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 FEATURES

16 The Infused
A wholesome presfige class that
beats the snof out of evil,

28 Under Command
Mintatures like magic items tool

/30 The Way of the Gun
Bang! Boom! Rat-a-tat-tat! Pump
your eneiies’ guts full of lead,

41 Planar Dragons :

- These aren’t plain old dragoris;
they're new dragans of The
Quter Planast ™~

58 Silicon Sorcery
The Temple of Eamerial Evil
offers three new creatures,
great and sm—no wait, they're all
pretry big, :

64 The Limitless Light

~ Thé Plane of Radiance, a new
fransitive plane opposite fin
more ways than onel the Plang.
of Shadow. ' s

70 Creatures of Brilliance -
It's not all rainbows and lollipops
on the Plane of Radiance. These
crifters want to fill your wisit 1o
the luminous plane with rerror.

76 Arvoreen's Keepers
Short bit serappy, these halfling
guardians keep safe their kith
and Kin, i

80 MNurneene's Marvelous
Masks
Elminater guides us to Water-
deep's neat little mask shop, O
should we say, Mask shop?

84 Champions of Fate
If you had sand in vour sandals

evary day, you'd hé_'asf-_bada‘_'s}'-'a's_--

these guys too,

comics

8, 10 Zogonia
69 Nodwick
106 Dork Tower

WIZARDS' WORKSHOP

92 Dungeoncraft _
Make: a quick million—a millian
NPCs, that iz,

98 DM's Toolbox

Sfrike while the irony's hot! Learn
how 1a use (or avoid) dramatic
iFony: in your game;
102 Sage Advice
- The sage equips you wilh ansivers
and clarifications about gear,

104 Advertiser Index

www.paizo.comidragon 5




Window Cling Cleaning
' il

OUT [rinter 1o S

prevented:in

Here Be Monsters
1 minoraur or gocto
with stuffed

Cou
gl tha Wild Wwe
the Kistary of King
Arthur-and England is o ..
ko that was an easy ong. -5

ment. [Finstead

1 action mewie

Kismar-Gore White Casie:

Red-Headed Stepchild of Fantasy
| know awhar yowre:thinking: Sed Sory
was not@ gond Fantasy AWl
me ot |F weu st the: top ten best fan-
i s {eounting the recent Peiar
Fllms &5 one maviel, Fed Si

WYRM'S TURN

FROM THE EDITOR
PLEASE PASS THE KETCHUP

—I—he planar cosmology of DEAD stands ouf as the most unique and imaginative

element of DD fantasy, a rophy 1arnished mereky by the facr that the cosmel-

ogy is also the worst element of the game. S0 how can something simultanecusly
be the best fantastic element of DErD—better than mind flayers, drow, magic, and
even dragons—and (he worst? Let's rake a look at the positives and negatives:

Good: The planes are infinite! An infinite variery of cultures, locations, and plots
awail players on every plane, Think about a plane like Arberea, an unending realm
of forest and grasslands. You could set a whole campaign world—continents, cities,
rivers, oceans, and all—in Arborea withou! revealing to your players that they're
on an Quter Plane. What a wonder to sail across an ocean thought to be infinife or
impassable only 1o find that an infinite plane lies on the other side.

Bad: The planes are mfinite! Let's 1ake Bylopia as an example. On thar plane, the sky is
filled with another plane, You look up and see distant lakes, forests and mountains. This
idea is great on the surface, but what's under all that infinite ground on two planes?
Infinite earth. The interasting part of the plane is sandwiched between two areas of earth
and stone that continue endiessly down {or up, depending on your perspective),

How many angels are in Heaven? DEAD doesn't say, but they must be infinite 1o
keep the infinite number of evil creatures coming from their infinite planes. If
there iz an endless supply of angels, why don't they help oul more on the Material
Plane? They can’ all be aloof.

Good: You can adventure in Heaven and Helll Nothing beats taking it to the
demaon lord on his home plane, rescuing souls from Hades, or helping angels [ify
the siege of a celestial ciry, That's adventure!

Bad: You can adventure in Heaven and Helll Sure, the planes are a nice place
to wisit, but you wouldn't want 1o live there. Wail a minute . . . yes you would! Why
nal simply go o one of the good planes and live out an idyllic existence free from
care? It's where you'll go when you die. Heck, why not skip the whole life part and
go straight to Heaven?

Good: You can visit the homes of the gods! You might do it reverently or with
complete irreverence, but going to see a god is greal fun and epic adveniure,
Toss a few back with Thor in Yalhalla before the next fight, or carry your world's
greatest offering to the very feel of your deity,

Bad: You can visit the homes of the gods! Pelor nol answering your prayers?
Why not ask kim in person? What does Pelor do in Elysium anyway? Why doesn't he
come down and help our? Why not ask bim? IF you don't like his answer, you can
wisit some other deity and ask her, What stops you from asking deities all kinds of
questions and begging for all varieties of aid? Do they all hide from you? Do they al
have bureaucratic underlings thal demand an appointment? Do they all get angry?

| love the planar cosmology, it's certainly one of my favorite parts of DErD. Yer
the cosmology shows its age, It was created in the early days of DED and added
to piecemeal over the years. The interrelations of gods. afrerlife, the planes, and
the concept of infinity never received the concentrared thought necessary for
them ro make any sense. Add to this the fact that most DMs consider the planes
appropriate only for high-level play, and we end up with a situation where the
most imaginative aspect of DEID rarely sees use in most games,

The Plarar Handbook soes some of the way 1o alleviating this preblem, but o
make sense, and 1o fruly suit the needs of play, the cosmelegy needs to be wholly
redesigned. Sure, we should keep the sacred cows, but the rest should find their
way 1o The chopping block.

| don't know about you, bur 'm hungry for hamburger. @

Matthew Sernett

Editor-in-Chief
Tox drepuire: oot subscriptians, smol subsermpronsapaizocem or call (425} adg-ocia, Subscrive anline ab paizo.com and sive G For costomer servios concarms, amai
custamErArTYicasEpalzosam, To cortict (edses sbous aditorial coneerns, ermal scalemallspaiza.com, Letters repraduced in the magazice may be oditad Fer cariteand lengib, Al lesters
rrvass otk pour Full name al home cite, Due 12 tiee coassmaints and the sobime of efers recetved, indivilual sespaass are rof always nassble
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READERS TALK BACK

DARK SUN, EDITORS, AND AFGANISTAN

POSTCARD FROM
AFGHANISTAN

| wanted to say thanks for putting out
such a great magazine, | was in
Afghanistan for the past year, and the
arrivals of your magazine were some
of my favorite times—the rockers . . |
not sa much. | enjoyed issue #2318 with
the Oriental Adventuras update.
Finally, a reason 1o play a shaman,
Your magazine gave me a lot of good
ideas, especially the war issue. | love
reading Sun Tzu outside of DD, and
applying it 1o DED made the game
more enjoyable.

The picture of me | sent along with
my email was taken I Kandahar,
Afghanistan with weapons confiscared
from al Gaeda and Taliban forces. | just
thought it would be good 1o ger a
picture with it. | was amazed how much
fimne we had to play there. | actually
spent more fime playing there and in
Kuwait than | do-at home, We had abour
rwenty to twenty-five players playing
all through the week if nothing was
going on. The playing stopped if there
was an event or something, bul usually
we played every day.

| DMed most of the time and was
amazed by how many people played
DED, | know there was another group
af ahour ten players outside of our unit,
and at one time, | ran for three groups at
a time, playing in smaller groups for
betrer control, We played in a classroom
i our Command Post ar night and had to
reserve time fo play there. We played in
our MWR (Maorals, WelFare, and
Recreation) tent. We also played in a
shot-up hangar and in our cramped fents

e

if wi were desperate. Our tents had ten
te fourteen people in them already, so
firting five to gight exira people was
tough. We had a lot of people get
interested in playing after warching us.
Some people showed up just to warch
and enjoy the sessions, like a peanur
gallery. They would cheer, hiss, and
laugh; we all had a greal fime with ir. It
was very popular in our unit. Even our
cammander would watch us play, and he
enjoved our “green on green” fights.
iDon't worry if you do not get that, s
an inside joke.) | actually got a lot of
suppert from our higher-ups because
they thought it was fun fo watch, We
didn't get too many “satanic” jokes
because the guys and girls in my groups
ware “normal,” et weirdos or anyrhing,
Hopefully we gave DBIC a more familiar
Face. We did a lot of roleplaying
encounters because no one wanrad fo
hear about combat, so iF gave me a new
perspective on roleplaying games in
general. We played to gat our minds off
everything doing on, and it was
something that we learned 1o cherish, like
our piece of home away from home. |f
actually made being there easier,

| think wou would be surprised by
how many of us soldiers, sailars,
airmen, and marines play DErD, We
dan't get oul 1o the convenrions as
much as we would like, bul there are a
lar of military fans of the game out
there. At our Post Exchange, DRdcon
and Dowceon seld oul in minutes of
them being put an the shelves.

I've aftached another picrure with a
Friend of mine dressing up at a bazaar,
They had helmets swards, and axes

T mquirs chout-subscriptions, emal subscoplionsapaizacom o ol Lizs! #dg-oofo, Subscrbes onlne &t paizacom and s2ve S, For customer servics Lancerns, emal
customhar sarvice it paieocam, Ta corme ey abaur sditerid’ concerme. mmail sealemai g cem, Lefters roproduced i tha magaane miny e plived for claive and lengh Al leners
st inelude oar Tull noms sod-homes oy, Due fo time cerstraiats and ke vofone of leners recoived, ndividusd responses g neb dweny possibk
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Herces of the War of the Spider

Queen
by Richard Baker

Rt ar art il ]
Who's Afraid of the Darlt
by Mike Mearks
"o
of the dark. K
Fear the

Cooperative Campaigns
by Jacob Stenman

Build your Fame |

yp=with wour p

Lord of Darkness
by Bennet Marks

San of rather ta Might, god of

galore, e boughl a bunch o ger a
"feel" for the weapons our characters
used. Il was a grear distraction, When
we played at my fent. | abways roleplayed
my dwarven sorcerer, Braegen
Ernberaxe, with an axe in my hands.
Thanks for everything. T vou ever
ger to see any of the people in the
el section of Wizards of the Coast,
tell them we appreciate the greal game
they pur out for us.
Sat. Timothy Opinaldo
Address withheld

We're glad the magazines and the game
hefped vou through such rough timeas,
Vimothy, Well pass aleng vour thanks
to the desien staff ar Wizards of the
Coasr. | think we can speak for them in
expressing our gratitude fo you and
those with whom vou served. For your
kind words, your fove of the game, and
veur: fard work so far away from
home: Thank you.

EDITCR-IN-KING?
lssue pd featured a lener ihar claimed
thar Chris Thomasson was the greatest
Editar-in-Cheil that Deagan ever had,
I'd like to challenge that statement, |
hawve baen with Deacon since the days
of Dave Gross, and | find that Matthew
Sernett has produced the maosk exciting
issues, Although | miss Jesse's wriling
and Chris's interesring commentaries in
“Wyrms Turn,” | find that Matt's
answers to “Scale Mail” are the mast
personal and the mast enfertaining
{anyone remember Orange Crush?), and
he has produced several exciting issues.
Tharetore, | believe that Mall has nol
only proved himself but is also the
greatest editor thar this magazine has
ever had. His issues have provided my
campaign with flavar, whethar it be the
ore-blooded humans in the deserts of
the Qutlands, the elven ninja serving as
a marine in the gnome navy talthough
Jesse migh! get a bit of credit for that
onel, or the trek | am planning ro Daee
Sun since the Campaign Classics jssue.
All these were brought Forth by Matt,
So hats of 7 to him, and | hope that he
and the Ceagaw staff continue fo
produce grear issues.
Liam Farrer
Address wirhheld

Ne argtment hera,
Oav, fust & litle argument: Thanks for
the compliments, Lizm, but { can'’t fake alf

the credit, The lion's share of credit for a
maod fssue should go to the authors of
the articles. { choose which articles go in
the magazing, but | can't make good
chioices without 3 lot of tarrific work by
fine authors, Secondly, an issue’s succass
is g ream effort. Diracon s 8 great
magazine because it has great people
working hard fo bring if fo you Since
Chris left, more hag changed than who
sits in the Cditor-in-Chiel” chair. Weve
hraught on a whale new art and adit
feam {check the masthead next ta he
table of contents in this issuel and the
company has broushr in grear new
leaderstip al bah fevels, Finally, both
Chris-and Jesse have had a lingering
positive influence on DRacow. lssues gafd
throush #q20 benefited greatly from the
cholces they made as editors, and this
issue and issue #322 also use some great
articles requested by Jesse and Chris,
Stick with us for (ssue #z25 and the
issues hevond fo sse what the new
feam can really do.

BREAKING RULES
| really enjoyied the recent Dare Sun
featuras in Dracow and Dowvceon: In
many ways it captured the joys of Dakk
Sun for me, and | look forward fo using
it In an upcoming game. | am aware that
rules for weapon breakage and heal
penalties were cur from the article. |s
there any chance of these being posted
online or in a future issue? To me, par!
of Dark Sun has always been about
making life difficulr for the players, so
that their successes seem maore earned.
Eithar way, thank you for printing Dagk
Sun articles and thereby embracing
some of DEiD's heritage. It's amazing,
even though | buy fMagon on an issug-
bry-issue basis, | still find mysalt buying
it ewery month, Keep up the sood wark.
Cameron Williams
Address withheld

Tharks for the compliments, Camaran,
When editing the Dagx Suw arficles, we
found that we received foo much
corlent fo it in the issue. The rules for
weapon breakage and increased heat
penalties seemed the best places fo cuf
the arficles down fo size. The maferials
the weapons are mades of and the
sundaring rules from the Player's
Handbook already cover weapon
breakaze, and the heat penalties from
the Dunceon Master 5 Guide can be
increased simply by making it hotter,

we v caneerne, email
mny it foe aleing and engih, A1 ke
s passlie,

T uire aut sul=criplions, smail aubscriprianampeszecom ar call (4251 28g-doba. Subscribe oelive
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We have a policy of not pasting fexi
cut from articles. As we edit and develop
an arlicls, we keep a single working file
that sarves as the place where an editor
makes changes and corrections, This
helps us avoid confusion tiroushout the
procass, We don't have rima ro edit
confent both for the web and for the
magazine, and pasting unedited arficles
io the wal would be unprofessional

D&D OLYMPICS
| recently finished reading through the
Dark Suw articles in Ofacon and
Eravgeon, 've also just finished reading a
lot of the negativa criticism on the
Wizards of the Coast and EN World
message boards. All | can say is, “Wow!"
| personally found the articles
Fantastic. They evoked the feel of how |
remember Dark Suw and provide me
with most of the fools necessary to
start @ new Dare Sun game, | don'r
agree with all of the choices made in
the article lespecially affer reading
David Moonan's response to criticism
on the message boards), but | feel the
“gaffes” are minor and easily fixed. Of
course, they're nat truly “gaffes” at all
but just differences in opinion.
However, | am truly saddened by the
overwhelming and stubborn crankiness
of seme of the "purist” fans out there.
Thar they disagreed with some aspects
of the cenversion is fine. That they
seem te think the Paizo staff are our to
destray fun and ruin their DED games
is a bil on the ridiculous side. | believe
and hope thar the Paizo staff was
prepared for this kind of reaction
before publication and realize that these
cranky whiners in no way represent the
majority of Dagk Suw fans. Most of us
simply enjoy the great arficles in
silence and go abour aur gaming. | was
motivated fo write in myself only afrer
reading all of this intclerable whining
and personal arracks on Paizo staff!
Paizo sheuld be given a medal for
revitalizing Dark Suw! | sincerely hope
that these articles are considered a
success so that we can see updated
versions of other classic serrings such
as Pramescare, A-Oaom, and the
selfing to rule all seftings: Mystaral
Keep up the good work,
Brian Zuber
Address withheld

Thanks, Brian. We're happy you
ajeved the fssue

To inquire sbaur substriptians, connl Subacripricnsa paizo.cam o ool l4eg) 28g-0elo, Subscrbe oriing ar patcoccom anl s
st editarial cancerns, amai sesfemailapalzo,com, Ly
must wekideyour Pl pame and bame cirg, Due 1 time Gorstezents and e wolome ef lstiers

CusfRImar s sl paize.com, To conrc D,

We were ready for the criticism, it's
an inevitable result of updating an old
campaign. The Campaien Classics
arficlas i fssue #3215 received more
fantare than furor bacauss they fust
fghtly touched upon the game worlds,
but any attempt o do a full update of a
refired sefting is sure 1o ruifle 2 few
feathers. There are hwo reasons for this:

t The magazines can only devore a
few dozen pages fo the serting. This
kind of coverage can't possibly
compare to e hundreds of pages
aven the shorlesi-lived settings got
from TSH. A the same time, we have
fo attempt fo present as complete a
sefting as possible to serve readers
who don't own the ofd material This
necessitates breezing over detalls and
CLHNTE QU concepts,

2 Fans of the old settings aren'’t
uniform in their opinions sbout what
they want from an update or even in
what they fhed about the ald setting.
Regardless of how we prasent the
sefting, 1's going fo upset some
diefiard fans.

Krowing that, why update an old
sefting? For fwo reasons: The sering’s
name has cachei with Dragon’s
audience, and it's an event sure fo get
peaple talking about the magazine. That
said, the settings not yer updated offer
ditminishing returns in that regard, so
further setting support i fikely to come
In the farm of irregular articles rather
than magazing crossovers,

HOT DOGS

Having been collecting Dark Sun since
it's inception, | believe the version
presented in DRacan and Dusaeon is
probably the best version so far, | do
have a few miner quibbles that | fael
the need to address. First off, what's
with all the bugs and reptiles but the
lack of mammals?

For those new fo the setting, what
the wonderful people here at Diagow
and Diwgeon have done is bring in
maost of what makes the Dask Sun
world cool, critfer-wise, However, the
oldar encounter fables listed cheetahs,
lions, and dire rats as being part of
D Suw, but they did not find thejr
way into the arficles. Keep in mind | am
very grateful for the fabulous job
Diagon and Dungeaw did, but for those
old schoolers, it wasn't exactly enough.

I lost my old first appendi of Dare
Sunw critters but sill have the second, so

s reprocuced n e ma

af an o
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by dason Melzon
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The Queen with Burning Eyes
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inifey Sharn, City of To
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with Blirring Eyes!
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| loak forward fo the second installment
of Dark: Sum critters in Gusegson and
hope to see more- mammals there, |
raalize that there is no way lor a half-
elven ranger o get a pat walf, but | was
hoping he could evenrually get a
cheetah, coyote, or even g jackal as an
animal companion. Battom ling: | love
what you did with the place, bur please
let some of the mammals back in.
Fenrys Star
Address withheld

DIE HARD WITH A VENGEAMNCE
I've been following the Dark Sum
thread on EM World, and | saw this
quote fram you!

“We developed Dark Suw to suit grd
edition. not to sfick to all the various
constraints and design philosophies of
and edition Dark Suw. First and
foremos!. Dieadow serves the wider
DEtDr audience, and a series of arficles
that occupies roughly 10% of the
magazine must be easily accessible fo
that audience.”

As | read it it struck me as the core
of the misunderstanding that led o rhe
unfortunate changes you made 1o the
Drark Sum setting. Fll briefly explain,

Dark Sum hasn't been published in
years, The only remaining folks wha
know it or play it are probably veterans
with an active Internet presence. |t
seems fair ro suggest that the majority
af your current Dacow readership is
unfamiliar and uninterested in Dark Sun.
If vou decide to devore 30% of your
magazine To-a relatively abscure second
edition setting, it's likely that you're
already making it difficult to access for
your general readership, since they
know nothing about it There's no sense
in being concerned about alienating the
general reader, since fhe general reader
is already alienated, Once the decision 1o
go forward with the Dark Sun issue was
made, you should have put aside issues
al accessibility,

What exactly does “accessibiling”
mean, anyway? Dare Suw is a package
deal, | don't envision too many Folks
deciding to use the material in a
modular fashion, such as transplanting
anly the defiling rules ta their
homebrew games. What is so difficult
to grasp when you fell players that four
classes are simply unavailable? Thera's
nathing difficulr o comprehend here.
Do you risk rurning off some assuredly
finy fraction of the readership who

ali aubacriptansdopaizn.com of call (g5} efp-vodo. Subarrile enlre af poizocom and siave $2 For castam
cenbach Drassatsbant edilorial cancerns arail scalemslmpaizocoen Laters 1opraducsd in the magigine
st inekade soar Tull name ond Foee Cay Due fatime cosszraines and he solume of lezers receke, irdidual respers

refuse 1o play third edition unless there
are sorcerers in it? Probably, but Dark
Sum probably isn’r for thar riny fraction
of readers. The issue isn't accessibility,
but rather compatibility, When vou
sacrifice the essential flavor of the
setting for the sake of compatibility,
you've put the cart before the horse.
The entire "shfick” of Darc Sun is that
il"s a radical departure from D810 as
we know it The rules of the Dark Sun
setting should reflect rhar,

Thera's no use crying over spilled
milk, but [ thought | would share my
deep disappeintment over the handling
of this martrer. Needless ro say, | have
changed my mind about purchasing the
issues containing the Dark Suw material,

Dave Turner
Address withheld

DARK SUN, INC.
| Noved the Dark Suw oo and
Dgacon issues. My group is about to
start a new campaign and plans 1o
incorporate elements from both issues, |
especially appreciate the portability of
same of the main ideas—! think it will he
fairly easy 1o use some of the elements
in a desert setting with gladiator arenas,
Actually, we plan to use some of the
gladiator arficles from last year as well.
My favarite issues tend 1o be the

crossovers—there's always lors of good
stuff ro pull inte campaigns. The
gladiarors, Incursion, and Dask Suw
issues spring right to mind. | was also
especially impressed with all the
character ideas in issues #310 through
#a13. Thanks for the great work! Keep
them coming!

Tom Lynch

Chicago, IL

LIKE FATHER, LIKE SON
My son and | recently began reading
Dragon and think it is full of very
useful info, What we would fike ro see
in Tuture issues, i you all haven'
already done so, is info on the lovely
and deadly succubus!
Johnny and Dylan
Address withheld

"The Ecology of the Succubus?” | har
that would be borh the mast pepular
and most revited ariicle of Dracon s
history. Well think abour it . . .
probably oo much.
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- by Chris Tanner - ilustrated by Wayne
_ Reynolds; Anile Swekel, and Jersmy Jarvis
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n the never-ending battle of

a wide variety of
infused, each with their
unigque powers.
honded with a

re will-
ong as they

‘e
to the alpha male
in a pack of dogs, Trumper-archon-
infused often sing merrily, whether
while travel ombat, or when
they are af
Eladrins mak

but net 1o Ihr

. Lemahinf u
d, and are ca

tals who a
|'3|F'III'E" Cle

, the Forcas o
¢ oa desirs o

the corrupt soul
* th FIL-IT'PDSF: of movi

Th-:: mfu:'.
enls bwo patl

to become
an infused can choo
lass path, but once a
, the character can-
in rhu ot

from either

ﬁ IF playing-one of the forces

of light's chosen few seems
appealing, here are some suggestions
enhaw 1o ally with the denizensaf the
Lpper Planes. Allef this depends on
wibial- your O allows; of course.

