse has a +4 racial bonus 
on Hide checks when in an area of dense 
seaweed or other aquatic foliage. E
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by Mike Mearls

THE MULTICLASSED 
FIGHTER  
T

he fighter is perhaps the most flexible class 
in D&D. The feats it offers allow you to 
tailor your character concept to anything 

from a dashing swashbuckler to a dauntless 
knight. When taking levels in other classes, 
the feats you’ve chosen play an important role 
in determining a good match. 
 Barbarian: Provided that you can meet this 
class’s alignment restrictions, the barbarian 
grants you a useful boost with its rage ability. 
If you use heavy armor you lose some class 
abilities, such as the improved speed, but rage 
provides enough power to make up for it. Best 
of all, heavy armor masks the Armor Class 
penalty imposed while raging.
 Bard: Taking levels in bard can prove tricky, 
as it offers spellcasting only if you wear light 
armor. The bardic music abilities require at 
least 3 ranks in Perform, although you can 
easily gain those with the bard’s base 6 skill 
points per level. You should make bard your 
main class, with a few levels of fighter to boost 
your base attack bonus and number of feats.
 Cleric: You can use divine spells while 
wearing heavy armor, and the passive nature 
of most cleric spells makes them useful for 
fortifying yourself before a tough fight. Your 
base attack bonus might lag behind, but the 
spells you gain improve your abilities enough 
to compensate as long as you stick with cleric 
for more than a few levels.
 Druid: This class’s restrictions on weapons 
and armor make it a poor choice for fighters. 
The equipment available to druids generally 
provides less protection and deals less dam-
age. A druid might gain a benefit from taking 
a few levels of fighter, but the opposite situa-
tion is not true.
 Monk: Most of the monk’s abilities only 
function without armor. Unless you cre-
ate your fighter with that in mind, the 
monk offers limited utility. If you focus on 
unarmed fighting, access to Improved Grap-
ple, Improved Unarmed Strike, and Stun-
ning Fist saves you several bonus fighter 

feats. At later levels, those feats might save 
your life against monsters with Improved 
Grab. A single level of monk can turn your 
fighter into a skilled grappler.
 Paladin: If you have a high Charisma, the 
paladin class offers several useful synergies. 
Divine grace improves your saving throws, 
aura of courage helps you stay in fights 
against spellcasters, and detect evil improves 
your abilities in roleplaying encounters.  
 After three or four levels of paladin, you 
can move back to fighter. Since the paladin 
offers a good base attack bonus, you can still 
use your bonus feats to select abilities appro-
priate to your level. The paladin’s mount is 
also an excellent tool for fighters who focus 
on mounted combat feats.
 Ranger: Taking levels of ranger can work in 
certain situations, such as if you need plenty 
of skill points or if the party desperately needs 
someone with wilderness skills. Since the 
ranger has a good base attack progression, 
your fighting abilities remain sharp. The 
ranger fighting styles can be useful, but work 
best if you use them to supplement your pri-
mary focus or if you otherwise lack the ability 
scores needed to gain them.
 Rogue: The rogue class is an excellent 
choice for a fighter who has the Spring Attack 
or Whirlwind Attack feats. If there’s another 
fighter, paladin, or a barbarian in the party, 
the two of you can team up on a monster 
more effectively if you have sneak attack. You 
can spend the rogue’s many skill points on 
useful abilities that do not suffer armor check 
penalties, such as Decipher Script, Disable 
Device, Open Lock, Search, and Use Magic 
Device. Rogue class features such as uncanny 
dodge and trap sense work perfectly well 
while wearing heavy armor.
 Sorcerer/Wizard: With the arcane spell fail-
ure chance caused by armor, these classes are 
a poor fit for a fighter. Unless you build a char-
acter to take advantage of the eldritch knight 
prestige class, avoid them. E
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by Robert J. Hahn