Contact with-an Arfifact or Haly
Relic: The handiwark of the dods s
everywhers, hut every once &g while. a
deity of good might decide to faka the
time:to craft an tem devaied fothe
defense of the forces of justice, The daity
might send 8 sErvant oo inhsbit fhe e,
to jucksn wehever finds (F and aftempts to
wield It Thosewho are Fourpd worthy
it becoma this iew host of the
cekestial creanire inhaoiting the relic,

[nheritance: So much-has bean wintten
et ancient famity curses, few koo
Ahoart the blessad Families. Those especialy
bleszed affesn have 2 divine guardian,
devarar to tha profection of fhe patriarch
e matriarchof the clan, @iving them
diving vision, When the mest Feneration &
b, thie-guardian & passed of, sormerimes
dractly: hound to the soul of ane of tha
Tamity's heszs. waiting o be awekenad,

Aftracting-the Atfention of ‘s God; |t
tekes @ lot-tada-this; Buk iF wau can
perfarm.-a work of good that catches
the watching eye of deity or one-of its
sapvants, you may find yoursell tha
hesr of & celesrial.

Channelirg: Fage 23 of the Hook of
Exalted Deeds describies channeling,
wihich is whin a willing mortal merges
i3 essence with That of a cetestial. The
[omg=term tand: hefween the two can
allew: for the morial to rake leveds in
the infused prostise class,

H Teking & level of the infused

pristige class shouldhe &
chnice a plaver makas for her
character, nat a decision made by 1he
D The DB should neser forcs
characten developmant i ane direction
ar anpther, aspecilly it thar path could
ke dangercus or disadvantageous.
Fiarcing the fife of righteous do-gondar
might not sif well with some pleyers,
byt the creative D can always Tiod
thie righr spin for oy situation.

Divina Task{ Mothing mafivaes
plavers e god's will 1T a god decreas
rhat:a chararier must gooan a quest
puting a-cetastial in hersaul toodest her
resehve could e a sood molivaior.

Past Tranzgreszions: The character
o hee ancastons might have committed
an-ach a deinear celestiad considers
reprehensibie, To purify fheir souk, the
characker's dead ancestors send outan
angele agent i make surs the
characher discovers, o in Some Cases;
rediscovers, the path of Hght,

www.paizo.com/dragon



CLASS FEATURES

All of the following are class features
of the infused presfige class. When
the celestial grants spell-like abilities,
they have a caster level equal to the
infused's character lewvel.

Weapon and Armor Proficiency:
The infused gains no new weapon
ar armor proficiencies.

Spellcasters: Mo matter what their
alignment, infused spellcasiers can-
not cast spells of the Evil descriptor

Clerics: Clerics who used nega-
tive energy to rebuke undead and
spontaneously cast inflict spells
N USE posilive enerdy 1o turm
undead and spontaneously cast
cure spells. They do not increase
their turning abiling when they take
levels of the infused prestige class.

Spells Per Day/Spells Known: Ar
specified levels gained in the infused
spellcaster prestige class, the char-
acter gains new spells per day and
new spells known as if she had also
gained a level in a spellcasting class
she belonged to before adding the
prestige class. She dees not, how-
ever, gain any other benefit a char-
acter of that class would have
gained (metamagic or item creation
Feats, new familiar abilities,
increased turning ability, and so en).
This means that she adds these ley-
els of the infused spellcaster class
to the level of ancther spellcasting
class she has, then determines spells
per day, caster level, and spells
known GiF a bard or sorcerer]
accordingly, IF a characrer had
more than one spellcasting class
before becoming an infused spel-
caster, she must decide to which
clazs she adds the new effective
level far the purposes of determin-
ing spells per day and spells known.

leon of Glory (Ex): Beyond a
simple identifying mark, the icon of
glory is a powerful glyph encoded
info the flesh of the infused.
Typical icons of glery are runes in
the Celestial tongue, the haly sym-
bol of & good deity, or another
powerful word or emblem of right-
eousness, It grants the infused a +2
botus on all Charisma-based skil
checks when dealing with individu-
als of good alignment.

20 July 2004

Celestial Power I: At and level,
the celestial begins to gift the
infused with its divine powers, The
power granted depends on the type
of celestial bonded o her soul,

remave fear.
« Planerar—Resilient (Ex): The

tion and gains a bonus on all

« Astral Deva—Spell-Like Abilities
(3pk 3/ day—detect evil1/day-

infused is immune 1o perrifica-

INFUSED CLASS REQUIREMENTS
T qualify to become an infused tspeflceser or warrior), a character must fulfill all
the Tollewing crireria,
I Base Attack Bonus: +4.
Base Will Suvel 2,

Alignment: & creatre of any alignment maey become infused,
but an infused cannel adwanee In the class when possessing an
el alignment,

Bpecial; The character must share her soul with the personality
of a particular celestial. Ses the For Your Campsign and Far Your Characier
sidebars in this articls for sugsestions about bow to handle celestial
infusion and Infused characters. The plever should work with the
(b to decide which celestial works bast in the campaign. The
chiice should maks sense for the character’s background and
the situation that the characrer finds herself in,

A character may only progress as an infused warricr or an
infused spellcasier, she can not fake levels in both classes, Once
the character chooses a celestial o bocome infused with she is bonded 1o thar
creature For the rest of her life and may not later become infused with
ancther celesrial.

INFUSED CLASS SKILLS

The infusad's class skills tand the key abilisy medifier Tor each skill are Climb (S0},
Comcentration (Cond, Craft dnth, Diplomacy [Chal, Heal (wisl, Jump (3l
Krowledge larcanal (int), Knowledge (religion) (nt, Knowledge (he planes] (nt),
Listen [Wis), Ride (Dex), Search (nry, Spelicratt dnt), and Spot Dwis),

Skill Poines Af Each Level; & + Int modifier,
T ——— )
e
INFUSED WARRIOR ADVANCEMENT
Basze
Adrack Fort Ref il
Lewal Bonus Save Save Save  3pecial
i 3 +2 +0 +0 loon of glory
k3 -2 +1 + v Celestial power |
3 3 “q 1 +1 Minor physical change
4 +4 +4 + 41 Cedesrial power ||
5 +5 v 1 + Beneficence
il +6 +5 +2 42 Mederare physical changs
7 7 g vz +¢  Celestial power Il
a +ih i ] 42 Tongues
q +y i ] +3  Major physical change
I 0 +10 =7 +3 +3  Celestial power [V
INFUSED SPELLCASTER ADVANCEMENT
Bage
Attack  Forr  Ref Wil Spells Per
Level Bonus Save Save Save  Special Day/ Spealls Known
1 2] ra b0 48 leon of gory +1 caster level
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9 12 ¥ + +3  Minor physical changs 1 cagtar level
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7 g w2 ae e Celestial power NIl +1 caster level
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saves against poison
egual to half her
infused level,
Solar—Archery
Mastery (Ex}: The
infused gains profi-
ciency with long-
bows and

composite longhows.
In addition, any bow
the infused uses {and the

arrows it fires) is rreated as good-aligned for the purpose of over-
coming damage reduction.

Lantern Archon—Improved Initiative: The infused gains Improved
Initiative as a bonus fear,

Hound Archon—Expert Tracker (Ex): The infused gains the Track Feat
as a bonus Teal and always considers Survival a class skill.

Trumpet Archon—Minor Trumpet (Sul: The day after the infused
gains this ability, she awakens to find a gleaming trumpet lying al
her feet, The rrumpet functions as a masterwork musical instrument.
If the trumpet is ever stolen, it becomes a useless chunk of metal
unitil the infused can recover it If the trumpet is destroyed, the
infused must receive an atonement spell, The day afler she atones, a
new Trumpel appears,

In addition, the infused can, as a free action, fransform the
trumpet info a masterwork greatsword once per day per infused
level. The frumpel can remain in its greatsword Form for one round
per infused level per transformation, The greatsword cannot be
enchanied as a normal weapon, but it can be the target of weapon-
enhancing spells. The infused gains Martial Weapon Proficiency
lgreatsword} as a bonus feat,

Bralani—Spell-Like Abilities (Spk: 1/day—detect evil and gust of wind,
Ghaele—Holy Energy {Ex): Whenever the infused attacks with a naru-
ral weapon, unarmed attack, or melee weapon, she deals an additional
point of damage to evil creatures and +1d4 points of damage 1o evil

or to cha!IengE }fuu and vour friends.

B

This issue’s
Riddle:

A eage unciosed,

A Desast withing

8 Wh juimps and bites without remoese §I8S

A eage of stone
Wihith tosrer bailt,
T taine the elemental force,

Gied 4 mew riddle sach week in
wour email Sign upoan;
riddles cloudkingdom,com

Tind te reddle answor i cor ol s i this isaue

Need *;E}metbmg
more than
“String or nothing”?

Riddle Boolys

Each Riddle Book contains 75-80
riddles for use in role playing games

Need a break
from
Hack &s Slaﬂsb’?

Riddle Rooms

Riddle Rooms are riddles and puzzles
presented as rooms that can be added
to any dungeon or adventure. Each
room has one or more illusirations.
{ an be usrsd wu:h any s}fstem

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




outsiders and undead, This bonus damage doas not
stack wirh the holy weapon special ability,
Avoral—Lay on Hands {3ul: This ability functions
as the patadin ability of rhe same name {(see the
Player's Handbook, page 44). If the infused already
has levels of paladin, her infused levels and pal-
adin levels stack for the purpose of determining
how much healing she can do.

Leonal—Lay on Hands (Sul: This abiliry funcrions
as the paladin ability of the same name [see the
Flaver's Handbook, page qq). If the infused already
has levels of paladin, her infused levels and pal-
adin levels stack for the purpose of determining
how much healing she can do,

Minor Physical Change: Al ard level, the infused’s

body begins to show signs of the positive influence
inside her, The change doss not grant any special
bonuses or penalties, but it often brings artention o
thase who see it. The exacr change depends on the
type of celestial:
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« Astral Deva: The infused's skin takes ona
broanze sheen.

« Planerar: The infused becomes complerely bald.

» Solar; The infused's eyes became a shining
tepaz shade.

= Lantern Archon: The infused's skin takes on a sil-
vary shine,

» Hound Archom: The infused grows a doglike muzzle.

« Trumper Archon: The infusad's skin takes on a
areen shade.

+ Bralani: The infused's hair and clothes always
appear windswept.

+ Ghaele: The infused’s eyes become pupilless and
pearly white.

« Avoral: The infused’s arms grow feathers, and her
hair takes on a feathered style.

« Leonal: A thick mane surrounds the infused's head,

Celestial Pawer Il Ar 4th level, the infused is deemed

worthy fo recelve more powerful g{lf‘rs.
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Astral Deva—Spell-Like Abilities (Sp): 1/day—discern fies and
remove disease,

Planetar—Spell-Like Abilities (Sph 1/ day—dispal magic and remove disease.
Solar—3pell-Like Abilities (Spl: 1/ day—dimansional anchor and fnvisibility,
Lantern Archon—Spell-Like Abilities {Spl: 1/day—releport,

Hound Archon—Change Shape (Sul: Once per day, the infused faing
the ability ro turn-into any canine form of Small o Large size and
back again as a standard action, This ability functions like the pofy-
morph spell, except as noted here. The effect lasts for 1 hour per
infused level, ar until she changes back. Changing form doesn't pro-
voke an attack of opportunity. The form chosen must be that of a
doglike creature. For the purpose of this ability, canines include any
doglike or wolflike creature with the animal type,

The infused loses her ability to speak while in animal form and is
limited to the sounds that a normal, unirained canine can make, but
she can communicate normally with other doglike beings of the same
kind as her chosen form,

Trumpet Archon—Greater Trumpet Sword (Su): When in greatsword
form, the infused's frumper acts as a +2 grearsword,

Bralani-Wind Column {Su): Two times per day, as a move action, the
infused can surrcund herself with a column of wind, While within this
wind column she gains a fly speed equal to her base land speed with
average mangcuverability, The infused can maintain this column of
wind for 1 minute per infused class level,

Ghaele—Gaze (Sul: While not as powerful as the gaze of a true ghaele, the
infused’s gaze altack is still quite potent. Evil creatures of = HD or less
within 30 feet thar meet her gaze become shaken for 1dio rounds. Nenevil
creatures and evil creatures with more than 5 Hir Dice can make a Will
save [DC 10 + infused level + Charisma modifier) to resist the effect.
Avoral-Spell-Like Abilities (Sph 3/day—magic missie,
Leonal—Spell-Like Abilities (Spl: Ar will—speak with animals

Beneficence: Al sth level, the infused begins to show signs of her
bonded celestial's positive influence. If the character Fails to help a person
in need or perform another act of goodness when the opportunity pres-
ents itself, the celestial becomes slightly disgusted with the character, caus-
ing her to suffer a -1 penalty on all attacks, saves, and checks for 1 day.

Moderate Fhysical Change: At 6th level, the infused's body undergoes
another changs, more dramatic than the previous one.

Astral Deva: The infused’s muscles grow, increasing her Strength by +2,
Flanetar: The infused grows beautiful wings from her back, giving her a
fly speed equal 1o her base land speed with average maneuverability.
Solar: The infused grows majestic wings from her back, giving her a
ity speed equal to her base land speed with average maneuverabiliry,
Lantern Archon: The infused’s skin gleams and her nose, ears, and lips
become less pronounced. She gains resistance to electricity 10 and
immunity to perrification.

Hound Archon: The infused's teeth sharpen into a powerful set of
fangs, granting her a bite arrack that is a natural weapon that deals
6 points of damage (1d4 for a Small infused). This can be a primary
or secondary attack, Note that the infused does not #ain multiple nat-
ural attacks for having a high base attack bonus.

Trumpet Archon: The infused grows beautiful wings, giving her a fly
speed equal to her base land speed with average maneuverability,
Bralani: The infused gains the grace of the wind, increasing her
Dexterity by +2.

Ghaele: The infused’s muscles bulge with the might of the eladrin,
increasing her Strength by 42,

Avoral: The infused's arms meld into wings, giving her a fly speed
equal o her base land speed with average maneuverahility, Her hands

Blueprints
Finished!

Quasit prisoners
complete mapping of
World’s Largest Dungeon.

Ma}:ing their way to the surface,
these intrepid demons revealed

more than anvone knew about the
Warld's Largest Dungeon. Initial reports
show over 1300 rooms and include
every monster from the SRD. We had the
chance to interview some of the freed
(Juasit prisoners about the poor working
conditions.

“There were
monsters at every
turn, how was [
supposed 1o map
a room and keep
to my schedule...

honestiy?”  com-
plained one qua-

e AR sit. Another quasit,
who asked that his name be withheld,
confided, "I told them to quarantine that
underground lake weeks ago, and it took
poor Jzernak gettin' his flippin' wing bit
off by a gant squid for anyone to do
anything about it.”

(luasit Foreman #3091, Azzlirik, was can-
did when asked about his day-to-day expe-
rience, “There are so many climates and
diverse environments, | simply decided
to just stop dressing for warkl One day I'm
in the snow, the next I'm cutting through
ell-infested jungles. It's ridiculous.”

[t would seem that poor working condi-
tions, unforseen weather, and lost limbs
are the price one pays for being a part of
working in the World's Largest Dingeon.

he WORLDS LARGESY

{Cont. Dungeon® #110)
DURGEO!

For more Information visit
www.alderac.com




are unaffecred, but she can’t use an irem held in
her hands while flying.

Leanal: The infused’s jaw extends, and her teeth
sharpen into Fangs, granting her a bite attack that
is a natural weapon dealing 1dG points of damage
{1y for a Small infused). This can be a primary or
secondary affack, Note that the infused does not
gain multiple natural affacks for having a high base
attack bonues.

light rays have a range of g0 feel and require a
ranged touch attack to hit.

Hound Archon—Immunities (Ex}: The infused gains
immunity to perrification and poison.

Trumpet Archon—Complete Trumpel (Sul The
infused's rrumpet reaches its full potential. It now
funcrions as a +g4 greatsword while in sword form,
In trumpet form, the infused can now create a
blast of paralyzing energy three fimes per day. All

nonarchens and noninfused within 100 feet that
can hear it must succeed at a Fortitude save (DC

Celestial Power l: At zih level, the infused is gifled
with even more powerful benefirs, dus 1o her increas-
ingly noble efforts, 10+ the infused’s Charisma modifier + class level)

« Astral Deva—Spel-Like Abilities (Sph 1/day—cure or e paralyzed for 1 round.

serfous wounds and greater invisibility. = Bralani-Spel-Like Abilitg (Sph 1/day—cure serious
» Planetar—Spell-Like Abilities (Spk 1/day—&lade bar- wounds and wing wall

rier and remove fear, « Ghaele—Alternate Form (Su): Once per day, for a
= Salar—Spell-Like Abilities (Sph 1/day—cure serious
wounds and frofy sward,
= Lantern Archon—Light Ray (Ex): The infused can, at
will. shoot light rays that deal wfi points of damage
and ignore damage reduction of any type. These

number of rounds equal to her infused level, the
infused can switch between her natural form and
that of a glowing globe of eldritch colors. While
in her globe form, the infused is incerporeal, and
thus has no Strength score, Whils incorporeal,
the infused can only be harmed by other incer-
poreal crealures, +1
ar better magical
weapons, and spells,
spell-like abilities, or
supernatural abilites.
She is immune to all
nonmagical artack
forms. Even when hit by
spells or magic weapans,
she has a 0% chance to
ignare any damage from a
corporeal source (except force
effects or aftacks made with
ghost fouch weapons).
« Avoral—Spell-Liks Ability (Sph
1/ day—lighming balt and magic cir-
cle against evil
» Leonal—Improved Grab (Ex): To
use this ability, the infused must hit
with ita bile artack, It may armempt to
start a grapple as a free action that
does not provoke an attack of opportu-
nity. The infused can only use This
against creatures at leasl one size
category smaller than she is.
Tongues (Su): Ar Brh level, the
infused gains the ability o
speak with any creature that
has a language, as though
using the fongues spell.
Major Physical
Change; At gth level,
the infused under-
goes an extremely
obwious physical
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change; so much so thal she now resembles the celestial she shares her
saul with,

« Astral Deva: The infused is filled with an otherworldly grace, which
increases her Charisma by 2

» Planetar: The infused's skin turns emerald green, and she gains immu-
nity ro cold and petrification.

« Solar: The infused's skin appears silver, and she gains damage reduc-
tion 5/epic or evil,

+ Lantern Archon: The infused glows with the brighiness of a torch in
the: dark (zo-foor radius of light). She can suppress or resume this
aura at will as a free action. While the infused glows, she gains immu
nity to electricity and petrification, bul she suffers a -8 penally on all
Hide checks.

= Hound Archen: The infused's skin becomes tougher, granting her a +2
natural armor bonus, and her increasingly muscular legs improve her
base land speed by 10 feer,

= Trumpet Archon: The incredible power of the frumpet archon flows
through the infused, increasing her Constitulion by 2,

+ Bralani: The infused is filled with the endurance of the eiernal gale,
increasing her Constitulion by +2.

» Ghaele: The infused gains the resiliency of the eladrin, granting her
damage reduction 5/cold iron or evil,

+ Avoral: The infused’s eyes become hawklike, granting the infused a +8
bonus en Spot checks, In addition, the infused's skin hardens, giving
her a +2 natural armor bonus.

+ Leonal: The majestic power of the leanal grants the infused spell
resistance equal to n + infused level.

Celestial Power IV: Al 1oth level, the celesiial deems the infused worthy

of its most powerful gifts,

« Astral Deva—Spell-Like Abilities (Sph: 1/day—blade barrier and dispef evil

= Planetar—Spall-Like Abilities (Sp): 1/day—greater restoration and poly-
morph (self only],

« Solar—Slaying Arrows (3ul: Once per day, the infused can make an
arrow she fires from a bow info a sfyving arrow (see page 228 of the
Dvggaw Masrer’s Guidel, She must declare the creature type the
arrow is 1o affect before she draws it from her quiver,

+ Lantern Archon—Aura of Menace (Sul: A righteous aura surrounds
the: infused when angry or fighting. Any hostile creature within a 20-
foot radius of the infused must succeed on a Will save (DC 10 + 1/
infused level + Charisma maodifier) to resist its effects. Those wha Fail
lake a -2 penalty on attacks, AC, and saves for 24 hours or until they
successfully hit the infused that generared the aura. A creature that
haa resisted this effect cannot be afTected again by (he same infused's
aura for 24 hours.

+ Hound Archon-Teleport [3ul: The infused gains the ability to grearer
releport twice par day, as the spell cast by a 14th-lavel sorcerer,
except thar the infused can only felgport herself and up to 5o pounds
of objects,

Trumpet Archon—Call to the Heavens (Spi: The infused’s trumpet can
be used to call for aid, Twice per day, the infused can blow the trum-
pet and inveke a summon monster £X spell thar can enly summan
creatures of lawful good alignment,

« Bralani—Spell-Like Abilities (Spl: 3/day—biur and lighining bolr.
Ghaele—Spell-Like Abilities (Sph a/day—lesser glove invuinerabiling and
magic circle against evil

Avoral—Spell-Like Abilities (Sp): g/day—true seeing: 1/day—lighining bolr,
Leonal—Rake (Ex): A leonal-infused that successfully grapples using its bire
attack can make two raks attacks with its hind legs, sach dealing 1dy points
of damage plus her Strength bonus (s for Small characters), @

Llandmark
Project

World's Largest Dungeon
construction site breaks
ground today.

ith a record-breakingly large work-

force the World's Largest Dungeon
construction site broke ground today amid
repotts of possible delays and setbacks.
After months of negotiation with Bwarven
Teamsters Union #76, an agreement was
made at the eleventh hour that will keep
the profect on track.

Under the original plan, cheap Undead
labor would be used for the initial excava-
Lion. With rising medical costs and a strict
deadline, Undead appeared to be a viable
solution. However, when Dwarven Team-
sters Union #76 threatened a Walk-Out,
the Celestials in charge of finance gave in.

“The important thing is keeping the
timetable on track. With over 1500
spacious rooms and scenic views, this is
a project where evervone wins!”

“I'm just looking out for number one,”
sitid an angry Dwarf, "] mean, if we give the
undead the dungeon-making industry,
where will it stop? Soon we won't be able to
make our own dungeons, and where will
that leave us in the global market?”

Adventurers around the globe were
relieved to hear that the settlement was
reached prior to summer convention sea-
son, when prodits from the World 5 Largest
Dingeon would be needed to pay for the
entire affair. Every monster in the SRD is
expected to make an appearance, offering
a virtual cornucopia of slaying-fun for
heroes of all ages.

(Cont. Dungeon® #110)

e WORLD's LARGEST

(e

For more information visit
www.alierac.com
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MAGIC ITEMS

IN D&D MINIATURES

by Michael Donais

GREAT POWER IN A
LITTLE PACKAGE

he DERD miniatures skirmish

game allows you to cusfomize

your warband by choosing your
faction, commander, tertain files, and
the heroes or villains-that will fight for
you. The one aspect it does not cover is
what magic items your warriors wield
as they head into bartle, For many play-
ers, personalizing the magic ilems that a
DEHD character owns is as imporiant as
choosing that character's class. This
article enables you to add a level of
defail and customization to your DEiD
skirmish battles by presenting a method
for pricing magic irems and a list of
prices for some of 1he mos! popular
mag‘ic. reasuras il'l the gam:-:.

The article groups magic items inta
three categories: Lesser Magic lrems,
Greater Magic Irems, and Flat-Rate
Magic Irems.

High-cost miniatures rend o benefit
more From magic items than low-cost
miniatures. For example, if you give a
<2 fongsword lwhich gives +2 attack)
to a miniature that deals 2o damage,
then it will benefit more than a minia-
ture that deals only 5 damage.
Because of this, most magic ilems cost
more points if you give them 1o more
powerful Figures.

T
'

. &

WHO CAN USE MAGIC ITEMS?
The simplest way to determine who can
use which magic items is to say that
anly a model with a weapan (listed on
the DED RPG side of the miniafure’s
stat cardsh can use a magic weapon.
Only a unif with a shield can use a
magic shield, and only a unir with
armor can use magic armor, Most
other magic items like Tings, potions,
and wondrous items can be used by
any miniature with an Infelligence score
af 3 or higher, A unit can never wear
Iwo magdic items that go on the same
location [ike twe shields or two pairs of
bootsl. Only models thar have at least
one spell can use scrolls. More com-
plete rules far who can use magic ilems
are given in chapter 2 of the
Minfatures Handbook,

MAGIC ITEM STRATEGY

Magic items are better for some mod-
els than others, If you buy +2 magic
armor and a +2 magic shieid Tor the
Gold Champion, his AC will go from
25 fo 2g. Someone with +g affack
goes From having a 25% chance o hit
fo having a 5% chance to hit.
Opponents need to attack him five
times as often fo getl the same number
of hits. Howewer, if you buy those

magic items for the Eve of Gruumsh
{AC 1), you benefit a lor less,
Someone with a +g attack would go
from having a g5% chance 1o hit to
having a 75% chance fo hir,

IF a model already dees a lot of dam-
age, like the Minotaur, fry to improve
its chance fo hit with a +1 or +2
waagon, Un the other hand, if the
miniature does not do very much dam-
age bur has multiple artacks, like the
Bladesinger, give it a faming weapon
lor something similar} fo increase the
damage of its attacks.

NEW SCENARIOS

The simplest way To use tThe maglc
item cost rules is to allow players to
purchase magic items with the stan-
dard 100 points that a player uses fo
create his warband, Tournament play
does nol currently allow magic items.
Far casual play, here are three sce-
narios that infegrate magic irems into
the skirmish game.

IN THE NAME OF THE CHURCH
Infiltrators have robbed your church of
walugble magic weapons and armor.
Catch the thieves and recover the
prized magic items. Your church has
suffered significant losses but manages
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Recket Launcher

he Diinvceon Masier's Guide notes that “rechnology

defines a sefting as much as culrure,” and it offers a

selection of weapons and items from societies far mare
advanced than those commonly found in standard DED
ames. These lists are far from comprehensive, however. To
reflect an era defined by rapid advances in scientific knowl-
edge and new inventions, a DM shaould be equippad with a
selection of appropriately advanced devices. With that in
mind, this article presents a wide range of "high-tech” items,
appropriate for use in nearly any campaign.

GUNPOWDER WEAPONS

Although varied in their range, strength, and usage, an
aszoriment ol wespons from distam lands and advanced eras
made deadly use of gunpowder. From elegant dueling pistals
to erude handcannons, there is considerably more to gun-
powder weaponry than just pistols and muskats. Unless oth-
erwise noted, a gun requires two hands o load and 1 ounce
of gunpowder for each shot. Reloading a firearm is a stan-
dard acrion that provokes attacks of opporfunity,

Blunderbuss
The word blunderbuss is derived from Durch and literally
means, “thundergun” Their trumpel-shaped barrels were
designed to scaffer shot across a wide arc, making them
popular ameng both homecwners and naval boarding parties.
Much like a primitive shotgun, the blunderbuss was not
designed for accuracy of any kind. When fired, a blunder-
buss does not require the user to make an attack roll. Rather,
all creatures in a zo-foot cone must make a DC 15 Reflex

| Gunrest

save or be struck by shot (see the Gunpowdar Weapons
tablel. Those who make their save suffar only hall damage,
Because no attack roll is made using this weapon, a blunder-
buss cannot cause crifical hits.

Blunderbuss shol consists of 1 pound of nearly any form
of scrap metal, stones, or other improvised bullets. However,
the sizable cone expelled by a blunderbuss requires that 4
ounces of gunpowder be used in loading and reloading the
weapan, instead of fhe standard 1 cunce,

Carbine
When it bacame clear 1o even cavalrymen that lance-wielding
charges were finally obsolete, the need arose for @ weapon
that could be fired and reloaded from horseback. Bridging the
gap berween rifles and pistols, the carbine is a short, light
weapon that sacrifices range while maintaining firepower.
Carbines are more or less identical to normal muskets, but
they have shorter barrels and lighter frames that reduce their
range significantly. Howewer, since carbines are built for
meunted combal, a character firing from the back of a mount
making a double move suffers only a -2 penalty 1o his ranged
attack rolls {instead of -4). Also, a character firing from the
back of a running mount suffers only a -4 penalty to his
ranged attack rolls (instead of -8). See page 157 of the Plyer’s
Handbook For more information about mounted combar,

Hand Cannon

Large and unwieldy, hand cannans are relatively primitive
firearms manufactured by cultures just learning how 1o use gun-
powider, Also known as an arquebis, a hand cannon consists of
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a smooth barrel bound 10 @ wooden stock

by tight iron hoops

Cue o rheir simplistic design,
hand cannans do not have the
range or damaging capability of
mare advanced muskets. However,
their simplicity makes them the
cheapest of all firearms.

Pistol, Dueling
Finely crafted to suit the tastes of
quarrelsome young aristocrats, dueling
pistols represent the height of the gun-
smith’s crafl. They use the best materi-
als available and are heavily
personalized and elaborately decorared.
Dueling pistols are essentially mas-
terwork pistols sold in marched sers of
Pwa [see the Dunaeon Mastan’s Guide,
page 145k Masterwork firearms are
treated just as any other masterwork
ranged weapen, offering a 41 enhance-
ment bonus on arfack rolls, The price
on the Gunpowder Weapons rable lists
the price of a matched set of two
dueling pistals,

Pistol, Grenade

Grenade pistels look much like rifles or
muskets with a blunl, wide muzzle that
ends just inches beyond the firing
mechanism, Capable of leading and fir-
ing a variety of thrown weapons,
grenade pistols greaily increase the
threat of these weapons,

A grenade pistol can launch any of
the Following projectiles, which can also
be used as thrown weapons (see page
158 of the Flayar’s Handbook), At the
(' discrefion, grenade pistals misht be
capable of launching other objecrs,
altheugh items in flasks or bags are
destroyed upon being fired, A grenade
pistol requires 4 ounces of gunpowder
to fire,

Bomb: This round gunpowder bomb
must be it before it is loaded info a
grenade pistol, Lighting a bomb
requires a move action in addition ta
the time it takes to load, While lighting a
bamb, a character can decide how long
he wants the fuse to be, choosing when
it detonates from 1 fo 5 rounds or upon
impact if the weapaon is immediately
fired. This allows the grenade pistol's
user to keep the weapon loaded for a
time before firing or cause the grenade
to explode several rounds after it has
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been fired,

When the fuse expires, a bomb deals
2df points of fire damage to all crea-
tures within g feet. Anyane caught
within the blast radius can make a DC
15 Reflex save to take halt damage. As
with thrown weapons, a bomb may tar-
gel either a creature or a specific grid
intersection and deviates if it misses.

Bomb Casing: These containers are
essenfially weaker forms of normal
bombs, the majority of their gunpowder
replaced with a plugdged empry hollow.
IF the user wishes, a wide variety of
volatile chemicals or dangerous items
can be placed within, allowing them to
survive the blast of being fired,

Even though the explosion deals no
damage, a bomb casing must still be lit
befora it is loaded into a grenade pistal,
the charge breaking the casing open
and scattering irs contents. Lighting a
homb casing reqguires a move action in
addition to the time it takes to load.
While lighting the casing, a characrer
can decide how long he wants the fuse
ta be, choosing when it defonates From
1 1o 5 rounds or upon impact if the
weapon is immediately fired. This allows
the grenade pistol's user o keep the
weapon loaded for a time before firing
or cause the grenade to explode sev-
eral rounds after it has bean fired,

Bomb casings are commenly filled
with a flask of acid, a Tlask of holy
water, a tanglefoot bag, a smokestick,
or a thunderstone. Loading any of
these {or similar) items into a bomb
casing requires a move aclion thal
provokes an attack of opportunity.
Once loaded, these items (and items
ke them) are not damaged by being
fired, and upon the bomb casing's Fuse
expiring, the small explosion disperses
them just as if they had been rhrown,
See each item’s individual description
for its exact effects.

M bomb casing can also be used as a
delivery method for some peisons. Casings
can be filled with 5 wses of either a contact
or inhaled poison, each of which must be
applied as a standard action-and risks poi-
soning the character as normal. Once filled,
the poisoned casing can be lit and fired: as
narmal. Upon deronating, the: poison &
scattered in a g-foot-radius splash from the
paint it landed, exposing all the crearres in
that area (see the effects of poisons on

USING FIREARMS

Severzl Factars cammanly averlooked when
using: other ranged weapons should be con-
sidered when using gunpowder arms.

ATTACKING WITH FIREARMS

Fireprms are ranged weapons and fflow al
of the rules for using such arms. As they
have a sturdiness notseen in less advanced
rangad weapons, characters can use firearms
45 improvised melse weapons, sieking Har-
getawith the weepons butts (see cne-hapded
ard two-handied malos weapons on the
Gunpowder Weapens rable). Lsing & loaded
firearm ir this fashion in melea-is exiremely
dengarous, as 1he weapon bes a 50t chance
ol firing after each successiul arrack, hiring
its wiglder and desling normal damage,

LOADING

In addition 1o having 1o be reloaded after sach
shor, firaarms akso require 1 ounce of gun-
powdar to fire, Adding readity asvailable gun
powder (such as that held in & powderharn) 5o
a firearm is considerad in the tirne it takes to
reload a weapon, but it is neverthidess an ele-
ment characrers must have ro reload thair
weapons, Drawing gunpowder from 2 pow:
durksg or other source can significantly
Increase the time it fakes to rebopd, 50 nearhy
2% characters that use Fresrms should keep a
least ore powderhorn on hand at all fimes,
Meze information on gunpowder can be found
on page 145 of the Covaeon Masiees dile

SKILLS AMD FEATS

FCs who plan on wsing firearms should Fake
thi Exofic Weapon Proficiency (firearms)
lear, fo avoid the -4 penalty fo sirack rolls
for using weapons they are not proficient
with, Urlike other proficiencies in exotic
weapond, Exotic Weapon Profiziency
(firearms? applies to all firearms, not just a
single type lsee page g4 of the Dunseoy
MasTeR's Guidel, Otfer fears ke Point Blank
Shot or Procise Shot can also groatly
increase accuracy. Having a few ranks in
Craft (alchermed mighe also sid in dealing with
and creating gunpowdar,

I & character plans on using larger artillary
wisapons, faking ranks in skills like Profession
{ziege engineer) areatly increases the rate of
attacks using these massive weapans, while
Kronwledgie Garchatecture and engineering)
might-aid in picking. out prime. defansive tar-
gets, Also, siege engineers might want fo faks
the Leadership Feal ho assure fhat they alwavs
heve a crew on hand o aid them in moving
and firing artiilery weapons.




page zg7 of the Donirow Mastrs Guidel,
Henever, since the broad splash is a less
than an optimal method of ransferal and
does not assure direct exposure, the DCs
of Fortitude saves 1o resist these exploded
polsons are decreased by -2, Posons
sproad using bomb casings are used up
after detonating and do not affect crea-
fures on later rounds,

Conister: These light, eylindrical con-
rainers Function much Bke bomb cas-
Ings, anly they contain no gunpowder.
A cork ar one end of the iron canisier
allows an item the size of a potion or
folded scroll 1o be fired from a grenade
pistal and land witheut damage. A can-
ister may target either a creature or a
specific grid Intersection, as If it were a

thrown weapon, and deviates if it
misses (see page 158 of the Player’s
Handbook). If the canister’s rarget is a
creature; the rarger may attempt to
catch it, if it has a free hand, by making
a successful DC 15 Dexterity check. If
the target fails this Dexterity check, the
canister deviates as IF it had missed.

Pistol, Hilt

The most prolific of all combined
weapons, hill pistols are firearms built
into another weaspon, Nearly any
wiapon can have a pistol bulll inta i
History provides examples of even
whips and axes with attached guns. A
hilt pistal allows a wielder 10 choose
between attacking with either the melee

weapan or the hill pistal, without hav-
ing to switch between weapons, A
character with multiple arfacks can
even make a single ranged attack using
the hilr pistol as parr of a Full arrack
action, withour suffering the penalties
far fighting with fwo weapons, A hilt
pistel used in melee combat s still con-
sidered a ranged weapon and provokes
aftacks of oppertunity, An enhance-
ment banus on the weapan the hilt pls-
tol |s artached ro does not apply 1o the
attachad hilt pistol as well, although this
pistal can be enhanced separarely,

Pistol, Holdout
Commonly used by gamblers, spies, and
other professionals who need easily
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WEAPON ATTACHMENTS AND MODIFICATIONS
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concealable firepower, holdeut pistols
are small and light enough 1o be carried
without beng noticed

Due to their size, holdaur pistols
have o severely limited range, but
characters galn o +2 bonus on Sleight
aof Hand checks made 1o conceal hilt
pistels on thelr bodies (see page 81 of
the Players Handbook).

Fistol, Shield

One of the few forms of combined
weapons thar meld weapons and
armor, shield pistols are firearms that
run directly through a shield and can
easlly be fired by its usar, Any shield,
except a buckler, can have a pisrol
bullt inte 1t, usually protruding from
the top or directly through the center
# shield pistal can be used 10 either
make a ranged aliack or fo increase
the damage of a shield bash, When
used to make a ranged attack, the user
can fire it like a pistol. When used with
a shield bash, a successful attack deals
the pistel damage in additien 10 the
shield bash damage. The damage dealt
by a shield pistol in a shield hash is
multiplied using the shield bash's criti-
cal multiplier on a crirical hit. An
enhancemen! bonus on & shield or
shield spike does not apply o the
attached shield pistol as well, aithough
the pistol can be enhanced separately.

Pistol, Spear

One of several forms of combined
weaponry, spear pistols merge the
defensive capabilities of a spear with
the destructive power of firearms, Any
spear or similar piercmg pele-arm can
have a small pistal bullr into i, just
below the blade, A spear pistol fires
the first Hime a rarget is hit using the
spear it Is atfached to, dealing addi-
tonal damage. Since it does not have a
normal trigger, a spear pistol cannot
be fired as a ranged weapon, An

enhancement bonus on rthe spear does
not apply 1o the attached spear pistol
as well, although the plstol can be
enhanced separately.

Rifle
In contrast to the smoath-barreled
musket, rifles have a series of ridges or
troughs spiraling along rthe inside of
their barrels, which spin the buller as it
Is fired. This greatly improves range
and accuracy, allowing troops to hir
individual 1argeis at long range, rather
than relying on massed firepower. For
this reason, they quickly became popu-
lar with snipers and irregular troops
such as skirmishers who fought away
from the main bartle lines.

Rifles function essenially the same
as muskets but they have considerably
better range.

Rocket Launcher

Although not widespread, Chinese
adwvances in missile technology
throughout the twelfth century were
considerable: Over the course of a few
centuries, rockels advanced from
improvised melee weapons o, in one
case, a multi-stage naval rocket capable
of traveling aimost 2 mile.

The rocket launcher presented here
iz a small, man-portable variery that
can fire three different types of ammu-
nition. As a delivery platform, it is rela-
tively unsophisticated, consisting of
little more than a reinforced and fire-
proofed meral rube. Fiting a rocket
launcher is a full-round action thar pro-
vokes an attack of opportunity. The
three types of rockets are:

Explosive: Explosive rockets are
made by packing scrap meral around
core of gunpowder. These rockets can
target either creatures or specific grid
infersections and deviare if they miss,
just a5 thrown weapons do (see page
158 of the Alayer’s Handbook), When

FARING MECHANISMS

Firearma functian on the explosive reaction

gunpendder has whan wxposed 10 fire, sing
this blant to expel o projeciite ar dangerous
spaeds. Higtarically, numaraus devices wers
uzed to create the spark neaded 10 ignite o
firmarm’s gunpowder priming, & faw of the
mizat popular and widaly used firing micha-
nisms are presented haee, Unbess the DM
wiahes, these firing machandams do no
affect the prica or capobilitios of firearms in
gamn pay,

ALINTLOCK

Upan pulling the leraarm's trigger, the i
contmning the gunpowdar 18 axpaasd and a
piece of flint scropad sbove i1, The eeslring
sparks |gnife this priming, cousing the
winapon fo fire. The alagan) simpliciiy: amd
speed of this mathod makes it ana of tha
miaat widely ussd and favarad Firing macha
nisms of bath gunfighters and gunsmiths

MATCHLOCK

One of the earlinst frng mechanisms wied,
this methad required the flrsarm's user 1o
ligghe & sbow-burning fuse suspendedl shove
the: pan, Every fima the trigger (s pulled, the
primed pan is exposed amd the fuse insartid,
apgdying the fire directly znd firing the
weapan. Althcugh widely used; this cheag,
simple mechanism is show and inefficiant;

IF tirearms: use matchlock mechanisms in a
specific campalgn world, the DM might rule
that a move sction must be spont to light a
firearm’s fuse before it can be firad.

WHEELLOCK

By applying & piece of iron pyrite to & spin-
ning whesl, rhis mechanism cregtes sparks
thar shower the pan and ignite the priming.
Although more efficient than marchlock Firing
mechanisms, the complesty and price of
wheellacks prevented them from sering
widespread used.

thie rockets strike a target, the gunpow-
der charge is ignited, dealing who
paints of damage on a direct hit and
1y points of damage to every creature
within 5-feot radius.

Incendiary: This is a container of
alchamist’s fire mounted on a small
rocket. These rockets can target either
oreafures or specific grid infersectiong
and deviate if they miss, just as thrown
weapons do (see page 158 of the Plaers
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Handihook), Upan hitting a targer, an
incendiary rocket is treated exactly as a
thrown Flask of alchemist's fire (see page
128 of the Flayer’s Hanobook],

Spear: By attaching small rockets 1o
the front of a heavy metal spear, a new

OPTIONAL RULES: PRICING
AND DAMAGE

Tha Qumiton Masitg's Guioe presents
pedvanced weaponry s technological rarities
an par with the equipment presented in the
Plaver’s Handbiaok, & few changes 1o {he
atandard rules For the pricing and damage of
thesns iams can easily make them more avail
ale and appeeling options 1o PCs on 2 world
[illndd withy gunpowder technolagy,

PRICING

Gunpowder weapons have the sdvanfage of
heing easily moss=-produced, This means 1hat
once 4 compagn workd's craftsmen develop
this required skilty, (irearms can porentlally
becoma Lheaper 1o meke than crossbows, A
[IM whe wishas 1o lower the prices of such
wedpons could realisically have an
pefvanesd cullure produce most of the
equipment prasented here of three-guariers
to ona-kall the listed prices,

DAMAGE

Ingreasing the damage dealr by gunpowder
waapons 8 sure to ralse the PCs' eyvebrows
and Interest them In using new technobagy.
Omie option 5 10 let firearms deal damage as
if sthey were @ size category larger, which
tnore Then compensares for their long retoad
fimex. Another possibllity is 1o incTeass their
threet ranges or critics! multipliers, simuiat-
ing the unpredicrable nature of early
firearmg. Be careful when advancing threat
range and criical multipllers; ss increased
critlcal hirg tends fo benafit NPCs and mon-
slers more than player characters,

projeciile is created with range and
penetrating power far in excess of any
miuscle-powered javelin,

Weapon Attachments and
Madifications

Histarically, the ofren slow and danger-
ous task of reloading a firearm made
traditional weapons seem more appeal-
ing. To overcome their weaknesses,
several improvements were developed
1o increase the threat and usefulness of
gunpowder weapanry.

Bayonet, Fixed
To sllay the difficulties of loading and fir-
ingt past an obirusive blade, the fixed
bayonet is a daggerfike point with a
curved elbow affixed directly to the
muzzhe of a firearm. Although they can-
not be removed, fixed bayonets are
fashioned in such a way that they dont
impede the use or loading of the weapon,
A weapon augmented with a fixed
bayonel can be used in melee, just as
any other bayoner, but it does not rake
additional time 1o draw or affix, and
does not impede the loading or firing of
the weapon

Bayonet, Plug

The first bayonets were linle more than
daggers, their hilts jammed info the
barrels of firearms and generally used
only in emergencias.

Plug bayonets can be afached 1o any
firearm as a move action, but this pre-
wents the weapon from being loaded or
fired for as long as it remains artached.
When firted 1o a gre-handed firearm,
bayonets create a dagger, while bayo-
nefs on two-handed weapons are
treated as shortspears.

A plug bayoner must be drawn like a
weapon in addition o the fime it takes

MISCELLANEOUS ITEMS
Item
Bandallar
Evesting cylinder
Cunrast -
Powdarharn®
Pawiler keg®

Sipringhes
Whirhgig

Cant Weight

2 gp g -
g i

2 gp 5%
3580 L
z50 gp i b,
o gp 5k
foo gp 1o

*These tema orlginally apoeaned In the Dusceay Masmes Guide.
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ta affix one toa firearm.

Bayonet, Ring
As gunpowder weapons became more

comman, the shortcomings of the plug
bayonet became progressively more
obwvious. Many of these problems wera
solved by the infroduction of a bayonet
that fitted around the muzzle of the gun,

Ring bayoners funchion exactly as
plug bayonets in combal, excep! a3
nated hera, ‘While a ring bayoner Is In
place, the weapon may still be fired, but
ar a -z penalty ro atrack rolls,
Attempring 1o reload while a ring boyo-
net is ficed requires a full round action
as it is difficult to reload araund the
pratruding blade.

A ring bayanet must be drawn like a
weapon i addition 1o the fime It takes
to affix one to a firearm.