RANGED MONKS 
T

he idea of a “monk archer” might seem 
oxymoronic, but the possibility of a 
monk tradition based on attacking from 

range might be less farfetched than you 
might imagine. With the right combination 
of feats and under ideal circumstances, a 
human monk focused on ranged attacks can 
make three attacks per round at 1st level! In 
addition, focusing on ranged attacks doesn’t 
take away from the monk’s effectiveness as 
a melee warrior.
 Weapons: The ranged monk often masters 
the shuriken. While the sai might seem like 
a better option, as it deals more damage with 
the same range increment, remember that the 
shuriken acts as ammunition for purposes of 
drawing it, thus requiring only a free action. 
The sai, on the other hand, is considered a 
thrown weapon and requires a move action to 
draw. This limits the ranged monk from using 
his flurry of blows special ability with the sai 
unless he takes the Quick Draw feat, which 
might also prove a valid option. 
 Ability Scores: A high Dexterity score allows 
the ranged monk to excel with ranged attacks 
while providing him with the AC he needs 
to avoid return fire. An impressive Strength 
score also might help overcome his thrown 
weapon’s small damage dice. A decent Wis-
dom score should also be considered to take 
advantage of the monk’s AC bonus and other 
special abilities. While a ranged monk should 
have Dexterity as his highest score, both 
Strength and Wisdom compliment the monk’s 
natural gifts for melee attacks and defense, 
allowing the ranged monk to slip into melee 
when the situation calls. 
 Feats: For feats, the ranged monk should 
select Point Blank Shot and Precise Shot at 
his earliest convenience. These feats allow the 
monk to make ranged attacks against oppo-
nents in melee without penalty. To catch and 
return thrown weapons (and thus gain the 
occasional bonus attack), the ranged monk 
should consider taking the Snatch Arrow 
feat. Rapid Shot also provides an extra ranged 
attack in addition to the ranged monk’s flurry 
for only a small penalty on attack rolls. Far 
Shot increases the short range of thrown 
weapons while Shot on the Run gives the 

ranged monk an opportunity to use his 
increased speed.
 As his 1st-level bonus feat, the ranged 
monk should choose Stunning First, with 
Improved Trip at 6th level. Both of these feats 
debilitate attackers, giving the ranged monk 
the ability to move out of melee combat. At 
2nd level, Deflect Arrows leads to the Snatch 
Arrows feat and dissuades incoming ranged 
attacks. If you have access to Complete Warrior, 
you might find the feats Ranged Disarm and 
Ranged Pin provide exciting options for the 
ranged monk. The Zen Archery feat negates 
the ranged monk’s need for a high Dexterity, 
and Improved Rapid Shot cancels the penalty 
from Rapid Shot. Flick of the Wrist benefits 
the sai-wielding Quick Draw-based ranged 
monk, allowing him to catch his opponents off 
balance and flat-footed.
 Skills: The ranged monk often finds the 
skills Hide and Move Silently invaluable, 
as they allow the ranged monk to set up 
ambushes and remain undetected. The Lis-
ten and Spot skills make use of the ranged 
monk’s Wisdom bonus and prevent oppo-
nents from surprising him, while Tumble 
always gives him the option of disengaging 
from melee combat without provoking an 
attack of opportunity. 
 Magic Items and Spells: Certain magic 
items prove particularly useful to the ranged 
monk. The ranged monk should first try 
to acquire as many +1 shuriken as possible. 
Since a successful hit destroys a shuriken 
(and even a miss has a 50% chance of 
destroying it), the monk should hold his 
magic shuriken in reserve for when he needs 
them most. Less expensive (in the long run) 
than expendable magic shuriken are a pair 
of +1 returning sais. You should attempt to 
enhance sais with the flaming, frost, and 
shock special abilities. By varying energy 
types and incorporating special materials in 
their design such as adamantine, cold iron, 
and alchemical silver, you ready yourself to 
face most threats. The cheapest option is to 
combine greater magic weapon with spells 
such as align weapon or bless weapon. This 
allows you to enhance up to 50 shuriken or 
one sai with each spell. E
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by Joshua Cole

PIGEONHOLED PALADINS
N

o class in DUNGEONS & DRAGONS—with 
the possible exception of the druid—is as 
bound up in its traditional imagery as the 

paladin. The iconic knight in shining armor 
still dominates most peoples’ assumptions of 
the paladin, but there’s reason why paladins 
can’t assume a variety of forms.

CULTURAL CONSIDERATIONS
In many D&D campaigns a paladin’s classi-
cally feudal trappings, such as plate armor and 
a holy sword, fit like a glove. In others, they 
cause him to stick out like a sore thumb. Too 
many players and DMs react by kicking pala-
dins out of their campaigns rather than simply 
adapting them.
 Unfortunately, this exclusion boasts a long 
and storied pedigree, dating back to the origi-
nal first edition Oriental Adventures source-
book, continuing with second edition’s DARK 
SUN campaign setting, and persisting into 
third edition’s Oriental Adventures. All three 
of these supplements present paladins as an 
ideal appropriate only to campaigns based 
on Medieval Europe. Fortunately, this nar-
row point of view has more recently given 
way to offerings that adopt and adapt pala-
dins rather than reject them outright.
 The tribal paladins of EBERRON’s 
Ghaash’kala orcs provide one example of an 
alternative. Like traditional paladins, they 
defend the innocent and uphold justice, 
obey a strict code, and ward against evil 
through their dedication and purity. Unlike 
traditional paladins, they lack metal armor, 
bear the brand of their barbaric order, and 
are as likely to wield an orcish double-axe as 
a long sword and shield.

ALTERNATIVE PALADINS
A paladin’s abilities and code of conduct 
help determine his role in the party. Many 
of the stereotypes associated with a paladin 
exist for a good reason, while others remain 
simply as artifacts from previous editions of 
the game.
 Imagine stripping away the name “pala-
din” and reducing the class to its core ideas. 
Many such concepts take the form of 
idea-inducing hooks as much as creativity-

constraining limits. Without changing the 
class’s core concepts or the game mechanics 
associated with them, and merely altering 
the flavor of the class, you can still have a 
paladin—even one with a vastly different 
focus or name.
 Imagine a class based on the game 
mechanics of the paladin set in a world 
heavily influenced by the Far East. This 
noble warrior sword-sage wields sacred 
power and blessings from the Celestial 
Bureaucracy. A servant of the bureaucracy, 
he dedicates his holy powers to hunting 
down rogue ghosts who want to escape their 
next lives. His mount might be a spirit ani-
mal or even, eventually, a ki-rin or dragon.
 On the other hand, imagine a paladinlike 
class in a dusty wilderness not unlike the 
American Old West. This crossbow-wielding 
hero concerns himself less with saving souls 
than with exorcising evil. Neither the mur-
derous bandits plotting their next rampage 
nor the restless dead can hope to operate 
with ease as long as this character is near. 
 What if a paladin-based class sailed on 
the high seas amidst buccaneers and swash-
bucklers? Here the church-sanctioned, 
crown-approved captain might dedicate his 
ship and crew to defending the seaways 
from predators mundane and magical alike. 
Whether he helms his own vessel or jour-
neys with another crew, he keeps travelers 
safe and sends pirates to watery graves. 
 Another class might come from a jungle 
environment not unlike the Amazon Basin. 
While the holy leaders of his tribe actively 
participate in ritual sacrifice and cannibaliza-
tion, this paladinlike character guards the 
temple and priests performing their grue-
some rituals. While many other cultures 
might look on these rituals as foul and evil, 
the clerics of this culture perform such ritu-
als to protect the tribe from terrible gods that 
would otherwise destroy the tribe. In this 
case, the goodness of the class focuses on the 
greater good of the community rather than 
that of the individual, while the class’s lawful 
aspect protects the necessary if brutal tradi-
tions of the culture.  E



R
a

n
g
e
r

91January 2005 DRAGON 327

T
he ranger thrives as a skirmisher, scout, 
and supporting combatant. His lower hit 
points and generally low Armor Class 

make it difficult for a ranger to stand along-
side a paladin or fighter in battle. However, the 
ranger excels as an archer. This article pres-
ents some advice on how you can build a more 
effective archer out of your ranger character.

FEATS 
As the backbone of any good archer, feats allow 
you to gain more attacks, hit more often, deal 
more damage, and improve your range. At 1st 
level, Point Blank Shot is the best feat to take, 
as it improves both your accuracy and damage. 
Precise Shot is a key feat, as it allows you to 
fire into melee without penalty. When the party 
fights against a single, powerful foe, Precise 
Shot makes you a far more effective combatant.
 Thanks to feats like Rapid Shot and 
Manyshot, you can gain more attacks per round 
than characters who focus on melee. These 
attacks come with a penalty, making anything 
that improves your accuracy, such as Weapon 
Focus, a great choice. 
 Dodge and Mobility help you move away 
from opponents who threaten you, and also 
allow you to later take Shot on the Run. At 
higher levels, creatures with a reach of 15 or 
20 feet can make it almost impossible to take 
a shot without suffering attacks. Use those 
feats to boost your AC and escape to a safe 
firing position. 
 Improved Initiative is also a great feat for 
a ranger. It can allow you to go first in a com-
bat—especially if you also have a high Dex-
terity bonus—giving you the chance to fire a 
volley or move to a safe position before your 
foes can charge. 