Bayonet, Spring

A spring-loaded hinge attached to a
firearm's muzzle keeps these bayonals
out of the way while firing ond loading,
yer silll allows them to be deployed
swiftly, With only a simple adjustment,
these bayonets make a firearm melee-
ready in a moment,

Spring bayoners can be added 1o any
firearm and can be ser into place (or
withdrawn) as a move acrion, As the
blade extends above the muzzle of a
firearm it can still be fired while the
bayonet is fixed, although ar a -2
penalry on atrack rolls,

Breachloading _
Although reliable, breachloading
weapons were not introduced unfil the
|atter half of the nineteanth century.
Individual craftsmen in your campaign
might experiment with weapoens thar
can be reloaded through a hatch near
the base of the gun, a far easier and
faster process than ramming shot down
the barrel

Breachloading can be added to any
firearm, making it much easier to load
than comparable bore-loading firearms,
Weapans with breachloading that previ-
ously required a standard action to relox
may be reloaded as a mave action,

ARTILLERY
The discovery and use of gunpowder
saw its first applications in artillery and



"~ ARTILLERY

Artillery Cost

Bombard: 3,500 gp
Field gun 2,500 gp
Organ gun 000 Ep

siege-worthy weaponry, Artillery
weapons make use of many of the same
rules as siege weapons (found on page
o0 of the DunGeon Mastin's Guide)

Bombard

The ancestors of modern artillery,
bombards look much ke small, rounded
CANNGNS or mortars. Varying consiruc
tian metheds lent these weapons a wide
variety of appearances, from a series
of crude iron hoops to ornate shapes
regembling dragons and other mon-
strosities, Although inefficient and
prone 10 spectacular malfunclions,
bombards rapidly supplanied carapults
as the dominant siege weapon due 1o
their sheer destructive power,

To fire o bombard, the crew chief
makes a special check against DC 15
using only his base anack bonus,
Intelligence modifier, range increment
penalfies, and any appropriate modi-
fiers fram the Catapult Atrack
Modifiers 1able on page 100 of the
Puwiceon Masrer’s Guide. IF the check
succeeds, the cannon ball hits the
square it was aimed af, dealing the indi
cated damage to any object or charac-
fer in the square. Characters who
succeed on a DO g Reflex save take
half damage. Once a cannon ball hirs a

OPTIONAL RULE: MISFIRES

In cestain worlds, firearms might 568 be in

their infanty and are not sleays rolishin. If rhe DI wis

Damage Critical Range Increment Crew
10d6 ~ 200 f1. fioo fi. minimum) 4
Gdb - Special 2
4dB = Special 3

square, subsequent shots hir the same
square unless the bombard is reaimed

or the wind changes direction or speed.

Since no attack rolls are made, bom-
bards cannor cause crirical hirs.

If a bembard misses, roll 1d8 1o
determine where it lands. This deter-
mines the misdirection of the shot, with
1 being back toward the bombard and =
through 8 counting clockwise around
the target square. Then, counr 3
sguares back for every range incre-
ment of the artack,

wedpaney, roll another deo and consult the fsllowing table for & misfire effec

Dazo® Roll Resulr

' “:The firearm expludes. destroying the sespon and inficting +ifl daresge Upon the wiekler, il
P8 The weapon'd firing smechivom bresks. The wespon must be repsred befors being used Again, which 2osts one-quartar of fly
eapeny fotal price snd reguires @ successiul D 1 Craft (punsmithing) chiack.

-8 Somarthing prevenrs the weapon's firing mechenism from working. Datermin ng and f

miry not be used ogaln unill the problem is fxed.

il Molsriire ot the wrong amou of funporwider. provents the shot from firing. The fresrm muar be rikdded befaes it éan be fived aguin.

l2=14 A mechanicol problem prevents the firesrm from firing, The aitack s this

Loading a bombard requires o series
of full-round actions. A DC 15
Profession {siege engineer) check is
required fo sef the fuse and then
another DC 15 Profession (siege engj-
neer) check loads the powder charge,
Finally, a DC 1o Strangth check is
required to load a cannonball inta the
bombard. Ir rakes four Full-round
actions ta reaim o bombard {muliiple
crew members can perform these
actions In the same round, so it would
rake a crew of four anly 1 round 10
resim o bambard)

A bombard Is a large object with a
10-foot space

Field Gun

Althaugh iron cannons perfarmed ada-
quately during sleges, their welght and
delicate construction made it almast
impaossildle to use them in combat,
Bronze, on the other hand, was lighter
and could be cast whale using rechniques
barrowed from medieval bellmakars. This
allowed the construction of small, quick-
firing cannens that could respond rapidly
to fluid barflefield conditions.

Firing a loaded field gun is a simple
act, requiring only a standard action (that
provekes atfacks of opportunity). Upon
being fired, the field gun shoots a can-

s, whenever a1 s rollsd on'an attack rell using gumpowider

eing the problem reguires a full-reund action, The Firearm

round but may be retriad with a new artack withaut relaading,

157 Animperfecrion in fhe e auses this shot to go asiray. The firearms user makes andther stfack on ariathar creature within. 5 faef of the origin
target, randamly datsrmising which crauturs if there are multpls targtn. If theta are no othar targaty within 5 fast, the shat maraly missai,

18=20

No effeqr, the Firsarm messss a8 normal,

* Enhonced and masterwork firesems add thair enhantament binut 1o their rols on the misfirn rabls
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nonball in a soo-foot-long, 5-foot-wide
straight line directly in front of it affect
ing all creatures in that line. Creatures in
this line are allowed a DC 15 Reflex save
1o take half damage. Field guns do not
have a standard range increment and
cannol be fired farther than soo feet
Since no attack rolls are made, field guns
cannot cause critical hits,

Loading a field gun requires a series
of Full-round actions. & DC 15
Profession (siege engineer) check is
required 1o sel the fuse and then
another DC 15 Profession (siege engi-
neer) chack loads the powder charge.
Firally, a DC B Strength check is
required 1o load a cannenball into the
fiedd gun. 1 rakes two full-round aclions
to reaim a feld gun tmultiple crew mem-
bers can perform these actions in 1he
same round, so It would take a crew of
two only 1 round 1o reaim a field gun),

A Tield gun is 8 Medium object with a
g5-foot space.

Organ Gun

Organ guns saw limited use as anti-
infantry weapons, displaced by
arapeshol rounds fired by newer, more
versatile cannons, These complex
weapons look like a series of large rifles
or small cannons, arranged in a hori-
zontal row and capable of being fired
at a rapid rate,

Firing a loaded organ gun reguires a
full-round action (that provokes-attacks
of opportunity). Upon being fired, the
organ gun discharges a 1o-foot-wide
barrage in a goo-foot-long line directly
in front of it. Creatures in this line are
allowed a DC zo Reflex save to take
half damage. Organ guns do nof have a
standard range increment and cannof
be fired farther than oo feet. Since no
attack rells are made; organ guns can-
nat cause critical hits.

Loading an organ gun reguires six
OC 1o Strength checks to load the can-
non balls and a DC 20 Profession (siege
engineer) check to set and bind the
fuses, Reaiming an organ gun takes
three full-round actions (multiple crew
members can perform these actions in
the same round, so it would take a
crew of three only 1 round 1o reaim an
organ gunl.

Ar organ gun is a Large object with a
ia-fool space,
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MISCELLANEOUS ITEMS

Due 1o the versatility and power of

gunpowder weapons, a wide variety
of equipment swiftly appeared to aid
and augment their use,

Gunman's Bandolier

A gunman’s bandolier is a wide belr
worn diagonally across the chest that
developad as a replacement for the
archer’s quiver.

A gunman’s bandolier has space for
five items sbout the size of a potion,
powderhomn, or bayonet. These items are
readily availobde, allowing an item on a
gunman's bandolier 10 be refriaved s a
move action that does not provoks
antacks of opportunity. A character may
weear a maximum of fwo gunman's ban-
daoliers at once, although the second holds
only four items [a space is lost where one
gunman’s bandolier overlaps the other),

Eyesting Cylinder
Evesting cylinders are fragie tubes filled
with an sirborne irritant thar causes the
eyes 1o fill with rears and reflexively close.
Eyesting cylinders are meated as
thrown splash weapons in that they may
target creatures or specific grid infersec-
tions and can affect mulliple creatures
(see page 158 of the Player’s Handbook),
Upon siriking its targel, an eyesting cylin-
der breaks, filfing the adjacenr squares
with 2 cloud of dust. Amyone caught in or
entering this area must make a DC 15
Forfitude save or be biindad for 16
rounds. A mederare or-sironger wind. dis-
sipates the cloud in 1 round, otherwise the
clowd dissipates m 4 rounds on its gwn.

Gunrest

Uised by musketeers to keep their
weapons level during long barles, gun-
rests look something like slender, 1wo-
pronged pitchforks.

Planting 2 gunrest firmly in the
ground-and taking aim requires a stan-
dard action but gives the user a+2 cir-
cumstance bonus on his attack roll
when using a two-handed firearm for as
long as he remains stationary. Gunresis
cannot be used with one-handed
firearms or other ranged weapons.

Powderhorn
These shoulder-strung homs or keather
flasks -are filled with 2 pounds of gun-

powder. As a firearm requires 1 ounce
of gunpowder every time it is reloaded,
powderhorns confain enough gunpowder
to fire 32 shots from most firearms,
Drawing gunpowder from a powderhorn
ta reload a weapon |s a free action.

Powder Keg
These small kegs hold 15 pounds of
gunpowder, As a firsarm requires |
ounce of gunpowder every fime il is
reloaded, powder kegs contain enough
gunpowder o fire 240 shots From most
firearms. Powder kegs are not water-
praof and gunpowder exposed 1o water
cannot be used 1o fire a buller,
Because powder kegs are consider-
ably more awkward than powderhorns,
a move action is required 1o deaw an
amount of gunpowder thar can be used
in loading o fircarm, This 4 in addition
fo however long it normally rakes o
relead a firearm,

Springbox

Gunpowder was a porent bafilefield
weapon, but it proved more difficulr 10
adapt to defensive purposes.
Springboxes were one of the few pas-
sive defenses to utilize gunpowder, a
simple precursor o the modern land-
mine that explodes when stepped on,
These simple boxes are often covered
in dirt or otherwise disguised to blend
in with their surroundings.

Springbox: CR 1; mechanical; rouch trig-
ger: no reser; 20 f. blast (2d6 fire, DC 2o
save half damage) Search DC 22; Disable
Device DT 20, Marker Fricer 200 2p.

Whirligig
Although expensive and relatively easy
to nofice, whirligigs are short cylinders
with several loaded muzzles attached to
a rofating gear. Effective anti-personnel
weapeons, these items are essentially
portable traps that can easily be rigged
to a tripwire or other trigger. When
activated, the flat cylinder-shaped
device spins around, effectively attack-
ing all creatures within 3o feer by
spewing pistol shaots in all directions.
Whirligig: CR 2; mechanical location
trigger; manual reset; Atk +8 ranged
{1dio/ %3, bullersl; multiple targers (all
targets within a0 71} Search DC 15,
Disable Davice DC 2o, Market Price:
Boo gp. ©
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~ ADAMANTINE DRAGON

Dragon (Extraplanar)

Environment: Twin Paradises of Bytopia

Organization: Salitary (1 dragon, any
azel, clutch (2-5 wyrmlings, very
young, young. or juveniles), or Family
(1=2 mature adulls and.2-5 offspring)

Challenge Rating: Wyrmling 6; very
young 8; young 10; |uvenile 12} young
adult 15; adulr 18; mature adult 1g; old
20; very old 2i; ancient 22 wyrm 23
great wyrm. 24

Treasyre: Triple standard

Alignment: Always neurral good

Advancement: Wyrmling 1o-11 HD (Medium},
very young 13-4 HD (Largel young
1617 HD (Largel juvenile ig-20 HD
(Largel young adult 2z-23 HD [Huge)
odult 25-26 HO (Huger mature adulr 28-
2g HD (Hugek old 31-32 HD (Gargantuan),
very okl 34- 35 HD (Garganiuan), anclen
5738 HE {Gargantuant wyrm at-q1 HD
(Colassalk; great wyrm 43+ HD (Colossal)

Lavel Adjustment: Wyrmling +4; veary
young + 5 others —

15 Adamantine dragons parrol Bytopia, ever on alert for invad-
k.' ing fiends, spying rilmani, and other unwanted Intrustans:
These self-appointed guardians of the Twin Paradises take
the securiry of their home plane seriously, rarely visiting
other planes, Adamantine dragons are widaly regarded as
exemplars of basic goodness, They are helpful o a faull;
néver failing fo aid good beings in fimes af need.

An adamantine dragen's body 15 small in comparisen fo
its dispropartionately large claws, wings, and tall, Ir-has'a
smoath hide that gleams like & slivery metal coared [n dia-
mond dust. Sweeping horns fan back from the dragon's
snout, forming & radient, crownike crest.

Gnome peritionars of Bytopia, the closest allies of adaman-
tine dragons, often build them magnificent castles fo use as
lars. These castles are usually bulif near gnome towns the
sdamantine dragons have sworn o prafect, Occasionally, an
adamiantine dragon lairs in uncivilized Shurrock, in order to
waich over fravelers fo that layer.

Adamantine dragons speak Celastial, Draconic, and Gnome,

Combat
Adamantine dragons favor Using their hold monsier braath at
the start of combat, then they wade into battle swinging their
- massive claws and frying fo destroy any equipment thelr-snes
: “mies might have. They have no compassion for evil creafures
& and banish evil threats they cannot slay outright,
' Breath Weapon (Sul: An adamantine dragon bas two Typas
of breath weapon, a liné of searing white hot fire and a cone
I hold monster gas. Living crearures within 8 cone of ol
% monster gas must succeed on a Will save or be hekd, regard:
s of HD, for 1d6 rounds plus ¢ round per pge category. of the
ragon. This s a mind-affeciing compulsion enchantment effect.
Anereased Damags (Ex): Because of their aversized limbs and
fk.‘uunﬂ weapans, adamantine dragons deal damage as IF thery

Y
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= eia‘nzg c}ﬁa@w larger than they arrempls o ﬂﬁmyf“s gppanents’ humanoid form uniil if choosis to assume
really are. The . adamantine dragon dogsn’t  weapons and armor. a new one or refurn o its natural form.
gain tha addrﬂuﬂal aﬁacFm of the: 1a1‘gm“ Ahernate Form (Suk: An adult or older Spell-like Abilities: 3/day—mirrar
- ﬁ'ze; il fhe gmmm' darmege. adamantine dragon can assume mu— image very young er older), dimensfon
Adamantine Touch (Ex): An adamantine.  mal or humanoid form of Medium sizeor  door (juvenile or older), dispel evif (adult
dmgons natural weapons are freated smaller a5 a standard action thres 1im$ -ﬂrﬂkihrl banishment (old or older);

a5 adamantine weapons for the purpose

per day. This abiliry functions as the pofy-

1/ day—antipathy (old or older), power

of overcoming damage reduction and ?m;irnml cast by & 1oth-level caster, “word stun (angient or older), reverse
bypassing hardness. excep! that dragion does not regain _gravky {gruat wyrm).
~ Improved Sunder: An adamantine hit points far changing form and can only Skills: Heal and Tumble are consid-
dragon has the Improved Sunder feal assume the form of an animal or human-  ered dlass skills for adamnmfﬁ‘a dr,agcms
as a honus fear, and It fraquently oid. The dragon can remain in s animal or.
ADAMANTINE DRAGONS BY AGE
Base Braath  Frightful
Artack) Fort  Ref Wil Weapon  Presance
A Sire  Hit Dice (hp Sir Dex Con Imt Wis Chs  Qrapple  Amack Save Save Save o) (11
Whyrmling M s {70 hpl ig. 10 15 @ 15 G =13 #14 -f +fi 8 adf il
Vary young L 130 (ng hpl 3 T - TS S "R r AR +13/ +22 Iy *tl v 11 a8 tgl
Young L agdiedasbazhpl a7 0 o W 17 w4 mgley 32 #5 #hl =f 8 (aal -
| Jusenile | diesra l:|H-|‘;| hp! i o g W g [} i« 32 +I7 rig il +HE Bi& ':?1";] =
| ;
; Young adull  H  mdeviog(eghp) 33w om0 B g B +20/ 440 + 30 T 12 1] 1adt lag) 23
Aduli H eqdeiaizzfihpl 35 w20 o W 5 W s24/e44 434 *1g) ar #1g) 1 (2] afi
Mature adult H  zzdwesiBziggz hpd 37 m 23 o ;0 8 sapieqB 43l w15 ean  gdileg) 27
Oid G apdeszio{qoshpl 4 v 2g 20 ¥ R0 J0/+57 it 24 *I7 +27 168 (3a) 30
Wery ald G0 agdie+eBylqz8hpl 43 0 27 20 23 20 w3afebt 445 28  +id 34 1Hd8 (34 4
Anclant G 3fdierpeq (558 hpt 45 o ag 22 =25 ez e30i4B5  +4p 2 a0 +dy  aodd (37 24
Wherm € agdizeggoBgabp) 47 0 3 2 25 B +30fs73 4D #71 -2 w26 zadd (3g) 45
Oreat wirm  © qedaeqBz (735 hpl 40 00 33 24 37 24 @iv77  v51 <34 +E3 431 2408 (g2) a8
ADAMANTINE DRAGON ABILITIES BY AGE \
1 Agn Speed Iniriafive  AC Special Abifities SR
Wyrmling fio fe, vy 100 B, (good), +0 18 1+8 naruradl, [mmunity to fire. adamanting fouch, -
et swim 4o 1 reuch 10, flar-footad 15 increased damags, Improved Sunder
Y, Wery young fio ft, by 150 ff, [Averagel, o 20 [gie -1, =0 naturatl, Mirror image =
swim gqao f1, rouch g, fRat-footed 20
Young fia:fr, Ay 1gocfr (averagel, +o 23 lsize i, +ug naturall, Damage reduction 5/ magc —
swim 40 f1, touch o, fat-footed 23
Juvenile Bo fl.. fly ino fio(aversgel, =0 20 {=ire -1 417 natural), Limensson doar -
swim. 4o Tt touch g, flst-footed 26
Yeurg adult o fr, fly igo fr (averagel, =0 2B isize -2, «20 naturall,  Damage reduction iofmagsc 16
swirm g0 1t touch &, flat-footed 25
Aduls 6o i, fly 150 1. (averagel, -0 31 (size -2, ~23 natural), Alternate form, dspsl evif 14
swim 4o 1. fouch 8, flat-footed 3
Mature adull G0 1, Ay igo f1. (averagel, -o g4 (sire -3, cofnaturall.  Damage reduction 15/ magic 20
swim qo 1. towch 8. fat-footed 94
£l Bo fr,, fly zoo 1. (poor], +0 g lsize =g «2g natural),  Bmnshaent 2=
swim 4o fi. rouch B. flat-footed 35
Vary old Bo i flv zoo B, ipoorl, +0 38 {size -q +32 natursll,  Damage reduction 15/magic and 5/adamanting 24
swimn 4o 11 touch 6, flar-footed 38
Ancian 6o 11y 2on b, (poarl, 0 41 Isize -4 +35 natural} FPower word sfum afi
swim- 4o 11 touch 6, Mat-footed 4
Wrm Ga ft, My 250 it [clumsy), <0 40 {size -8, -38 naturall,  Damage reduction 20,/ maglc and 1o,/ adamanting 2l
swim 40 ft 1ouch 2 fai-footed 4o
Grsd wyrm fie i, fly 2o fr. (clumsyl, =0 473 Isine -8, «q1 nodural) Revarse gravity 40
swin 4o 1 touch 2, Flar-footnd




ARBOREAL DRAGON

Dragon |Extraplanar)

Environment: Olympian Glades
Arborea (Arvendor)

Organization; Solitary [ drﬁr”nn any
agel, clutch [z-5 \
young, young, ar [uveniles), ar
family {pair Hf mature adults and
2-= affspring)

Cha!laﬂga Rating: Wyrmling 3. very
yourng 5: young G Juvenile g
adult
Wl v :
greal wyrm 2z

Treasure: Triple

Alignment: Alwa

(Medium);
juvenile

adulr 18-19 HD (L
HOY (Hugek matu

Level Adjustment: Wyrmling +6; very
young +6; young +6; others —

& Arhoreal dragons are Foylike crearures :
to promoting freedom and goodnass for all, They hald
B holy crusaders in the highest regard and often under-
- fake missions to aid noble heroes sirigaling:in eyl
tands: These honorable draga frequently found
- enjoying wine and song i the company of elves, Fey,
and: other nature-friendly creatures.
Am.mF the rrtrr a-a'n:mﬁ- nf Thr" r'nulri-.rer sa;-arbo-

ark of séintillating scales that
nd hiug, They have alf-like
Whether flyi " walking,

clable opponents, switch-
ity berweaen spall ng l:u'q_'::||l| i
andl their natural weapons. It A
scatter opponents and pravent ern lrnrn "r::urn:lm"rrnw
anpcks. Arb Fons rajraat whf’n
numbared or hdrtl pre
fizes to cover thair esci
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of razor-sharp thorns that deal pierc-
ing damage. A creature within the
_cg‘memwgﬂh‘«a Reflex save 1o rake
half damage. )
Alternate Form (Sul: A
older arboreal dr'agon e
any animal, fey, or humami ) wf
Medium size ar smaller as a standard

dragon hamne ‘breath waapqn, a me:-

on it by @ 1oth-level mmn mu‘pi
that the dragon doss not rﬂn'hﬂ
points for changing form and can only.
assume the form of an animal, fey, or
humanoid. The dragen can remain in
its animal. fey, or humanoid form unril

| m;ﬁ-n 10 s natural F:irrm.

'quhuoﬁnsmtsr.umeamwmw

Spell-like Abilities: 3/day— releki-
nesis (young adult or older); bafeful
polvmorph (mature adult or older);
1day—Otta’s irresistible dance (very
old or older), polymorph any object
{wyrm or older).

Skills: Climb, Spellcrafr and
_&Mwnl are considered class skills
for arboreal dragons.

ARBOREAL DRAGONS BY AGE :
Breath  Frigheiul
Base Anack/ Fort el Wil ‘Weopon Prasence
A Size  Hir Dice (hp) Str Dex Con It Wis Cha Grapple  Artack Save Save  Save ne) oo
W‘g’l'ﬂ‘lllﬂé’l I sdiasvio g |'|[J:' 5 w4 1] " 13 anfey 7 +H | kil adin [l,}:l
Wiy woung il Belyz4zq 170 hp) o B i oy 15 +Biwn #H *f) il T Atha il
Yiang L iichi+ 33 liog hpl W o B W 7 vl eig +14 11 T i fielic (18] -
Juienile L idiesglligzbpl o w B g a5 . aigfery #1f T #l Bediaday
Woung ardull L ipda=Bg (igs hpl 25 w20 8 a5 vy eS8 T S vz adin gl e
Auduly H podizeron (2o hpl 29 w20 7 sx0fey7 27 WY Ha g 1adia {ag) 2q
Matura wdult - H azdeagizizhpl 3 w oz B g N aaifen 0 g g mp gdiolazl @l
£l H hdiz+ilie (gmhp)l 33 w 24 B = = 2iaq45 #9522 4 eenn lidio [qa] 28
Wary alil (i apdizveze bqeohpl 35 o a6 20 23 23 «2gfvsy w37 s34 il sog afdio (3af 30
Anclant G 3ecies288 l4gb hpl 37 w B =z 25 25 eqaleny il «27 B 25 oo (gg] 33
Whrin sdesioisyrhplag o oan 22 37 25 «anlsBt s4x w2y 4 ka7 zdio l37) 94
Gireal wyrm aBdizigiB (G865 hpd @0 o 32 24 =29 =z  +38/:6p L L - R #30  2qcho l4o) g7
ARBOREAL DRAGON ABILITIES BY AGE \
Age Speed Initiative  AC Spacial Abilities SR
Whyrmling Bo fr., Ay oo 1, If._wr;:r-agt'l 0 16 §-=6 naturall, rouch 1o, Mat-footed 16 trmuniey to acid, sonic, and 12
enchantment magic
Very voung  Bofr, fy oo i (averagel  +o0 19 =g narerall, touch 1o Tlar-footed 1 Damage reduction 5/magic 14
__; Young G fr., fly 150 I1. (averagel <o 2t (-vsize, +iz naturad), 1ouch g. fat-footed 21 Alrernare form 15
Juwenile fin ft, fly 1go ff (aversee)l 40 24 (-1 size, +15 panural), fouch g, flat-foomed 24 Damage reduction 1o/ magic 1]
Young adult  Ba f, Ay 5o fi (average) <o 27 v size, «38 natural), rouch g. flar-footed 27 Telekinesis a8
Adult G ft, Ay wgo it (peor) +o 2q [z sife, +2 natural), rouch 8, flar-foored 2g Damage reduction 15/magic 20
Mature adult  Go f1, fly 150 fi (poor? +0 32 (-2 size, <24 natural), touch 8, flar-footed 32 Halefil polymorph 2z
' Cld Bo 1, Hy 150 i (poor) +0 35 (== size, +23 nasural), touch 8, flar-footed 35 Damage reduction 1s/magic 23
and damaga reduction 5/ lawful
Wery old Boft., Ay wso i lchimsy]l +0 30 1-4-size, +30 naturall, fouch B, Mat-foored 36 Owe's irresisnila dance a5
Angient G Tt My 150 f iclumsy? <0 30 l-q size, +33 naturnl), touch 6, flat-footed 30 Damage reduction 20/maglc Fr
and damage reduction 5/ lawful
. Wyrm Go fi., My zoo 1t (clomsy) <o g2 l-q size, «30 naturall, touch 6, flat-footed 42 Polymaroh anyv olyact 20
)
: Girgar wyrm 0o fr, My 200 1 (Rlumey e 41 -8 size. +39 narall, Damage reduction zo/magic Al
l andl damage raduction o/ lewiul
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AXIAL DRAGON

Dragon (Extraplanar)
Environment: Clockwiark MNi
hanus

e adult or
roof mature
ringl

Challenge Rating miling 4;
VETY young &

m a7
Treasure: [riple standard
Alignment: Aly lawetul newrral
Advancement: Y

IMediumt very young io-n Hi
youn
juvenile 1bi-17
raung adult ig
a); adult 2
matire adul
28-2q HO L

Axlal dragons are awe-ing . dracenic
embodiments of law who make their homes
an the Clockwark Mirvana of Mechanus,
ghty dragons devore thelr lives 1o
on of thought and body, bath
ves-and in all other creatures of
the multiverse.
As there are no frue standards of p

=5 of the many wa
fected. Axial dragons

k, sharp b
me ly propartione
homs and 5 sparkle as if just po
They have two palrs.of rigi -

N . Wyrmlings b

: wol s
T ar o healeg
healthiest and-most robust of d




7y

© racy, often gmut by the insight gained  older), and plane shift (wyrm or
from Hsﬂﬂlﬁim%m older); 1/day—magic circle against
‘Breath Wm“ﬁuh An adal dragon’  chaes (adult or older), forcecage
has one type of breath weapon, & cone {very old or older).

ith of force. A creature within the cone may. Skills: Spellcraft is considered a class
M{al dr:agdrn 'mrna eai:h l:g@t.[lluainm a miake a Fortitude save 10 take half damage. SHH for axial dragons. Axial dragons :
Training session 1o better its ‘Spell-like Abilities: 7/dsy—arcane  receive a +4 racial bonus on all Sense B8

skills, It attacks foes wi H-rd'__ dfy ac: " s.fgm, ﬁ'ﬁﬂaﬂ‘ﬂe{ﬂery young or Morive checks.

. AXIAL DRAGONS BY AGE
Braath Frightful
Baae Amack) Fert Ref ‘Wil  ‘Wespon  Presence
Y] Size  Hir Dice (hp} Sir Dex Con Int Wis Cha Grapple  Atfack Save Save Save nc) ne s
Whtnling M Gdiead (57 bt noia oaF oy =/ +8 o +H o5+ add G}
Viary young M athz+96 (pg hpd 13, W g W15 14 s =10 #10 vIO +f +f 448 11d)
oung L vedipa Bio (138 hpl oo o2 g os a6 mpfag 14 OO TR T ST [ T -
Juenila L 1tz iz hpl 19 1w oy i 7 ozg  wsfeag « | st 4g @ Bdfilan
Yourg wdult M Wdizaial (zqhpl Moo 25 W o2 wlfem ¥ w18 Wil e aodf Gab) 4y
Adul H  adieG8 (qoahpl 23 0 27 8 g 2 eaifegs *25 20 iz P00 el (28) ]
Maturs adult M. eqdizemfi gz bp) 25 w0 29 B m a0 e24fe30 F- e DU TR e - S | § T 42
il G grdisarolaqshpl 2y w0 3 20 B3 34 «Ep a7 3 w2g,  #15  ezo  afdGil33) 5
Wary ol G godisgsolsashp) 2g w 33 20 73 30 +30/em #35 +20  «i7 2z Bd(36) 44
Ancient G  gadwe+«zpBifiohpl 3 1w 35 22 25 3l s3nfesg v30  +30 =i +25 2odl (38) io
WWhyrin G gbdevatB oz hp) 33 1w 37 24 27 40  +3bf+6y 30 +33  +20 +28 0 azdblg) 11
t Grant wyrm G gpdieesaBirgg hpl 35 1w 30 26 2g 42 «30/+67 49 +35  +2 430 2adfi [43) 45
| -
4 b :
L AXIAL DRAGON ABILITIES BY AGE -
| A Speed Initiative AC Special Abilitias 3R
: Wrmling ot v 5o fr. iperfect) +0 18 [+8 narural], immurnity to acid, fire, and disease  —
e touch 10, flar-foosed 8
= Wiry young Bo i, My 100 M, tperfect) 40 21 L+ naturad), Arcane sgihf, frie strke -
W touch 10, flat-footed =1
Young fio fr., fly 100 fr. {good) +0 23 (-1 sive, +14 nanurall, Immuenity to cold and nenlethal -
towch g, flar-foated 23 damage
| Auvenila i f1, fiy 100 fr. {good] +0 28 -1 size, #17 natural), Damage reduction 5/magic -
i touch g, fiat-footed 26
“foung adult Ga 1, My 150 11 {averagel +0 28 [~z sire. +50 naturall, Immunity to poison and mird- 13
i ; towch 8, Hat-foated 28 affecting effects
e Adulr o fr, fly 5o i {average) +0 3t 1-2 size, +23 naturall, Magie circle Jgainst chaos 15
! togch -8, flat-foored Ii:
Mapure. adul o Fr; Fly 150 T laverage) +0 34 (-2 size, <26 naturall, Dramage reduction 1o/magic ¥ '
touch 8, flat-footed 34
! | o o Fr. fly 1o fr. (average) +0 35 (-4 slze, +2q natural), Imeumity to polymarph ffects 19
o touch B, flat-footed 95 and death affects
il Wary old o Fr. fly 150 fr. {average) <0 18 (-4 size, <32 naturall, Farcacage 1l
I touch &, flat-footed 38
| Ancient (o fr., flv 1go 71, (everage) T 41 [-iq shpe, ags natural), Cramage reduction 20/ magic 23
towch &, flat-footed 4 and damage reduction 5/chactic
Whyrm fio fr, v zoo fr. (poor] +0 40 [-8 size, +38 naturs), Immininy to crical hits and snisak 2g
Touch 2, flp-foated 40 nftacks: plare shift
Cirsat wyrm o o, My -zoo fr. (poor] 0 42 (-8 size. 40 naturall, Damage reduction 20, magle a7
rouch 2, fint-foored 42 and damage reduction io/chaotic




AST DRAGON

son {Extraplanar]

onment: Wilderness of the Beastlands

" Or ganization: Solitary (1 dragon, any agel, clutch
225 wyrmlings, very young, voung, or juvenlles),
of family (pair of mature adults and 2-5 off spring)

Challenge Rating: Wyrmling 3. very young & young 7;
fuveniie: o; young adult r2 adult 15 mature adulr 16; ald
M, very old 1g: ancient 2o; wyrm 22; great wyrm 23

Treasure: Double standard

Alignment: Always good (neutral or chaatic)

Advancement: Wyrmling 7-8 HD {Smallk vary
young 1o-1 HD (Medium); young 1514 FID
(Mediumk juvende 16-17 HD (Large); youny adult
1g-20 HD {Largek adult zz-23:HD (Huge); mature
adult 25-26 (Huge), old 28-2g HD (Hugel; vary
old 3r-32 HD (Gargantuan); ancient 34-35 HD
(Gargantuank wyrm 37-38 HD (Gargantuan); great
wyrm 40+ HD (Colossal)

Lavel Adjustment: Wyrmling +4; very young tq;
young +4; others =

Beast dragons are savage hunters who niever forsake pray onde
they have its scent. These: rivenous carnivores relish the tasms of
biood and roam the Beastlands continuously in-search of food. They
prefar hunting large dinosaurs but chase down anything thar proves
a good rest of their skills, IF rumor of evil creatures on the plane
reaches them, beast dragons apply all their hunting skills roward
tracking dawn the evil incursion and taking such craatures s prey.

These magnificent predators have powerfully muscled bodies
covared in rough scales that range in color from earthy brown
to alive green. Bone spurs resembling rocky tharns jut fram the
dragon’s lower jaw and neck These spurs run the length of the
beast dragon’s spins down 1o the end of irs rail, A single, [agged
horn'sits atoplirs head. '

Beas| dragons are highty social creamres and use their-alrernare
form abifity 1o assume the shapes of other predarors o huniand: mate
with them, Not surprisingy, a large number of half-dragons throughour
the Beasiands'claim beast dragon ancestry,

Combat

A beasi oragon approaches any hostile encounfer as a hunter

ciosing in for the kil It 1akes down foes quickly and:-efficiently
with s claws and bite. An older beasr dragon uses its horn to
Eouge prey, IF.the creature survives this inftial attack, the dragon

switches to its natural attacks: Beast dragens only. use their breath
weapon when on the defensive,

Breath Weapon (Sul: A beast dragen has one type of breath
weapan, a cone comprised of cold snd electricity. The breath weap-
on's demage is one-haif cold and one-half electriciry. A creature in
the area of the cone may make a Reflex save to rake half'tha cold
damage and half the elecrriciry damage.

Track: Wyrmbng beast dragons gain Track-asa bonus feal,

Scent (Ex):'Very young beast dragans develop the scent
abifity. See the Monster Manual page 314, far the Full deserip-
tion of the scent ability.

Alternate Form (Sul: A juvenile or older beast dragon can
assume any animal or magical beast form of Large-size or smaller
a5 @ standard action three: times per day. This abiline funcrions as
a polymorphispell cast an it by a1oth-lavel casrer, eeoept that the

50 July 2004,
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drasﬂn does nthxa-n hit points for a battle by charging a an opponent, BEAST DRAGON GORE DAMAGE
_changing form and can only assume the  lowering its head 1o bring its horn into Povearfil
"ﬁifrq ‘of an animal or magfh:al beast, The  play. In addition to the normal benefits Conirk Charge
'dmﬁ%h?ﬁahmﬂam in its animal or magl-  and hazards of a charge, this allows Size Damage  Damage
«cal beast farm unfil it chooses to assume  the beast dragon 1o make a ﬁn@e gore Large i b=z
anew one or Teturn 10 its patural form.  attack at the dragon's highest atrack Strengih bonus)
Gore Attack (Ex): In addﬂitm 1o allits  bonus that deals the indicated dama Huge ad 48 (in /s
normal natural artacks, a young adult Spell-like Abilities: 3/day—jump 1 Strength honus)
or older beast dragon can make a gore  day—regenerate (wyrm or older). Gargantuan  2dd Helth o112
“attackowith its horn. This {sasecondary  Skills: Balance. Hide, Jump, Move Strength bonis)
natural attack dealing the listed damage  Silently, snd Survival are considered Colossal 48 BB
plus half the dragon's Strength bonus,  class skills for beast dragons. Beasy Strength bonus)
Powerful Charge {Ex)h: An old or ons receive a +4 racial bonus on Sm-iwl
older beast dmgnn fyplcally begins checks made fo frack a cregture.
BEAST DRAGONS BY AGE A
Brauth  Frightful
Base Amack/ Fort  Hef Wil Weapon Prasence
A Size  Hit Dice thp) Str Dex Con Int Wis Cha COmppla  Artack  Save  Save Save  (DC) e
Wyrmhing 5 v+ 0 (45 hpl 5 T T TR T " T T SR ¥ | sfifeq o8 b ke ey ey ) -
Wery voung M iz f Ul hpl 15 wooas i oy i i+ 0 #1 il #f b gl OB -
Yaung M agdiaeeg hoe hpl iz o a5 W o7 B eafeg =15 o+ sn  BdatiB)
duenile L igtizaqs iga hpd n 1w 8 g 8 #15f =3 «1fl #iZ 3 vz By lzo)
oung adull L 1Hehiz+ 54 (e hph 3 W oaoad g 8 sififenl +23 r I 15 1oy (e 23
flult H ndie+ By lzzo hpl a7 W g0 Wm0 v sy 2y i wa i nadglag) an
Mature sdult - H eqchado Lpph hipl 29, W 20 Ey OO rza v #3 =1 st 20 qdq ez FF
Ol H aydiatifie (337 hp) A 10 2y oz 25 2 ezpfegy L k2l #1g  +en Bdglag) 25
Wery ol a godieéno (qos hp) 33 w0 25 &= 3 2 v30/ %53 e S A Al
Ancian a aqdizezBq (478 hpd 95 w0 27 24 g 24 =357 -l =28 W w2y 2adg (34) 19
Whyrm G afhaeneg (su8hpl 37 o0 =2y 24 o o2g  -30fihH v45  +2g  tan 30 #adg (p) 15
Greal wyrm  C sgpdiz+goo(Baahpl 30 w0 @ #h a3 2 eqpfefp 45 +30 b2 +32 2qdq (300 47
BEAST DRAGON ABILITIES BY AGE \
Agn Speed Initiative AC Special Abilities SR
Wyrmding qo-ft, burrow o ft, fiy oo it (everage) +0 16 {+1 sire, +5 riatursl), Track, immunity to cold -
touch 1o, flar-footed 15 and ‘electricity, umg
Wary young: qo-ff, burrow o i fiy 15001 (pooe) 0 18«8 namural), Scent =
touch 1o, flat-footed 18
Young qa ft, burrew o fi, My 150 i, (poor) s 21 |+ natural), Damage reduction §/magle 1
towsch 10, Har-footed 21
Juwenile 4o ft.. burraw o i, fly 150 ft. (poor) +o 23 {-1 sige, +14 nangral), Alternate form 15
1oach g, fat-footed 23
Young adult g0 Ff; burrow 1o fi, fly 150 ft, {poork +0 20 -1 size, «14 natunall; Gore attack =
touch g, flat-footed =26
Adur qo-Ft.. burrow 1o fr, Ny 5o 1, poor) +0 28 (-2 size +20 paturall, Damage reduction wo/magic 24
touch &, fat-footed 28
Mature adull g0 1. bureow 1o fr, Oy 5o . (poer) +0 31 (-2 size, <23 natural), 2f
touch 8, flar-footed. 1
i q0 Fr. burrow 1o A Ny 150 11, (poor) +0 34 [-2 size. +26 naturall, Powerful charge 28
toudh &, Mat-footed 34
Wary old 4a ft. burrow o [, Ay 150 f, (clumsy) +0 35 {-4 size, <2 natural), Damage reductian 15/magic 30
touch 6, flat-footed 35
Aonient 40 Ft., burros 1o B, fhe zoo fi, (Chamsy) +0 28 -4 size. s 3¢ natural), 32
tguch 6, Mar-foosed 38
Wyrm 40 ft., burrow 1o ft, fty 2oo 1. (clomsy) 0 41 -q size, =35 naturall, Ragenerate a4
touch G, flat-feated 4
Crear wyrm g0 11, burrow o 1,0y pog 11, (climsy) 11 40 (-8 size, «38 narural), Damage eeduction 2o/magle 36
touch &, flar-footed 40
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GCONCORDANT DRAGON

Dragon (Extraplanar)
Environment: Concordant Domain of
the Cutlands

ar family

2-5 offspring
Challenge Rating:

voung & young 7 juvenile

Yol ulr vz adult 15 rmakure

adulr y7; old

3 YIT 230 great wWyrm 24
Treasure: Triple standard
Alignment: Always neutral
Advancement: Wyrmling -7 HD

-1 HI

(amall); ye :

fusenile 1518 HE (Mediumb young

adulr w8-19 HD (Large); adulr 2

22 HD (L: d

HD {Huge)

very ald

VGarganuan;
{Garganiuan,

Level Adjustment: Wyrmling +3: very
young +4: young +5; athers —

Concordant dragons silently watch aver all
are the secraf keepers of the
heir kin

LT SO

disastrous manner.

Concordant dragons are the draconic branch:
af the rilrani. They work closely with the
auromachs to prevent any one athos (chads:
avil, good, or law) From achisving dominance
in the universe. Among rilmani. concordant
dragons are known as the Uranach

Concordant dragons have a bulky appear-
ance with cr blocky features,

ared in chunky, lead
and their hide emits a faint green glow,
3 ions speak Commaon,

Combat

Contordant dragons use their braath alras

offen as possible in battle, Focusing on Faes with

thie most extreme alignments. Against other
this rely on their brute strength and
IEAPO a i

ficient age do not hesitate

reinforcements (F the situation warrants




hit by this breath takes a cerrain ~of damage, while neutral creatures Summon Rifmani (Sp): Once per day,
kind of damage depending on how take no damage from the breath. A a concordant dragon can summon |

its alignment varies from neutral, creature in the line may make a Will  aurumach with a 30% chance of suc-
su%ﬁng'_rha listed breath weapon save 1o 1ake half damage - cess, 1dz cuprilachs with a Bo% chance
damage for each step away from Spell-like Abilities: At will—derect af sugcess, or wda+ Ferrumachs with a
neutral. Thus, a lawful good crea- haus detecr evil, detect good, derect . 75% chance of success. The concor-
ture struck by a wyrmling takes ;i.n"dar-mﬁs.im'ﬁry {juvenile or dant dragon gains the ability to summan
4d4q poinis of damage. Creatures nider scrying (juvenile or older); the different rifmani as i ages. Rilmani
with one neutral aspect 1o their 1/day—nondetection (very young or dre described In the Fiend Follo.
allgnment struck by a wyrmling's older), remporal stasis (ol or older], Skills: A concordant dragon has a +8
breath weapen 1ake only 2dg points.  fewe seeing (aduit or older). racial bonus on Seme Mbﬁva c.l{m:ks

CONCORDANT DRAGONS BY AGE
Breath  Frightful
Base Artack/ Fort: Ref Wil Weopon Presance
Ay Sizs  Hit Dice lhpl Sir Dex Con Int Wis Cha CGropple Amasck Save Save Save (DO [
Wirmling I gz (g0 hpl il oMl e as aE v5f=3 o7 4 g b5 edg i)
Yory young 8 Belie+ 8 (0 hp T SR T FE T R AN ¥ F | LIRS 1 «f o8 adg Oig)
Yaung M nidweze (g3 hpl rl 1l LR S - T | TR #19 ¥ W mo Bidg Gzl
Juvanile 4 1qchiadqe Tagy byl 1 ST R - S - TR - ST supfangy o B *0) Mg By (o)
- Young adule L ichia s 8 Gl hpl 1- SR T R - S T T - T sipfers 420 41y oo hg o () #0
]
Fueluly L sodizeion(zzobpl 22 no w0 om0 oax oy sx0fe30  ezs w7 ex B jady(ag) 23
Moture adult H pydizigB (el hp) 2B w2 0 34 g s23fs3g  wag =i w1y 420 14d4 (27) iy
CHed H alidiz 8z I:_'”,,I h! 4 1 24 23 B vy 20/ +43 13 vE2 g rE3 |f]-1|,| (ETH 27
Wry old H apdizvzgziqeoblp) 300 n 26 23 28 = s2gfsdz =37 +ag w0 =25 OBdgiza) 2
Ancient H achig+al8 (qofihpl 32 0 M 25 30 29 sq2fem -l ‘a7 vl 438 2adq {35 RE.
Wyrm G gaditgselszrhpl 340 om0 300 75 3% 23 +35/e50 43 e3g. @ +30 sdglan) a3
Grear wyrm 0 aidizsp8 (Ghshp) 36 m g2 27y 34 25 saffsBy gy e3z v21 <33 2adg (g0 36
- v 3 WL =
i . 7 T E = = 5 I
r_f (i —— g Lo M. = II'.I 3
=l y - = M
CONCORDANT DRAGON ABILITIES BY AGE '\ i L
1 Age Speed Inifintive  AC Special Abilitias SR
Mg Whyrmling fine ft., fly 5o ft. (perfect) +0 17 42 size, +5 naturall, Immure: 1o poson; detecr chaos, evil Foodlaw 11
o touch ' sz, flat-footed 7
Yery young  Go B, fly so fr. (good] +0 1 L+ size, +8 natural], Nondarecron . 15
touch 1, flar-footed 1g
Young fio Ft,, Fly 1oo 1. (good) + zz (o1 size, oni naturall,  Damage reduction 5/magic 7
touch o, flat-fonted 22
Juanila o Fr., Fly wo iT, (good) 0 24 (14 natural) Invisiillity, scrying #}
: touch o, fiat-fodled 24
S Young adull  Go ., Py oo i1 (average) +0 2611 size, 17 naturall, . Damage reduction 1o/ maght 21
: touch g, flat-fooled 26
S Aduit Bo fr. fyago fr (averagel -a zg ( dze «zonatersll,  Summon ritrant (Ferrumachl, frue seaing 3
i touch g; flat-fooied 29
- Maturn adult  Bo fr., fly 150 ft. (poor) -0 at 12 size, +23 natural), | Damags reduction 15/magic 25
) touch &, flat-footed 30
" d
/ Cild Go ft., fiy 150 11, lpoor) -0 34 -2 size, +36 notural),  Temporal stasis a7
d toich 8, flat-footed 34
r Yary old Go 1, My ago Fr. (poor) o 37 (-2 sire, «2g naturall,  Damage raduction 20/magic and g/silver ag
4 fouch 8, flar-foored 37
Gl Aneient G 1, My 150 11, (poor) +0 40 -2 size, s32 nafurall,  Suemman rifmani fcbipriiach or Ferrurmachs a3
r touch 8, flat-footed 4o
. Wyrm Bo i, My sos . (clumsy) +0 41 1-g size, #35 npturall,  Domage reduction zo/magic and 10/sikver 13
Touch 6, flat-Tooted 41
| Great wyrm o fit fly 200 11 (clumsy) ] 44 T=g spe, <38 natural},  Swmmon rifmand (aerumach, cupriwch or ferremach) 95
i fouch 6, flat-foored 44
or s
& Ing 4 Ty

IR
§
i



ARCHDRAGON

Fierce, primordial beings composed of
the mulfiverse’s elémenis, dragons are
amang the most poweriul crealures
tied o any specific slemental form,
There are those, however, who also
became insxorably linked with the driv-

Acdeity sometimes bestows arch-

I dragon status upan a dragon as a

. reward for exceptional sarvice. Other
times, dragons traveling e other planes
might find themselves overwhelmed

or corrupted by 1he Unboutid planar
enerdles existing there and unwill-

o ingly transferm inte an archdragon,
Archdragons appear similar 10 olher
dragong of thelr color, with some alter-
& arions 1o form based on 1he allgament
= with whigh' they link.