EQUIPMENT 
A good archer requires the right weapons and 
equipment. Unless you have a negative or no 
Strength modifier, you should buy a composite 
bow as soon as possible. Since archers tend to 

gain a number of bonus attacks from their feats, 
a bonus on damage rolls comes into play again 
and again.
 When it comes to arrows, a broad selection is 
the best way to go. Ranged weapons tend to deal 
less damage than melee weapons, especially 
when you account for the improved damage 
bonus that two-handed weapons enjoy and the 
Power Attack feat. Attempt to find alternative 
ways to bypass damage reduction. A quiver with 
five adamantine, five cold iron, five silver, and 
five +1 arrows costs 546 gp. Once you find a 
magic bow, you can drop the +1 arrows from the 
mix to reduce the price to 311 gp.   
 Stick to light armor, since mobility is your 
best defense. If the monsters can outrun you, 
you might never have the chance to fire arrows 
from safety.
 A tower shield might seem like a counter-
intuitive choice for an archer, but it might 
save your life. Use the tower shield to give 
yourself cover as you move away from 
melee or beyond the reach of a monstrous 
creature. Once you reach safety, you can 
drop the shield and open fire.

MAGIC ITEMS 
A magic bow is your obvious first need, but 
you need to find the right sort of bow. With 
damage reduction a continual thorn in the 
archer’s side, try to find a bow that can defeat 
alignment-based damage reduction. A +1 holy 
composite longbow allows you to defeat almost 
any damage reduction combo when you use 
it with cold iron or silver arrows.
 Aside from a powerful bow, look for items 
that allow you to escape your opponent’s 
reach. Slippers of spider climbing function 
for 100 combat rounds per day while a pair 
of boots of levitation allows you to surmount 
barriers providing cover or rise up to evade 
your enemies.
 An animated shield improves your AC while 
leaving you free to fire, a useful advantage if 
you must endure attacks of opportunity. E

by Mike Mearls 
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by Mark A. Hart

ART OF THE  
SNEAK ATTACK
T

he sneak attack ability offers the rogue the 
opportunity to deal considerable amounts of 
damage against his enemies. Because sneak 

attack damage improves as the rogue gains levels, 
it continually provides a potent weapon for the 
adventuring party’s arsenal.
 A successful sneak attack requires four condi-
tions. First, the rogue must attack a target unable 
to defend itself properly, such as when it loses 
its Dexterity bonus to Armor Class or when 
the rogue flanks it. Second, sneak attacks only 
works against certain creatures and never against 
constructs, elementals, oozes, plants, or undead. 
Third, the rogue must see his target, which gen-
erally precludes invisible creatures. Finally, the 
rogue must close to within 30 feet of his target to 
sneak attack with a ranged weapon.
 The following tactics offer different ways for 
a rogue to create those opportunities. Several of 
the tactics involve positioning or timing. Other 
tactics require the assistance of an ally, spell, or 
magic item. Do not consider this list exhaustive; 
it serves only as a starting point for the many pos-
sibilities available.
 Blinded Defender: A blinded defender loses 
his Dexterity bonus to Armor Class, which makes 
him susceptible to sneak attacks. That he also 
suffers a –2 penalty to his AC and moves at half 
speed means the rogue has an excellent chance 
of succeeding with such an attack. 
 Because of its permanent duration, the best 
method to blind an opponent involves the spell 
blindness/deafness. Total darkness also leaves a 
creature without darkvision blind. In the dark, 
a rogue with darkvision possesses a dangerous 
edge against creatures with normal vision only.
 A blinking or invisible rogue gains the same 
benefits against any creature without magical 
vision, making spells and magic items that grant 
such effects especially valuable.
 Climbing or Balancing Defender: When a crea-
ture climbs or balances, it becomes flat-footed 
and thus loses its Dexterity bonus to AC. Rogues 
should make creatures performing such actions 
their primary targets.