An archdragon spenks any lan-

N guages It knew before beceming on

N archdragon,

\ Sample Archdragon

Young Adult Red Evil Archdragon,

Huge Dragon (Evil, Extraplanar, Firel

Hit Dice: 19dia+gs (218 hp)

nitiative: <o

& " Spead: 40 11, Ny 150 1. laverage)

. .‘ AC: 26 (-2 giza, 418 naturall, rouch 8,

A _' flar-footed 26

B . Base Artack/Grapple: +10/+37

| Attack: +27 melee (zdB+10, bite}

Full Attack: +27 melee (2d8+10, bitel,
+22 melee [2d645, 2 claws), «22
melee d8+s, 2 wings), +22 melee

., (2dB45, 1all slap)

& Space/Reach: 15 fro fr. (15 ft. with bire)
Special Atracks: Aligned aura (corrup!
ing aural, breath weapon, crush,
frightful presence, improved snatch

_spell-ike abilities, spells

Special Qualities:: Blindsense 6o fi;
damage reduction 5/magic;
darkvsion 12e fid immunity To
disease, fear, tire, magic sleep
effects, paralysis, and polymierph
effects; improved flight, fow-light
vision; rasistance fo acid and cold 1o
spell resistance 1g; telepathy, frue
seemg: vulnerabiling 18 cold.

“Saves: Fort 16, Rel 411, Will 413

Abilities: Stra1, Dex o, Con 21, Int 14,
Wis 15, Cha g

Skills: Appraise +21, Bluff +7,
Concentration +21, Diplomacy +8,
Hide -8, Intimidate +23, Jump 433,
Knowledge (arcanal +15, Knowledge
thistory) +15, Listen +21, Search

\
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L ing forces of the multiverse: alignments.

+21, Sense Mative <7, Spellcraft w12,

Spot +12

Feats: Cleave, Flyby Attack, Hover,
Improved Snatch, Power Aftack,
Snatch, Wingover

Environmeni: Hades

Organization: Selitary, pair or family (-
2 and 2-5 offspring]

Challenge Rating: 13

Treasure: Triple standard

Alignment: Neurral evil

The young adult red evil archdragon’s
natural weapons are freated as evil
and magic for, purposes of overcoming
damage reduction,

Corrupting Aura (Sul: A cormupting
aura appears as thick shadaws inter-
spersed with ghostly, translucent images
swirling about within, Arny nonevil living
creature within' the-aura must make a
DC 21 Fortinude save esch round, ar
take 1 pomt of Constitution and ) poini
of Wisdom damage. The dragon may
activate this abiliy once per day; it lasts
g4 5 rounds, and éxlends oul 1o 8 100-
foot radius from the dragon In addition,
due 1o the shadowy fight within the
sura, all creapures (except the evil arch-
dragon) suffer a -4 penally on Search
and Spor checks white in tha aura.

Breath Weapon (Sul: go-1. cone,
1odio fire, Reflex BC: 24 half,

Crush {Ex): Area 15 fi. by 15 1,
Small or smaller opponents 1ake
2d8+15 points of bludgeoning damage,
and must succeed on & DC 24 Reflex
save or be pinned.

Frightful Presence (Ex}: 150-1. radius,
HD 18 or fewer, Wil DC 21 negates.

Infectious Breath (Sul: The young
adult red evil archdragon's breath
weapon spreads the demon fever
disease. A creamre damaged by the
treath weapon is automatically infected
by the disease, which then manifesis
itself as normal.

Telepathy (Su): The young adult red
evil archdragon can communicate tele-
pathically with any Intelligent. creature
with-a language in a radius of 100 feek

True Seeing (Sul: The young adult
red evil archdragon can continually see
through llusions and invisibility. This
acts s acontinuous frue seeing spell,
which the archdragon cansuppress or
renew.as a free action at will.

Spell-like Abilities: 5/day—kcate
pbject, Caster luvel sih,

Spells: As sth-level sorcerer. The
young adult red evil archdragon can

also cast cleric spells and those from
the Chags, Death, Evil, Fire, and War
domains &5 arcans spells:

Sorcerer Spells Known (B/7/5; save
OC 1z + spell levell: o-arcane mark,
detect magic. Hare; ray of frost, read
maglc, resistance; \st—alarm, magic
missile, protechion from good, venrrilo-
guisnr, and=darknass, abscura phiect.

Creating an Archdragon
“Archdragon” 15 an acquired femplate
that can be added fo any frue dragon
(referred to hereafter as the base
ereature), Ir s an enhancement of tha
dragon’s Form centered on on allgnment
facus. There are four types of arche
dragons, one far each nonneutral lign-
mant: chaatic, evil, ﬂood, and Tawlul,

An archdragon gains the extraplanar
subrvpe and the allgnment subrype
appropriate 1o-its: archdragon 1ype.
Upon becoming an archdragon, thi
base creaturs loses any other alignment
subtypes. IF the base creaiure changes
the aspect of its alignment assoclated
with its archdragon type, (I lases the
archdragon remplare,

All Archdragons
Regardless af its tvpe, every arch-
dragion has the following qualities.

Speed: An archdragon's flying
maneuyerability improves by one step.
For example, a base creafure with poor
maneuverability becomes an arch-
dragon with average maneuyverability,

Special Arfacks: Anarchdragon
retains all the special atacks of
the base creature and gains those
described below. S

Alignad Aura (Su) Once per day, an
archdragon can surround irself with
an aligned aura: Each aura's effect is
dependent on the archdragon's align-
ment type. The aura extends (n a radius
equal fo 20 fest per age category and
lasts for idq rounds plus the dragon’s
age calegory.

Breath Weapor (Sul An archdras-
on's breath weapdns gain an additional
quality dependent on ifs alignmen,

Spells (Sok I ivcan already cast
spells from cleric domalns, the arch-
dragon gains access to additional
domains based on its alignment fype.
The archdragon loses-access to spealls
with an alignment subschool oppasite
its archdragon: allgnmant. IF the Lase
creature (s not an Innate spellcaster, it
is unaffected by thia.



Special Qualities: An archdragon
retains all the special qualities of
the base creature and gains those
described belaw,

fmmunities (Ex): Atchdragons are
immune to disease, fear, and poly-
morph effects.

felepathy (Su): An archdragon can
communicate telepathically with any
infelligent creature that has a language
within 100 Feet.

True Seeing (Su) All archdragons
can continually see through illusions
and invisibllity, This acts as a confinu=
ous frie seaine spell, which the arch-
dragon can SUppress or renew as o
Free action af will,

Chaotic

A chaotle archdragon |s unrestrained
turmail given form; Iis: herns and scales
Frequently and randomly grow and
shrink. The timbre of irs volce cone
stantly changes in tone and pitch from
high-pitched squeaks 16 a rumbling
bass. The coloration of its hide, scales,
and eyes flickers between diffsrem
hues with sach passing second.

Special Atfacks: A chaotle afch-
dragon refains all the special attacks of
the base creature. It gains the special
attacks of all-archdragons, and it also
gains those described below,

Blinding Breath (Sul: A chaotic
archdragon’s breath is infused with
sparkling dust identical in effect 1o the
ghirterdusr spell. & separare Will save
negates the blinding effects of the giit-
terdusi-infused breath, All effects of
the glitterdust remain uniil the dragen

“can use its breath weapon again.

Chaos Aurs (Su): A chaos aura.
appears:as a swirling mist of scintil-
lating sparks. Anyone inside the aura
hears 4 steady hiss of harmless static.
Creatures without the chaotic subtype
take 1d6 points of damage each round,
as jolts of magical energy and small
physical objects whirl around and ran-
domly strike those within it. Creatures
with the chaotic subtype are immure to
this damage.

Incaddition, all attacks made within
the chaos aura (excepr these made by
the chaotic archdragon irself) suffer a

miss chance. Meles attacks have a 20%:

miss chance. Ranged attacks have a
50% miss chance,

Spefls: Chaotic archdragons have
ancess to thie Chaos, Luck, nd Trickery
domaing in addition 10 any ether

domains they normally have access to.
As with other cleric and domain spells,
the chaotic archdragon casrs these as
arcane spells.

Special Qualities: A chaotic arch-
dragon refains all the special qualities
of the base creature and gains the
special qualities of archdragons. It also
gaimns acid, fire, and sonic resistance 10,

Evil

Evil: archdragons are foul versions of
their former selves. Their badies seem
to exude shadow, giving them an oth
erworldly malevolence. Whatever fea-
tures the base creature had are greatly
exaggérated in a ghastly way 1o make
the archdrisgon appar more Frightful
Thase dreadiul archdragons dine on
intefligent, living beings to the exclusion
of all other fars,

Special Artacks: An evil archdragon
refains all the special amoacks of the
base creature, It galns the special
amacks of all archdragons, and Ir also
gains those described below.

Corrupting Aura (Sul: A corrupt-
ing aura appears as thick shadows
interspersed with ghostly, translucent
Images swirling about within. Any. non-
evil living creature within the aura must
make a Fortitude save (DC 10 + 1/2
dragon's Hit Dice + dragon’s Charisma
modifierk-each round, or take 1 point of
Constitution and Wisdom damage.

In addition, due 10 the shadowy light
within the aura, all creatures (except
the evil archdragon) suffer a -4 pen-
alty on Search and Spot checks while
i the aura.

Infecrious Breath (Sul: Anevil
archdragon’s breath weapon spreads
the demon fever disease. A creamrs
dzmaged by the breath weapon is auto-
matically infected by the disease. which
then manifests irself as normal.

Spelis: Evil archdragons have access
to The Death, Evil, and War domains
in addition 1o any other domains they
normally have access ro. As with ather
cleric and domain spells the evil arch-
dragon casts, these are arcane spells.

Special Qualities: An evil archdragon
refains afl the: special qualities of the
base cteature and gains the special
qualities of archdragons. It also gains
acid, cold, and fire resistance 10,

Good

The base creature acquires a more
nable and regal appearance upon

‘other domains they normally have
-access 1o. As with other cleric and

‘casts, these are arcane spells,

becoming a good archdragon, If the v
base creature s chromatic, 15 color b
takes on softer tones, lessening irs
sinister appearance: Good archdragons
radiate a soft white glow, lending them [
an angelic look. Good archdragons. limit )
themsalves to only eating nonorganic
mater, althaugh occasionally they wil
dine on the corpses of flends and othar
incorrighle arearures.

Special Attacks: A good archdragon
retaing all the special artacks of the
base creaturs. It gains the special
attacks of all archdragons, and it also
gains those described below,

Aura of Wholesomeness (Sl An
aura of wholesomenass appears as
a soft white light with glirtering gold
motes floaring about within, Good
creafures gain Fast healing 1 as long as
they remain within the aura, Evil cras-
tures must succeed ar a Will save sach
round (DG 10 + 12 dragon's Hir Dice
+ dragon's Charisma modifiar) o 1ake
16 point of damage. Evil eutsiders and
undead 1ake 2dB poins of damage each
round instead,

In addition, due to the relaxing nature
of the aura, all creatures (except the
good archdragon) suffer a -1 on, artack
and damage rolls fminimum | peint of
damage) while in the aura,

Hely Breath (Su): A good archdrag-
on's breath weapon gains a disrupting
quality dangerous to undead, Undead
damaged by the breath weapon must 2
succeed at a Fortitude save or be disin-
tegrared and utterly destroyed. '

Spefs: Good archdragons have
access 1o.the Goed, Healing, and
Fratection domains in addition ro any

domain spells the good archdragon

Special Qualities: A good archdragon
refains all the special qualities of the
base creature and gains the special qual- |
ities of archdragons. It also gains cold,
eleciTicity, and sonic resistance 1o,

Lawful
Regardless of the base creature'’s
appearance, the hide and scales of all
lawful archdragons are steely in color
amd texture, and they are cool to the
touch. Lawful dragons eat anly mefal
and gems, and they enjoy spending
hours cataloging their treasura:

Special Artacks: A lawful archdragon
retaing all the special atracks of the




base creature. It gains the special
affacks of all archdragons, and it also
gains those described below.
Antimagic Breath (Sul A lawful arch-
dragon’s breath weapon gains an anti-
magic qualiry. Creatures demaged by the
dragon’s breath are affected as if in an
antimagic field that covers themsalves
antd their squipment. The antimagic
effiect of the breath lasts 1dg rounds.
~Aura of Imposing: Ordar (St An
| auracof imposing order appears o
} - contfain: perfectly verfical “raindrops”
W of encergy that fall at & uniform rate
" and speed. Nonlawful creatures are
offected as by a doem spell as long as.
they remain within the atira,
In additien, attacks based on an
i energy type, such as firetallar fght-
¢ ning bolt (exeap! those originating:
\ from the lawful archdragon itselfl,
deal minimum damage within the aurs.
8 Energy effects are affecred regard-
less of whether or not they originare
within the aura.
| Spefls: Lawful archdragons have
access fo the Knowledge, Law, and
Strength domaing in addition 10 any
other demains they normally have
access 10, As with other cleric and
| domain spells the lawful archdragen
casts, these are arcane spells.
-Special Qualities: A lawful arch-
dragon retaing all the special qualities
of the base ¢rearure and gains the

& special qualities of archdragons. It gains.

cold, electricity, and fire resistance 1o.

Environment: Upon becoming an

¥ archdragon, the dragon becomes a,
native of the plane where it gained the
‘archdragon template.
Challenge Rating: Same as base

R creatuts 1. e :
Afignment: A chaotic archdregen’s

§ aliznment changes to chaotic neutral, an

| evil archdragon’s alignment changes fo
| neutral evil, a good archdragon’s align-
ment changes to neutral good, and a
d lawful archdragon’s alignment changes
16 lawful nautral,

Level Adjustment: +4 @
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Effectiva
PLAMNAR DRAGON COHORTS Character
Alignmant Lewal”

Maurral fanygl 4"

Dragon

Flane-hopping racters might be able Archdragan Tany)

10 aCguire B

ar dragons as mounts, Concardant (wyrmling) M a

friends, or cohorts, A planar dragon Beaast layrmling] Good {any] i}

might also be incheded by linking one to a Arbaraal twyrmling) (e} 1}
charpeier's kestory or current sifualion, Axial Iwyrmling) LM 1l
particuloriy if the character Fraquenily or Concordant (vary young) M 12
EWEN O to now o il Adamantine Leyrmling) MG 13

Ferent plane Beast (vary youngh Cead Lany! 13

Usang thet: Lendbershap fent (or Eil.'.'uﬁn'r. Arboreal [very yaung) G 14

Cohort feat from the Draconoms Axlal fvery young) L 14

might be able ncquire a planar drage Beast (young! Gaad lany) 1

an a cohort, The following table shows Concardani Lyaung) M it
whnt age and Kine slanar dragon can Adamantine [very young) NG i7
e artracted hasad on the lavel of cohort Arbioreal (young) i 7
you can sitract, For more informution, Axial [young] LM ik

sen the Draconomicon, page 130 *Subrract 4 I using the Dragen Cehorl Feal,
""You can .||:||:||',I thia ||'|.-||:||.|Irl 1o pry T

dragron, causing (s ECL 1o increase by o4

HALF- PLANAR DRAGONS

Most of the planar dragons presented n this arficle creare half-dragon offspring, (ust pa
other true dragons do. Archdragons thar have offspring de nat pass along eny ' trairs From

the orchdragon remplate. Axial dragons do not produce haltf-dragon offspring, conslder-

ing such creatures as impure and repugnant. To create half-plonar dragons, use the half-

dragon template, giving half-planar dragons the following abilities
Dragon Yariety

Breath Weapon tmmunity or Resistance

Adampntine Cone of fire

Arboresl Cone of thama

Immunity o Fire
Resirance o acld g0 and sonic 2o
Resastance fo cokl 20 and electnicing 20

Beasr Cone of cold and elsctricity

Concordant Cone of antithetical ENErEY Immunity o palzan

Alrernativaly, if you wanf to do someshing different far your character with planar

ou might chogse a different femplase to apply to the character rather

dragon ances
than the haif-dragon template. For insfance, a half-adamantine dragon might be claser-in
abilifies 1o a h aiectial (from the Monsrer Manual, or 3 half-beast dragon might work

betrer as & fersl cresture (from Savage Species)
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Blg FlSh in a Tainted Pond

he Temple of Elemental Evil computer game is
about a5 classic DUNGEONS £t DRAGONS as you can
get. Designed fo run with the revised D&tD rules, it
features a series of dungeons walting for stalwart
adventurers to plunder, and mast are large enough thar
‘it takes several frips to clear them out completely. The
game iz the most tharough ftranslation of DETD info the
computer-game medium ever. A combination: of furn-
based combat.and radial menus presents you with nearly
gweny option your peniand paper characters have on the
battle mat: 5-fgot adjusts, charge attacks, trip and disarm
‘attempts, defensive casting, and more. Because of the
detailed -and true franslation ef the pen and paper rules,
there isn't a large amount of original material in this game,
althaugh a few new monsters from previous editions of
the rules appear. The Temple of Elemental Evif is also rife
with NPCs, rnan}ugii‘-whnm yoll can hire To travel with vou.

8
Turuko

Hailing from the Far rnomh, Turuko is-a monk and
wandering adventurer in search of fortune and knowledge.
He is a tarse man, q-mh a manner as cold as his homeland,

-5. & N
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who makes friends slowly and seems distinctly uneasy in
large crowds, Howeven, he is capable of flerce loyalty to
those Few who earn his frust, Turuko seems fo have a
fondness for the slew-witted. He claims these people need
enlightenment- more than mast, and he humbly aceepts it
as his dury fo educate them.

Howewer, much of Turuke’s image Is a lie. His shyness,
his desire to educare the ignorant, even his search for
adventure, are all lies cratred around his ene driving goal:
to serve Hextor. Turuke devourly worships the fyrant god
and serves as a high-ranking operative of his faiih.

Turuke's standard operating procedure is to fravel to
a site near his uliimare cbiective. Since many of Turuko's
missions involve the destruction of magic irems, fhis means
he often finds himself at the entrance to a dungeon. Thus, he
finds the nearast inn and begins scouting for a small sroup
of adventurers eager fo find wealth and excitement and who
could use a hand, Along the way, he keeps an eye out for
falk long on muscle-and short on brains.

Such a group of adventurers become his dupes, dolng
much of the:fighting for him and taking the brunt of
the damage. Turuko is careful ro befriend the dullesr,
strongest party member he can. As the party approaches



his gaal, he turns on his erstwhile comrades when they

are weakest, offen with his large friend aiding in the
betraval, When it's aver, all that remains is another group
of advenrurers slain by a dungeon. Turukeo has masrered a
special technigus that makes him particularly effective at
destroying magic items, so most of his missions involve the
destruction of good-aligned items.

Turuko, Human Mnk 6: CR 6; Medium humanoid (human;
HD Bd8+6; hp 33 Init +2; Spd 5o ft. AC 15, fouch 15,
flat-footed 10; Base Atk +4; Grp +6; Atk +7 melee (id8+2,
unarmed attackl; Full Atk +6/+6 melee (id8+2, unarmed
attackl; SA flurry of hlows, k7 strike, shattering fist, stunning
‘aftack: SQ evasion, purity of body, slow fall 30 Ft., still mind;
AL LE: SV Fort <6, Ref 47, Will +7; 8tr 14, Dex 14, Con 12, Int
10, Wis 15, Cha 8 ;

Skl Hide +n, Knewledge (arcanal +g, Knewledse (religion) +3,
Listen +5, Move Silently =, Spot +5, Tumible +1f,

feats: Cleave, Combat Reflexes, Improved Disarm,
Improved Sunder, Power Attack, Stunning Fist, Weapen
Focus (unarmed attack],

Possessions: Phviactery of faithfulness, ring of
sustenance, potion of barkskin +3, potion of cure moderate
wounds, pofion of resist energy (fire) 30,

Furnok

Furnok fancies himself a dashing adventurer, with:a big,
well-groomead mustache, stylish yet functional elothing, and
a wide-brimmed hat. He's a rascal, but a good man.

Ma_n:.-r adventurers are known for thelr love of rmeasure, and
this is doubly true of rogues. Being an accomplished rogue,
the same could be said of Furnck. Although he lands himself
a good score now and again, and his skills are good enough
to earn him steady work, Furnok's forrunes seem fo ebb and
Flow like the tide—only less reliably. He goes fram destitution
to fortune and back again, abways by some windfall or tragedy,
He's the epitome of easy come, easy go.

Someone so plagued by luck’s fickle affections might
seek to-eliminate randomness in his life, but Furnok has
made peace with his fate. He's a daredevil of sorfs,
willing to press his luck by attempting wild stunts, When
not adwenturing, ke (ests his luck in ether ways, such as
moonlighting as a professional gambler.

Being a theif, his peace of mind isn't completely serene, and
his  acceptance of fate does have limirs: Furnok isn't above
cheating af dice or cards in order fo ger a litle extra coin now
and again, Sometimes it warks, but sometimes il gets him run
out of town, It all depends on how lugky he is that day.

Furnok, Human Rog 3: CR 3 Medium humanoid (human);
HE d6+3: hp 1z Init +6; Spd 3o s AC 14, teuch 1z, flat-
footed 12; Base Atk +2; Grp +2; Atk SFull Atk =3 melee idGe,
rapier), +4 ranged (d8, light crossbowk 3A sneak attack +odf;
50 evasion, frapfinding, trap sense - AL CG; SV Fort +2, Ref
+5. Will =o; Str 1o, Dex 15, Con 13, Int 14, Wis 8, Cha 12,

Skills: Appraise +8, BIUFF +7. Diplomacy +7, Disable Device
=8, Garher Information +7, Hide +8&, Maove Silenily +8, Open
Lock +8, Sense Motive +5, Sleight of Hand +8, Tumble +8,

Feats: Dodge, Improved Initiative, Mobility,

Possessions: Masterwork leather armor, +r rapiar, light
crosshow, 2o bolts; masterwark thieves' fools, courtier's
outfit, porion-ef cure light wounds,
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Creatures of the Temple

Lunking abaufin the swamps surrounding

thestemnple are several monstrously farge
\ versions of normal animals,

Giant Crayfish
Large Vermin {Aquatic)
Hit Dice: qdB+:2 (30 hpl
Initiative: +2

Speed; 20 ft {4 square
Armor Class: 16

{+g natural, -2 Dex, -1 size),

touch &, foofed 16

Base Attack/Grapple: +3/+n
Attack: { meles (1df+5)

Full Arr +7 meles (1dfi+5)
Space/Reach: o 1./ 5 .