 Feint: When a rogue feints, his opponent 
loses its Dexterity bonus to Armor Class 
against the rogue’s next attack. A feint requires 
the rogue to succeed at a Bluff check opposed 
by the target’s Sense Motive check and 
works best against humanoid creatures. The 
Improved Feint feat allows the rogue to feint 
as a move action and deliver a sneak attack in 
the same round.
 First Combat Round: During the first combat 
round, a creature remains flat-footed until it 
takes its first action. If the rogue gains a high 
initiative roll, his strike against any creature yet 
to act becomes a sneak attack. Thus, Improved 
Initiative becomes mandatory for any rogue spe-
cializing in sneak attacks. A surprise round can 
double this benefit for the rogue.
 Flanked Defender: Rogues can sneak attack 
and gain a +2 bonus on attack rolls when 
flanking an opponent. Flanking requires the 
rogue to cooperate with an ally.
 Helpless Defender: A bound, paralyzed, 
sleeping, or unconscious creature cannot defend 
itself. A rogue can coup de grace a helpless tar-
get and use his sneak attack while doing so. 
 Defender Without Dexterity: Certain situ-
ations can make a creature lose its Dexterity 
bonus to Armor Class, opening that creature 
to sneak attacks. Creatures that are running, 
pinned, stunned, or cowering all lose their 
Dexterity bonus. 
 A pinned defender also suffers a –4 penalty 
to AC against melee attacks (except from the 
creature pinning the defender). In addition, the 
pinned creature’s Dexterity drops to 0. Crea-
tures with the Run feat retain their Dexterity 
bonus to AC even when running. 
 A stunned creature loses its Dexterity bonus 
to AC, suffers –2 to its AC against attacks, and 
loses its actions. A rogue and a monk fighting 
together create an effective team.
 Once a panicked creature becomes cornered, 
it cowers. A cowering creature suffers a –2 pen-
alty to its AC and on saving throws, skill checks, 
and ability checks.  E
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by Richard Pocklington

FLAWS FOR SORCERERS
S

orcerers are a difficult lot. In some lands, 
they are considered cursed—and perhaps 
for good reason. The spontaneous ability 

to generate effects from magical missiles to 
summoned celestial badgers is really quite out 
of the realm of most ordinary people’s experi-
ence. The presence of magic coursing through 
one’s veins might have all sorts of difficult 
repercussions, both for the spellcaster and for 
those around him. With this in mind, here are 
several flaws like those presented in Unearthed 
Arcana that reflect the oftentimes uncontrolled 
nature of the sorcerer.
 Flaws penalize a character in a specific way. 
Most of these flaws have obvious roleplaying 
consequences, but they also have game mechan-
ics penalties. The concept of flaws first appeared 
in Unearthed Arcana, but you don’t need that 
book to use the flaws presented here. A charac-
ter may take up to two flaws, and they must be 
selected at 1st level. For each flaw you take, your 
character may select an additional feat. Thus, a 
1st level human character with two flaws may 
take four feats.
 Although designed specifically with sor-
cerers in mind, other characters may select 
from these flaws if they meet the appropri-
ate prerequisites.

HAUNTED [FLAW]
You are unable to prevent the occurrence of 
strange noises in your immediate vicinity.
 Prerequisite: Ability to cast spells.
 Effect: Spontaneous noises sometimes 
arise in your immediate vicinity. These noises 
are completely out of your control and can-
not be used to communicate or distract other 
creatures. These sounds cease when you are 
unconscious, petrified, asleep, or dead. You 
suffer a –4 penalty on all Listen and Move 
Silently skill checks. 

LONER [FLAW]
You do not have the ability to summon a famil-
iar or gain an animal companion.
 Prerequisite: Ability to summon a familiar 
or animal companion.
 Effect: You lose the ability to summon 
a familiar or gain an animal companion. 
You never gain the ability to gain a special 

companion, whether through animal 
companion, summon familiar, or some 
other class ability or feat. Possessing 
multiple classes that would grant you an 
animal companion or familiar does not 
negate the effects of this flaw.

MAGICAL OVERLOAD [FLAW]
You have difficulty controlling your most 
powerful magic, being more comfortable with 
more familiar, lower-level spells.
 Prerequisite: Ability to cast spells.
 Effect: You must use one spell slot of your 
highest spell level to cast or prepare a spell 
of a lower level. This spell slot may be used 
to cast or prepare any spell of any level lower 
than your highest level, effectively causing you 
to lose one of your highest-level spell slots to 
gain one of a lower level. For example, a 6th-
level sorcerer would lose the ability to cast one 
3rd-level spell per day, but would gain the abil-
ity to cast one additional 0, 1st-, or 2nd-level 
spell instead. This flaw always affects your 
highest spell level and changes the spell level 
it affects as you gain levels. 

PHANTOM SPARKS [FLAW]
Your body occasionally emits bursts of bright 
colored light.
 Prerequisite: Ability to cast spells.
 Effect: You spontaneously emit bursts of 
colored light. These lights are completely out 
of your control and cannot be used as a light 
source. They only cease when you are uncon-
scious, petrified, asleep, or dead. You suffer a 
–4 penalty on all Hide and Spot skill checks.

RESTRICTED SORCERY [FLAW]
Your magical powers manifest within a lim-
ited realm of effects.
 Prerequisite: Ability to cast spells without 
preparation.
 Effect: Choose two schools of magic to 
be your restricted schools. When you select 
spells to learn, you may not choose spells 
from these two restricted schools. In addi-
tion, you may not use wands or scrolls that 
cast spells from these restricted schools. 
You may not choose divination as one of 
your restricted schools. E
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by Charley Spencer

SURVIVALIST SPELLS
T

here’s no theoretical cap on the number 
of spells a wizard might eventually learn 
or create, but until you possess the skill, 

time, and the gold to expand your spellbook, 
you must survive with a finite spell selec-
tion. Even worse, novice wizards can only 
cast a tiny fraction of the total number of 
spells they might know at any given time. 
Thus, for low-level casters it requires some 
serious thought to make sure you get the 
most from your spell selection.

EFFECTIVE AREA SPELLS
Spells that cover an area are often the best 
choices for low-level wizards, as they affect 
several foes and hit automatically. Bear in 
mind that the ability to hit multiple ene-
mies with a single attack is often balanced 
by having a lesser effect on each. In addi-
tion, a single ally in the wrong place often 
prevents you from unleashing an area-
affecting spell—unless your companions 
don’t mind being slightly charred. Although 
magic missile remains the traditional player 
favorite, hitting automatically and at a 
respectable range, the single missile it pro-
duces at first level often fails to kill even 
the lowliest goblin. However, with a little 
luck, a single sleep spell might totally inca-
pacitate that same goblin and three of his 
allies, producing the maximum effect with 
a minimum of effort. Thus, wizards hoping 
to capitalize on area-of-effect spells should 
consider adding burning hands, color spray, 
hypnotism, and sleep to their spellbooks.

BROADEN YOUR REPERTOIRE
You should never underestimate the useful-
ness of the Scribe Scroll feat. As wizards 
gain this feat as a class ability, it provides a 
benefit that helps to balance the class with 
all others and should be made use of fre-
quently. Often the treasure and experience 
you gain from a single adventure allows you 
to create numerous scrolls, and as they are 
so easy to create wizards should make use 
of them rather than hoard them. The ability 
to extend your spellcasting flexibility in this 
way allows you to make full use of spells 
that work best when cast several times 

in succession, like magic missile. Scrolls 
also provide handy backups if a spell fails 
through a poor attack roll or an enemy’s 
successful save.

COMBINING SPELLS
High-level wizards might contend with 
whole armies and win, but the average nov-
ice mage drops if even one enemy scores 
a lucky hit. Thus, all wizards should make 
some provision for defense. Of the first-
level defensive spells mage armor provides 
the most protection per casting. Although 
shield blocks magic missiles, mage armor pro-
vides the same bonus to Armor Class and 
lasts an impressive sixty times longer. Given 
time to prepare a few scrolls, there’s nothing 
to stop you from casting both. For even more 
protection, wizards should consider casting 
mage armor, shield, and a spell like protection 
from evil, as all the AC bonuses stack with 
one another. Regardless of the time it takes 
to cast, this combination of spells affords 
you a +10 bonus to AC and provides other 
miscellaneous benefits.
 Several other spells also work more suc-
cessfully when cast together than when used 
individually. A wizard’s ability to combine a 
large repertoire of spells with spells commit-
ted to scrolls allows him to fully exploit these 
combinations. True strike cast in tandem with 
a ranged attack spell prevents a bad attack roll 
from wasting a vital spell while expeditious 
retreat and jump allow you to make a spec-
tacularly rapid exit.
 However, combining spells in this man-
ner has the drawback of taking several 
rounds and a combat might be over before 
you finish. Also, remember that your party 
must do without your help as you cast 
numerous spells and as such they suffer a 
severe disadvantage during that time. Thus, 
such combinations are best cast before 
entering combat, or at least during a sur-
prise round. Remember that even the most 
spectacular spell effects are useless if your 
allies die before you can cast the spell. E
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