Special Atracks: —

swim 30 {1,

VETTNIN T3 1:h
Saves: Fort I' -1, Will +2
Abilities: St
Int —, Wis 12,
Skills: Swim 13
Feats: Improved Initiative®, Run'
Environment: Warm aquatic
Organization: Solitary
Challenge Rating: 3
Treasure: None
Alignmeni: Always neutral
Advancement: HD (Largel,
&-12 HD (H
Level Adjusiment: —

l!".

i
L .
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This: massive creature rises from the
waers, s lange pincers clacking exclieoiy
a5 it moves foward vou. A six-fimbed, -
bodled crustacean, it holds iz lange, narmow
claws in front of its bodyas it moves.

Giant crayfish measure 8 feet or more
in length. Like their smaller cousins, they
prefer fresh water and spend most of
their time crawling along the bottom of
lakes-and slow moving rivers. However,
unlike their more mundane relarives,
giant crayfish are ageressive carnivores
and attack smaller creatures on sight.

Combat

Glant crayfish lie in wait by heavily
trafficked areas, covering themselves
with muck: from the lake bottom: They
erupt from the water fo ambush, prey,
While somewhat ungainly on land, they

are capable of great speed in the water.

Some crayfish attempt te kil prey on
land, bur Few ever engage in profracted
combat out of the water, Upon mesting
any significant resistance, the giant
crayfish arfempts to grapple a singls
targer and drag ir under the water,
where the environment. greatly favors
the predatar.

Amphibious (Exl: Although giant
crayfish are aquatic, they can survive
indefinitely on land.

*i-
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Skills: A giant crayfish has 8 +8 racial
bonus on any Swim check to perform
some special action or avaoid a-hazard.
It can always-choose to fake 10 0n
a Bwim check, even If distracted or
endangered. It can use the run action
while swimming, provided it swims.in.a
straight line.

Giant Gar
Hune .H.nmml I..&quatlc:l

Inmatwe.

Speed: Swim 6o F ;
Armor Class: 19 (+g natural, +2
Drex, -2 size),

touch 10, flar footed 17

Base Afrack/ Grapple

Attack: Bite +8

Full Attack:

Space/Reac

Special Art

swallow whale

Special Qualities: Low-light vision
i+, Will +1

Saves: Forl +g, R
Abilities: Str 24, Dex 14,

Con 2o, Int 1, Wis 10, Cha

Skills: Listen +2, Spol +8, Swim +1g

Feats: Alertness, Toughness
Environment: Temperate and warm
aquafic

ﬂr#anlz':ltmn Solitary er school

Chailcnge Rating:

Treasure: None

Alignment: Always neutral
Advancf:mrnr 6-10 HD (Huge),
t-15 HO {Gargantuan)

Level Adjustment: —

This enormous fish has a long narrow,
speartfite mouth fillad with needielike
teeth, fts celite body has small fins but
large seafes,

Glant gars inhabir the despest parrs of
lakes and rivers, ageressively hunting
down prey inan atempt to sate their
perpetual hunger, Pure eating machines,
they Fear nothing and consider anything
small encugh to swallow fo be prey,



Combat
Giant gars are straightforward
predataors, charging into melee and
attempting to swallow their prey. They
have no subtlety or sense of tactics.

Improved Grab (Exj: To use this
ability, a giant gar must hir with its
bife attack. It can then attempt to srart
a grapple as a free action without
pravoking an attack of opportunity. If it
wins the grapple check, it establishes a
held and can attempr 1o swallow the foe
the following round.

Swallow Whole (Ex): A giant
gar can try to swallow a grabbed
opponent of smaller size than itself
by making a successful grapple
check. Once inside, the opponent
takes 1d8+3 points of bludgeoning
damage plus 4 points of acid damage
per round from the gar's stomach, A
swallowed creature can cut its way
out by using a light slashing weapon
te deal 10 points of damage to the
stomach [AC 14} Once the creature
exits, muscular action closes the hole:
another swallowed opponent must cut
its own way out. A Huge gar can hold
2 Meadium, 8 Small, 32 Tiny, or 128
Diminutive or smaller opponents,

Skills: A giant gar has a +8 racial
bonus on any Swim check to perform
some speclal action or avold 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.
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Giant TILI{

attach)
Full Attack: Bite +7 1
plus attach)

Spec |c1| Aﬂzchs Attac h, blood
drain, disease

Special Qualities: Darkvision Bo fr.,
WErTN Irails

17, Gon o, Int

-:klllb HJIJF' I
FLET.J 1'."'."1"3|.h".«|: Finesse, Weapon

Challenge Rahr

Treasure: None

Alignment: Always neutr
Advancement: 4 HD (Small), 5
HD (Medium)

Level Adjustment: —

A skittering bloared sack of fuid lunges
out of the rubble, its wedze-shaped
face stabbing expectantly at the air:

Giant ticks are enlarged versions of
normal ticks, Like their smaller relatives,
these dog-sized insects hide in foliage
and atfempt to artach themselves to
unsuspecting victims. Their increased size
means they have a much harder fime
going unnoficad, and ence they attach
themselves to a persen, they must be
much more aggressive fo get a meal.

Combat

Giant ticks often hide in trees, dropping
en animals and travelers as they pass
underneath, They rthen attack with

their bite, dig their barbed legs inta

the victim's Fflesh, and drain blood as
guickly as they can,

Attach [Ex): IF a giant tick hits with
an-attack, It uses its hooked |egs to
latch onto the opponent’s body. An
attached fick |s effectively grappling
its prey. The tick loses irs Daxterity

3
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bonus to Armor Class ard'has a
of 13, but holds on with great te
Giant ficks have a +8 racial bonus%
grapple checks when attached (alr
figured into the Base Attach/|
entry above). ¥

An attached tick can be struck with
a weapen or grappled. To remove G
attached fick through grappling, the
npponent must achieve a pin against
the tlck. Ticks also releass their
oppanents when submerged In water or
subjected 1o fire damage,

Blood Drain (Ex): A giant fick
drains blood, dealing 1d4 points of
Constitution damage in any round
when it begins its turn attached fo. 4 Fh
victim, Once it has dealr 5 points gfs . °
Constitution damage, it detachesdtself*
and scuttles off o digest its meal. If
irs wictim dies before the tick sates its
appetite, the tick detaches itself and
seeks a hew targef,

Disease (Ex): Filth Fever—proboscis,
Fortitude DC 10, incubation period 103
days; damage 1d3 Dex and 1d3. Con The
save DC is Constitution based, ™

Skill: Giant ticks have a <6 racial
bonu ide checks, © ’
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A Tour of the Plane of Radiance

by Bennet Marks - lllustrated by Michael Phillips

Shadow, there exists a place of brilliance and intensity, an

infinity of searing luminescence so bright it blinds, a
realm of severe beauty known as the Plane of Radiance. This
place is one of pure illuminations, swirling colors, and
enfrancing patterns far more beautiful than any shadowy
realm=but by no means less dangerous. This arficls describes
a new plane that can be added to any D&ID cosmology,
ready for daring planes-traveling adventurers to explore,

I n perfect opposition to the dark and threatening Plane of

THE PLANE OF RADIANCE

Above, the sky is filled with swaths of shimmering, ever-
changing lights, an aurcra that extends from herizon to hori-
zon, Below lies a twilight bowl filled with uncountable stars of
every celor, thick as grains of sand in a windstorm. This is
the luminous infinity that is the Plane of Radiance,

Running berween rthese endless extremes is the magnifi-
cent, mysterious struciure known as the Rainbow Bridge, a
multicalorad, multibranched ribbon of enormous length that
strerches through the largely empty space of the plane. At
various points it curves, bends up or down, and Forks and
rejoins. The Rainbow Bridge connects innumerable fixed
islands, accumulations of solid matter thar sratically floar
within the plane. Even more rare are the drifting islands,
which are not connected to the Bridge bui instead coast
about on planar winds.

The Plane of Radiance is a stunningly beautiful realm of
glowing light and shimmering color, a Transifive Plane coter-

5|l

g

minous with the Marerial Plane, The plane itself does not pose
a physical risk 1o mosi visitors—1he air is breathable, the fem-
peratures unremarkable—but its effects on mortal minds are
more threatening. Many that see the lights of the Plane of
Radiance become entranced by their ever-changing patterns,
falling into a hypnotic state from which some never wake.

RADIANCE TRAITS

The Plane of Radiance is an idealized vision of the cloudy
heights that drift above most material worlds, However,
any who visit the lofry realm swiftly recognize the obvi-
ous extraplanar differences. The Plane of Radiance has
the following rraits.

» Objective Directional Gravity/Mo Gravity: The Flane of
Radiance has definite directions, the waves of light are up
and the stars are down. Il you are above the Rainbow Bridge
or an island (fixed or drifting), and within 100 feet of i, you
experience gravity of normal strength in the direction of the
bridge or the island. IF you are more than 100 Fect away
fram the bridge and the islands. there is no gravity.

Flying creatures can navigate in the gravityless spaces
(aften simply called the empty spaces] normally. Other crea-
tures drift randomly: traveling 1déxio Teet in a single direc-
tion in 1 round, then changing direcrion ar random and
moving another 1d6xio feer, and so on. If a creature’s path
comes within 100 feet of the Rainbow Bridge or an island,
the creature is caught in its gravity and falls 100 feet fo its
surface (most likely suffering 10d6 Falling damage).




« Mormal Time: One hour on the Plane of Radiance equals
1 hour on the Material Plane.

« Infinite Size: Creatures that atrempl 1o reach the auras
above or stars below the Plane or Radiance can fly forever
and never reach them.

« Alterable Morphic.

* No Elemental or Energy Traits: Some regions and fea-
tures of the Plane of Radiance (primarily radiant clouds,
chromatic hurricanes, and some islands) have the minor or
major positive-dominant fraif.

= Mildly Chaos-Aligned: Lawful creatures on the Plane of
Radiance suffer a -z penalty on all Charisma-based checks.

= Enthralling: Whenever a nonoutsider arrives on the
Plane of Radiance it must make a DC 15 Will save or be fas-
cinated by the plane’s shifting lights and auras. The creature
remains fascinated indefinitely unless the effect is broken as
described on page 30 of the Duvsion Master's Guide. This is
a mind-affecting effect.

= Enhanced Magic: Spells with the pattern or light deserip-
tor are enhanced on the Plane of Radiance. Such spells are
cast as though they were prepared with the Enlarge Spell
and Extend Spell feals, although they don't require higher-
level slots to cast.

= Impeded Magic: Spells with the darkness or shadow
descriptor might fail when cast on the Plane of Radiance. A
spellcaster attempting to cast a spell with the darkness or
shadow descriptor must succeed al a Spellcraft check (DC 15
+ spell level) or lose the spell

RADIANCE LINKS
Travelers fypically access the Plane of Radiance using spells
(such as plane shiff) or temporary rainbow passages. Rainbow
passages that connect the Flane of Radiance fo the Material Plare
function similarly to portals or vorfices en other planes, although
they have a significantly different appearance. A link 1o or from
the Plane of Radiance appears as a strefch of the Rainbow
Bridge, sither reaching up from a material world mto the sky or
dipping from the Rainbow Bridge on the Plane of Radiance into
the starry basin below. These dramatically ascending or descend-
ing paths oft the Rainbow Bridge are as substantial as the mam
bridge itself, bur they are lemporary.

Whenever a rainbow appears on the Material Plane, thers
iz a chance that it holds a connection 1o the Plane of

Radiance. Any creature that finds one of these connections
must merely sef Fool upon it to be immediately rranspored
ta its corresponding end on the Plane of Radiance and vise
versa, Rainbow passages are always \wo-way and connecr a
fixed location on the Material Plane to a fixed area on the
Rainhow Bridge, although creatures on either side of a pas-
sage do nol know where it leads unil they actually pass
through, There s little danger in iraveling between planes in
this way, Rainbow passages exist for relatively short periods
of fime, rarely appearing for more than an hour. Determining
how long a rainbow passage has before il vanishes can be
discerned merely by watching ane, as they initially appear
just as vibrantly colored as the Rainbow Bridge but immedi-
ately begin Fading until they vanish completely. An extremealy
rare handful of permanent rainbow passages are known fo
exiat, usually connecting lofty mountaintops or places of sig-
nificant fey influence directly 1o the Plane of Radiance,

The: Plane of Radiance does not connect to the Astral Plane
or Ethereal Plane. Spells and spell-like abilities that use or
access these planes do not funcrion on the Plane of Radiance.

FEATURES OF THE PLANE OF RADIANCE

Most crearures find the Plane of Radiance relatively hos-
pitable. The Rainbow Eridge makes travel through the plane
gasy, dlowing creatures to visit an infinite number of fixed
islands, many of which are similar in geography fo the
Material Plane. Moving through the empty spaces ta count-
less drifting islands is also a simple task for creatures that
can fly. Although a place of constant brightness, there is no
actual sun on the Plane of Radiance. Thus, creatures nega-
tively affected by sunlight can travel the plane freeby.

THE RAINBOW BRIDGE

The branches of the Rainbow Bridge spread throughout the
Plane or Radiance, seemingly withoul a beginning or end,
Fized islands rest just ofT the Rainbow Bridge, accessible by
direct connections from the bridge or by short leaps.

The Rainbow Bridge is 15 feet wide in most places,
although there are areas both wider and thinner, It is solid
and hard, Feeling like smoorh stone fo the fouch, and i1
sharp, bright colors are clear against the pastels of the sky
and the stars below, The Rainbow Bridge has no hardness or
hit points, as 11 s effectively indestructible,




PLAMNAR TERMINOLOGY

This artick uses a wariety of terms and descripions Tirst infroduced

in the: Manual of the Flanes, The Manual of fhe Panes section of the
DEalk a4y Accessory Update (which can be downloadad from the
Crurceoms O Dracons page of the Wizards of the Coast websiie,
wwnw.wizards,com} updaras this information and might be vseful as
well, The planes-related terms mast refevant re-this article are pre-
sented hero

Transitive Plane: These planes are sssentially connegtions tooand
perween other planes, allowing travel from plane to plang or from
place 1o place on.a specific plane, Transittve plases usually have
eloments of the places they connect, including simitar types of mats-
rials, creatures, and travelers from nearhy planes. The Plang of
Rediance is a Transitive Plane as il can be used 1o fravel from place
to place an the Material Flane.

Coterminous: One of several fraits used fo describe how certain
planes liok 1o others, coterminous planes are these that canpect i
one another bat do not overlap, The Plane of Radisnce iz a-cotermi-
neus plane with the Material Plane as it directly links 1o a multitsde
of places an that plane.

Alrorable Morphic: Any plane that can be changed or influenced.
If & creature can move a featura of the plane, maks changos
through physicel force, or otherwise affect change on a plane with-
oul wsing magic, it s allerably morphic. The Marersal Plane is
another cxample of analterably morphic plane,

Certain secrions of the Rainbow Bridge can serve as pas-
sages ta the Marerial Flane (see the "Radiance Links” section).

FIXED AND DRIFTING ISLANDS

Both fixed and drifting islands are accumula-
tions of solid matrer, ranging in size from
a few hundred Fast to miles across,
Fixed islands connect to the Rainbow
Bridge and are easy fo reach, rela-
lively speaking, as the Bridge leads
directly to them, and they stay in place
aver time. Drifting islands are not con-
nected fo the Rainbow Bridge and, as
the name suggests, drift at random
throughout the plane, Only flying
creatures or those capable of rele-
porting can reach these islands,
althaugh they might pass close

enough fo the Rainbow Bridge that crea-
fures can jumg ta them. Since they move,
creatures rying to locate a specific drifting island
require divination spells or native guides to find the
ane they are looking For,

Both fixed and drifting islands resemble either small land-
masses from the Material Plane or masses of interconnecrad
crystal, Countless creatures make their homes on the Plane
of Radiance's floating islands, as each island has its own
unique ecosystem, Intelligent creatures alse make their homes
on hospitable islands. Such island communifties can cover
part or all of a single island, sometimes even strerching
across several islands, bound together through mundane or
magical means,

RADIANT CLOUDS
A radiant cloud i3 a thick, billowing concentration of gaseous
radiance. Fram the outside they are opague, although crea-
tures inside can see up fo g feet through the misty aura
(which acts as an abscuring mist spelll. Radiant clouds rarely
come within 10o feel of the Rainbow Bridge or the islands,
Moest radiant clouds are between 200 feet and z.ooo fest
long and half that in width and height. Every round that a
creature is inside a radiant cloud, it must make a DC 15 Will
save or be dazed for idg minutes. A creature does not have
to make Will saves while dazed, but a5 soon as the effect
wears off, it must make another save or be affected again,
This is a mind-affecting effect.

CHROMATIC TORNADOES

These windstorms, filled with crackling, mulrihued energies,
rapidly rush through the Plane of Radiance, sweeping up all
things in their paths. A chromatic fornade typically passes
through a particular location in 2dio reunds, affecting both
creatures and unattended objects as a Material Plane tornado
does {see page g of the Dunceon Mastee's Guidel. Due to
the violent radiant energies that roil within the storm, crea-
tures caught within the funnel cloud suffer 6d6 poinis of
damage and are affected as if by the spell cofor spray (DCag
Will save negates) every round until they are expelled,
Fortunately thaugh, due to the plane’s gravity and lack of
solid surfaces, victims of chromatic ternade rarely suffer
falling damage after expulsion.

RADIANCE INHABITANTS
The Plane of Radiance is home to a wide variery of crearures
that flourish in the plane's briliance. Some are simply curious
or apathetic about visitors, but oihers can be quire
ageressive and dangerous. Intelligent, sophisticated
creatures who love beauty and
color often visit this plane or
make their homes here—par-
ticularty if they are capable
of flying. Most comman
amaong these creatures are
couatls, lammasus, and lil-
lends, although more sin-
ister threats such as
harpies, rakshasas,
ravids, and will-o-
wisps are almos!
egually common.
Several races and species
of creatures are also native fo
the Plane of Radiance {see the “Creatures
of Brilliance” articlel,
Mative creatures with an Intelligence of 4 or more usually
speak Auran or Celestial, the rwo most commonly used lan-
guages on the Plane of Radiance.

“

MOVEMENT AND COMBAT

In areas with gravily, movement and combat are as usual For
the Material Plane. In the empry spaces, flying creatures can
act narmally, bur nonflying characters experience random




SPELL UPDATE

RAINBOW

Conjuration {Creation)

Lewvel; Clr B, Radiance &

Compenents: ¥, 5, OF

Casting Time; 1 srandard acifon

Range: a [T,

Effect: Rainkow bow, quiver, and arrows
Duratien: 1 heurflevel

Saving Throw: Mone

Spell Resistance: Yes

& rainbow-hued longhow appears inoyour hand, slang with a full
quiver of arrows Tlerched in a varioty of colors, The longhow is
treated in all ways as.a e dorghew thar the castor is proficient in
wusing, regardless of having the proper Peats, The quiver holds an
endless supply of seven difterent colored arrows. each being mada
of a different material and having the following effecrs:

Hed: + elemenial-hane adamaniing arrows,

Crange: o constrocr-tane siver Srmows,

Yelow: +1 plant-tame arrows These arrows are considered evil-
afigned for the purpese of overcoming damage reduction.

Green, +r magical-teast-hane arrows. These arrows are consid-
ered good-aligned for the purpese of evercaming damage reduction.

Bluer o1 undead-bane arrows, These arrgws are considered -
Ful-aligned far the purpose of avercoming damage reduction,

lngliga: o1 aberration-tans arrows Thise arrows are conziderad
chactic-alignad for the purpose of overcoming damage reduction,

Vialer: v dragon-hatee cold ron Groows,

iy the caster tan use the longbaw, quiver, and arrows this spell
creates, as thay immediately appear back in his possession if
dropped or given sway, The easter can deop the longhow and guiver
1o wse ather weapens during this spell’s diration; they rematerialize
for uze when the caster wills- it [a free actiond, The longhow, guiver,
ant arrowes ereated by thiz spell have no weight and cannol be sun-
derad or destroyed, although a successfisl dispel sttempt dispels all
the irerns created by this spell. Onee the spell's duration expires, the
b, quiver, and-all arrows creatad by the spell disappear,

drift {see the Planar Traits section). A randomly drifting
creature engaged in combat is obviously limited by its inabil-
ity to control its movement. In addition, ir suffers the same
penalties to attack rofls as a creature affected by the spell
fevitate. Drifting characters cannot stabilize themselves as
described by the fevitate spell,

PLAMNE OF RADIAMCE SITES

Among the Plane of Radiance’s floating islands are countless
curiosities and dangers. OF these, the wandering mefropolis
Conil-a-Ald and the elusive birthplace of the Rainbow Bridge,
Prisme, are the maost wonderous.

CONIL-A-ALD (HARP OF GLASS)

This vast, beautiful city is located on a massive drifting
island, With towers of spun glass, sireers of opal, and cool
breezes thar seem alive with the echo of distant songs, Conil-
a-Ald is truly one of the wonders of the multiverse. A lillend,
Chyseria of the Luminescent Voice, governs there with the
help of her seven children; a fair and light-handed dynasry
mterested in creating and preserving art throughoul the
planes. As such, music and art of all varietiss and to al
exciremes fill the city to an exient seen nowhere alse
throughout the planes.

Conil-a-Ald is home to a multitude of glimmerfolk, lillends,
sphinxes and a few very forfunate gnomes and humans,
Violence is prohibited in the city, a rule siricily enforced by
a population eager to protect all that they've created,

PRISME

This legendary location is said to be the starting point {or
perhaps the end) of the Rainbow Bridge. A huge, roaring,
multicolored warerfall pours frem a giganfic crysral prism
onto the Bridge. According to tales, the place where the
waterfall strikes the Bridge can be used as a portal to any-
where in the muliverse, or beyvond—even to other times. A
radiant titan named Riis, a powerful and ancient guardian
who wields a sword called Crystal Lightning, defends Prisme
from all intruders, '@

RADIANCE DOMAIN

Daifies: Pelor,

Eserron Deities: The Path of Light,

ForooTTEN: REatms Deities: Horus-Re, Lathander, Llira.

Granted Pawer: You are immune to partern effects. This is a supernatural abiling,

RADIAMNCE DOMAIN SPELLS

Hypnaotic Patrern: Fascinates (adg o levell HD of creatures,

Rainbow Pattern: Lights fascinate 24 HD of creatures,

Prismatic Spray: Ray hits subjecrs with wariery of effacts

o S S ln 4 W M=

Prismatic Wall: Wall's colors have array of effects,

Calor Spray; Knocks unconsclous, Binds, andfor stuns 16 creatures

Searing Light: Ray deals 18/ two levels damage, more against undearl,
Faeric Fire, Widened: Outlines subjects in a w-frradiug burst of light, canceling blur, concealment, and the like.

Rainbow: Creates a longhow with arraws that have 8 variety of properties.

Scintillating Pattern: Twisting colors confuse, stun, or render unconscious.




by Aaron Williams
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A journey of 1000 miles begins with
a two-hour delay before takeoff.

N I WAS HOPING TO TRAVEL TO
THE ETHEREAL PLANE FOR A WEEKEND
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Inhabitants of the Plane of Radiance
by Bennet Marks - lllustrated by David Wahlstrom

W ith endless floating vistas and
oceans of searing brilliance
connected only by vast expanses of
unfathomable nothingness, it’s easy to
believe that the Plane of Radiance is too
hostile an environment to create life.
Amid the blinding auras, shimmering
clouds, and infinite depths flourish a
multitude of beings, both beautiful and
deadly. Presented here are a number of
new creatures native to or infused with
the power of the Plane of Radiance,
planar beings just as dangerous as fthe
searing light that spawned them.



GLIMMERFOLEK

Glimmerfolk, 15t-Level Warrior

Medium Oursider (Mativel

Hit Dice: 1d&+ (5 hp)

Initiative: +4

Speed: 30 fr. (B squares)

Armor Class: 15 [+4 chain shirt, +1 light
shield}, fouch 10, flat-footed 15

Base Arrack/Grapple; +1/+1

Attack: Longsword +1 melee (1d8/1g-20)
ar lengbow +1 ranged (1d8/x3)

Full Artack: Longsword +1 melee (1d8/1g-20)
or longbow +1 ranged (1d8/x3)

Space/Reach: 5 Fr./g Fr.

Special Attacks: —

Special Qualities: Glimmerfolk traits

Sawves; Fort +3, Ref +o, Will +o

Abilities: Str o, Dex 11, Con 12, Int 10,
Wis 11, Cha 8

Skills; Climb +1, Handle Animal +1, Hide
-g", Perform (sing) +2, Ride +2

Feats: Improved Initiative

Environment: Temperate forests

Organization: Salitary, team (2-4), or
company [5-20 plus 2 grd-level
lieurenants and 1 leader of grd-zth
lewel)

Challenge Rafing: 1/z

Treasure: Standard

Alignment; Usually true neutral

Advancement: By character class

Level Adjustment: +o

This regal humanoid is shghtly taller and
feaner than a human. With skin an
almost lumingscent gofden tan, it siares
at wou sternly, its head rung by a halo
of three slowly orbiting, fist-sized ljghts.

The glimmerfolk are a plane-touched
race, native to the Material Plane
where they live in eerie forests infused
with radiarit energies, They are flercely
isalationist and have little contact with
other peoples.

Glimmerfolk are taller but slighter than
humans, They have deeply tan skin,
ranging from brown fo bronze, Their hair
caler can be of any of the fairer shades
that accur inhumans, while theair eyeas
are night-black with tiny, flickering lights
of many colors. Their lifespans are also
similar to those of humans,

Qlimmerfolk garments, weapons, and
other equipment are always of excellent
quality and artistic design, and are
extremely well cared for, frequentlhy
appsaring new,

In their-homes and communities,
Glimmerfolk speak Sylvan, although they
often know Auran, Common, and Elven.

Combat

Glimmarfalk strive for excellence in al
they da, be it art, magic, or warfare. They
are usually well organized and work well
tegether, using both their martial falents
and their spellcasting abilifies to profect
themselves and their forest,

Glimmerfolk Traits: Glimmerfolk pos-
sess the following racial traits.

» +2 Dexterity, -2 Strength,
Glimmerfalk have an otherwarldly
grace thar stems from rheir planar
heritage, but they possess a frailiy
that makes them ill suited to the
harshness of the nafural werld.

» Medium size,

» A glimmerfolk’s base land speed is
30 feet.

» Low-light vision,

« Immunity to pattern effects,

= +2 racial bonus on Perform checks.

« 4 racial bonus on saving throws
against spells of the shadow subschaal
or with the darkness descriptor.

« Automatic Languages: Sylvan.
Bonus Languages: Auran, Comman,
Elven, Gnell, Gnome, Geblin, and Ore.

» “Nimits [Sph All adult glimmerfolk
have thres globes of immaterial col-
ored light, about 2 inches in diameter,
which float within 1 foof of them af all
times. These lights are called nimlis and
are an extension of a glimmerfolk’s life
force. Mimlis slowly orbir glimmerfolk
in random paths, usually just abowe
their shoulders. Mimlis are a natural
part of the glimmerfolks' existence and
are thaught of in the same rerms most
races consider hair color.

A nimli glows with a constant light
equivalent to a candle. Since sewveral
lights usually surraund them, glimmer-
folk suffer a =2 penalty on Hide checks
for each nimll they have active, Mimlis
do not interfere with spells such as
mirror image or invisibiity,

As a standard actlen, a glimmerfolk
can use ang or more of her nimlis te
cast a spell Doing so causes the nimli
to "burn our,” fading From existence
until the glimmerfolk has a chance fo
rest for at least § hours, After that
time, any used nimlis reappear. A glim-
merfalk using one of her nimlils can
reproduce the effects of the spells
dancing fights, daze, or flare, By using
two nimlis, a glimmerfolk can cast color
spray or magic missile, By burning all
thrae nimlis, a glimmerfolk can cast
mirror image.

» Favored Class; Ranger.
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The glimmerfolk warrior presented here
had the: following ability scores before
racial adjustments: Str g, Dex g, Gon
1z At 1, Wis 1, Cha 8.

Glimmerfollk Society

Glimmerfolk are a civilized, learned
race, but their xenophobia can make
them distrustiul and dangerous.
They fallew a prince, a hereditary
olfice passed down [rom Father fo
eldest son.

Glimmerfolk children do net have
nimli. Al puberty each child goes on a
sala “walkabour” called the Brizhi
Journey. A& small number do not sur-
vive, but the rest refurn with their
full complement of nimlis and are
considered adulfs.

Glimmerfolk are usually encountered
in their forests and are not hospitable
Iz strangers. Rare glimmerfolk found in
the outside world have usually been
sent by the prince and his council,
gither for diplomafic purposes or an a
guest to find items or information
needed by the gimmerfolk. Even more
rare are runaways, glimmerfolk wheo
turn their backs on their people and
their home 1o explors the world, These
Free spirits are considered outlaws and
are shunned.

The glimmerfolk live ina wide vari-
gty of communities: large forest
cities, smaller towns, family estates,
and druidic enclaves. They love arr
and poetry, as well as the natural
beauty of their forest, but see all
other races [with the pessible excep-
Hon of elves and feyl as threals to
that beauty,

PRISMFLY SWWARM

Fine Magical Beast [Extraplanar,
Swarm)

Hit Dice: wdio (55 hip)

Initiative: +11

Speed: 5 f1. (1 square), fly 6o ft. (good)

Armor Class: 25 (<8 size, +7 Dex),
touch 25, flat-footed 18

Base Attack/Grapple: +10/—

Attack: Swarm (2d6 plus 1d8 acid)

Full Attack: Swarm (zdf plus 8 acid)

Space/Reach: 1 ft.fo ff,

Special Atracks: Acid, confusing swarmm,
distraction

Special Qualities: Darkvision Ga fr.
immune fo weapon damage; low-light
wigion, swarm traits.

Saves: Fort +7, Ref w16, Will +3

Abilities: Sir 1, Dex 24, Con 1o, Int 1,
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Wis 11, Cha 15
Skills: Hide +8, Listen +g, Spot +12
Feats: Alertness, Improved Inifiative,
Iron Will, Lightning Reflexes
Envirenment: Flane of Radiance
Organization: Sclitary, sheen {z-g
swarms), or glare (B2 swarms)
Challenge Rating: fi
Treasure: Mone
Alignment: Always neutral
Advancement: None
Level Adjustment; -

A hissing, sparking cloud of tiny slow-
i bus sweeps closer, Mickering
throuah the air fike a fying fire.

The flesh-eating prismflys thar make
up this swarm can easily be mistaken
for fireflies. Closer examination
reveals that each bug has whal
seams to be a ting crystal protruding
from its abdomen that flashes a
spectrum of different colors, From
their stubby black heads prafrude six
minute, needle-sharp mandibles
coated with sickly brown acidic fluid.

Combat

A prismfly swarm secks to surround
prey il encounfers, using its acid bite to
eat away at-it. The swarm deals 2d6
painfs of damage fo any creature
whose space it occupies ar the end of
its mowve.

Acid (Ex): Those damaged by a
prismfly swarm suffer an addirional 1d8
points of acid damage,

Confusing Swarm (Sul: Any crea-
ture that occupies the same space as
a prismfly swarm must make a DC 1y
Will save or be confused For 1dg
rounds. This is a mind-affecting pat-
tern effect. The save DC is
Charisma-bazed.

Distraction (Ex): Any living crea-
fure that beging its turn in the same
space as-a prismfly swarm must suc-
cead ona DG 5 Fort save or be nau-
seated for 1 round. The save DC is
Constitution-based.

Skills: A prismfly swarm has a +4
racial bonus on Spof checks. It suffers
a -8 racial penalty on Hide checks. due
toits bright glow.



RADIANT CREATURES

Radiant creatures are natives of the
Flane of Radiance and are at least par-
tially made up of the raw materials and
engrgies of that plane. Most radiant
creatures are bright, luminous versions
of beings found on the Material Plane.
A radiant creature is the same size and
sha_p& ‘ag its Material Plane counterpart,
bur it appears as a semi-franslucent
mass of shimmering, shifting colors and
“aparkling lights,

Sampile Radiant Creature

Winging overhead is a creatura that
seems to be afire with the light of &
rising sun, Resplendent in an aura of
shitnmering colors, fighr glints from the
massive wings, talons, and beak of this
Zreat avian with equal intensity,

This example uses a giant eagle as the
base creature,

RADIANT GIANT EAGLE

Large Qutsider (Augmented Magical
Beast, Mative)

Hit Dice: qdio+q (26 hp)

Initiative: +5

Speed: 10 f1. (2 squares), fly 8o ft.
{average)

Armor Class: 17 (-1 size, +5 Dex, +3
ratural), louch 14, Fat-footed 12

Base Attack/Grapple: +4/ 412

Attack: Claw +7 melee (1d6+4)

Full Attack: 2 claws +7 meles (1d6+4)
and bite +2 melee (idB+2)

Space/Reach: 10 1./ 5 fr.

Special Artacks: Rainbow aura, spell-like
abilities

Special Qualities: Damage reduction
5/magic, evasion, darkvision 6o fr.,
Fast healing 2, immunity o blindness,
cannot be dazed, dazzled, or stunned,

_ low-light vision

Saves: Fort +5, Ref +g, Will +3

Ahilities: 3tr 18, Dex 21, Con 2. Int 10,
Wis 14, Cha 16 _

Skilla: Hide -7, Knowledge (nature] +2,
Listen +86, Sense Motive +4, Spot
1, Suryival +3

Feats: Alertness, Flyby Attack

Environment: The Flane of Radiance

Organization: Solitary, pair, or eyrie
(5-12)

Challenge Rating: 4

Treasure: Mone

Alignment: Usually chaotic good

Advancement: 5-8 HD (Large); g-12 HD
(Huge} !

Level Adjustment: +5 (cohart)

Radiant giant eagles behave much like

giant eagles of the Material Plane,

although they commenly enly nest
upon fixed or drifting islands on the
Flane of Radiance. Radiant glant eagles
speak Auran,

Combat
Radiant glant eagles make axtensive use
of their rainbow aura and spell-like ahili-
ties in combat. Usually flying over ene-
mies several fimes, they wait until their
aura’s dazzling effect significantly weak-
ens their enemies before they attack.
Rainbow Aura (Su}: Radiant giant
eagles glow with a natural light, Al
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creatures within 3o feer must maks a
DC 15 Will save or be dazzled for 1d6
rounds. Dazzled creatures suffer a -1
penalty on attack rolls, Search chacks,
and Spot checks. Although it is not
merely a radiant giant eagle's eyes that
are a threat, this effect is in all ways
treated as gaze attack. The save DC for
this effect is Charisma-hased.

Spell-Like Abilities: 3/day—blur, color
spray IDC 14). The save DCs are
Charisma based,

Evasion (Ex): With a successful
Reflex save against an atrack thar
allows a Reflex save for half damage, a
radiarit giant eagle fakes no damage.

Skills: Radiant glant eagles have a +8
racial bonus on Spot checks, and a -8
penalry on Hide checks dus fo their
rainbow aura.

Creating a Radiant Creature
“Radiant” Is an inherited template that
can be added to any aberration, animal,
dragon, fey, giant, humanoid, magical
beast, or monstrous humanaid
[refarred to hersafter as the “hase
creature’). Ir uses all the base crea-
ture's statistics and abilities except as
noted heare,

Size and Type: The creature's type
changes 1o cutsider. Do not recalculare
Hit Dice, base attack bonus, or saves:
Size is unchanged. Radiant creatures
are native outsiders.

Special Attacks: A radianf creature
retains all the special attacks of the
base creature and also gains the follow-
ing special abilities:

Rainbow Aura (Su): Radiant creatures
constantly shed a glaring aura that
most creatures find difficult to look at.
Those within 30 feet of a radiant crea-
ture must make 8 Will save (Do +
1fz2 ereatura’s raclal Hit Dice = crea-
ture's Charisma madifier) or be dazzled
for 1d6 rounds, suffering a -1 penalty
on attack ralls, Search checks, and
Spet checks. Radiant creatures are
immune to the rainbow aura of othar
radiant creatures.

Although not a gaze attack In the
usual sense, this ability uses the samme
rules for making artacks and avoiding its
effects [see page 2g4 of the Dunceow
Master's Guigel, Thus, a creature can
attempt to look away or close its eyes to
avoid the effects of this abiliry.

Spell-like Abilities: A radiant creature
with an Irtelligence or Wisdom score of
8 or higher has spell-fike abilities
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depending on its Hif Dice, as indicated
on the following rable. The abiliries are
cumulative; a radiant creature with 4
HD can use cofor spray as well as biur,
Unless etherwise nated, an ability is
useable once per day. Caster level
equals the creature’s HD, and the save
DC is Charisma-based.

Abilities

I 5

Scintillating pattern

Lo

Special Qualities: A radiant creature
retaing all the special qualities of the
base creature, plus the fellowing special
gualifies;

» Damage reduction: 5/magic (if u HD
or less} or 10/magic {if 12 HD or more),

« [mmunity e blindness.

» Mo radiant creature can be dazed,
dazzled, or stunned,

« Fast healing 2 so long as-a source
of light [other than the radiant crea-
turel shines on the radiant creature,

Abilities: Increase from the base
creature as follows: +4 Dex, +6 Cha.

Skills: Radiant creatures suffer -8
racial penatty on Hide checks, due o
their rainbow aura, and they have a +4
racial bonus on Spot checks.

Environment: The Flane of Radiance,

Challenge Rating: Same as the base
ereature +1,

Alignment; One step closer to chaotic
than the base creature.

Level Adjustment: Same as base
creature +3,

RAINBOVY DWELLER

Medium Outsider (Extraplanar,
Incorporeal)

Hit Dice: 4d8+4 (22 hp)

Initiative: +6

Speed: Fly 4o fr. (perfect) (8 squares)

Armor Class: 19 [+6 Dex, +3
deflection}, touch 1g, fat-footed 13

Base Aftack/Grapple; <4/—

Attack: Incorporeal tauch +11 meles (1d8
plus dizgase)

Full Arrack: Incorpereal touch +11 melee
(1d6 plus disease]

Space/Reach: 5 ft./s ft.

Special Attacks: Color burst, disease,
radiant form

Special Qualities: Darkvision 6o Fr.,
incorporeal traits

Seves: Fort +5, Ref +10, Wil +5

Abilities: Str =, Dex 22, Con 1z, Int 11,
Wis 12, Cha 16

Skills: Bluff +10, Hide =5, Infimidare +12,
Knowledge (the planes) +7, Listen +8,
Perform {sing} +10, Szarch +7, Spot
+12

Fears: Flyby Arrack, Weapon Focus
{incorporeal touch)

Environment: Plana of Radiance

Organization: Solitary, pair, or choir
(3-0}

Challenge Rating: 4

Treasure: Nona

Alignment: Always chaotic neurral

Advancement: 5-12 HD (Madium)

Lewvel Adjusiment: —

A humanoid shape made up of fowing,
fuminescent cofors and bursts of sparkling
fight floars defily throush the air,

Rainbow dwellers are among the purest
expressions of radiant life. Sages sug-
gest that they are born in distant,
unexplored spaces of the Plane of
Radiance, coalescing directly From radi-
ant energies and materials. These erea-
tures have a translucent humanaid
form composed completely of light and
ever=shifting colors, wirh eerie, opales-
cent eyes.

Although they are intelligent, their
paychalogies are quite alien, and their
actions are unpredicrable. Some seem
to resent all non-radiant life and attack
such creafures on sight, others are less
wviolent bur have cruel senses of humor
and engage in dangerous mischief,
while same are more reasonable and
willing Fointeract with other creatures.

Rainbow dwellers have meallifluous
voices, which can produce noises far
beyond the normal human range of
perception, and they seem to love to
sing, What language they sing in
though—or it they indeed have or know
any languages—is unknown.

Combat
A rainbow dweller uses its radiant form
and calar bursts to disrupt an oppo-
nent's defenses, then it atracks wirh irs
incorporeal fouch arracks.

Color Burst [Su): A5 a standard
acrion, a rainbow dweller may unleash a
15-foor-radius burst of shockingly bril-

liant light, centered on itself, three
times per day. All crearures in the area
are affected as if by the spell cofor
spray [DC 15). The save DC is
Charisma-based,

Disease (Ex): Creatures that come Into
contact with rainbow dwellers are often
affected by a strange disease called sun
scorch. Creatures hit by a rainbow
dweller's incorporeal touch, ar that
attempt to grapple or otherwise directly
touch one, must make a DC 13 Foriifude
save. Creatures that fail are infected
with a unique noncomunicable disease
with an incubation time of 1 day that
deals 1d4 points of Strength damage.

Radiant Form (Sul: The ever-chang-
ing- colors of the rainbow dweller's Form
distract the eye and bewilder the mind
of onlookers. Any creature within 3o
feef who can see the rainbow dweller
must make a DC 15 Will save or be fas-
cinated for as long as the dweller is
within range. A creature that saves
wersus a rainbow dweller's radiant Form
isimmune to that rainbow dweller’s
radiant form for 24 hours. The save DC
is-Charisma-based.

Creatures can fry to look away or
close their eyes to avoid the effect of a
rainbow dweller's radiant form as
though it were a gaze attack. Creatures
native to the Plane of Radiance are
immurie to this ahility.

Skills: The rainbow dweller has a +4
racial bonus on Spat checks, and it has
a -8 racial penalty on Hide checks due
to the light it sheds, &

wostwpalzocomidragon 75




LOOKING OUT FOR THE LITTLE GUY

Arvoreens

N e bEr T E RS

by Thomas M. Costa - llustrated by Jeff Carlisle

“ hroughout the Foraorten Reaims, the deiry
Arvoreen warches over halfling communities
and individuals, wherever they may wander.

& Btern and practical for a halfling deiry,
Arvareen has instructed his likeminded flock to pretect
and leok affer others as he does them, Thus, the reli-
gious orders of Arvoreen's keepers and Arvoreen's
warders were born, road and village marshals of the
halfling god of vigilance,

ARVOREEN'S REEPERS

Arvoreen's keepers, also known as Keepers of the
Vigilant Guardian, are halfiings of that rare breed that
crave action. They are the defenders of their commu-
nities. They believe in an active defense, much like their
patron god, Arvoreen the Defender, who promises
them a glarious afterlife at his side. Consequently,
kespers aggressively prepare for incursions into
halfling lands and are always ready to repulse hostile
invaders at the first sign of rrouble, They construct
defensive barriers, signaling systems, beacons, and
traps to protect their charges, They patrol the commu-
nity and surrounding areas, driving away or killing
monsters and intruders, They also keep the peace and
lead willage militias when invaders attack.

Arvoreen's keepers are dogged and determined fo
give a good account of themselves, but they are
also—like most halflings—extremely practical. They fol-
low a code of efhics, but understand that it is anly a
set of guidelines that cannol cover every sifuation,
Keepers might make questionable alliances, even steal
ar rimes, if such extremes are required to defend
their charges. Similarly, they might ignore a peffy
rheft if mio one was injurad,

004

Most of Arvoreen's keepars are clerics or
ranger/palading, although almost all single-class or mul-
ficlass combinations of paladin, ranger, and cleric are
known. Very few barbarians or arcane spellcasters opt
ro become Arvoreen’s keepers. Those keepers withour
any divine supernatural or spellcasting abilities are
commanly known as warders,

In times of war, Arvoreen’s keepers are commanders
of halfling soldiers, elite warriors, and scouts. In times
of peace, they are sentinels and troubleshooters, often
serving as local constables, sheriffs, wardens, magis-
trates, or marshals, being politely nosy, maintaining
order, and enforcing the law, However, even when
they do not hald these positions, the local sheriff and
halfling clergy know they can always call on keepers
for assistance. For these reasons, keepers command
the fidelity and respect of halflings everywhere, who
love the keepers for keeping them safe. Keepers are
common in many halfling communities, notably the
tallen halfiing realm of Meiritin (now part of Amnl, the
Furple Hills of Tethyr, and the halfiing nation of Luiren,
as well as among many of Arvoreen's military orders,
notably Arvoreen's Marchers of Tethyr, A Few keepers
choose fo wander, becoming deputy-rangers or road
sheriffs—law officers given authority by local officials
to wander afar in search of thase who commit crimes
against halfling communities.

Avoreens Reeper Class Features
Al the Following are class features of the Arvorean's
kgeper prestige class,

Weapon and Armor Proficiency: Arvoreen's keepers
are proficient with all simple and martial weapens, light
and medivm armor, and shields,




ARVOREEN
The Drefenden the Wary Swerd

Imtarmeadiare Halfling Deity

Symbol: Twenr crossed short swords

Home Plana: Green Flakds

Alignmant: Lawful good

Portfolic: Defense, war, vigilanoe, halfling
warrions, duty

Worshippers: Halflings, Fightars, paladins, rangers,

soldiars, warriors

Cleric Alignments: LG, LN, NG

[omains: Good, Halfling (fram the Forooriod
Riatms Campaign Seftingh, Law,
Protection, War

Favored Weapon; "Aegisheart” short swerd)

‘when imvaders threaten hallling communitles, residents
senil prays 1o Arvoreen, whose worshippers follow a
doctring of guardianship, stern defense, and aggressive
watchfulness, Arvorean remaing ever mware of dangsrs
facing helfing communities but prefers a reactive Tather
than proactive agenda, When an enemy strikes, his halfling
servants strike hack with precision and decisiveness born
af a stric, almost unhalflinglike regimen of martial mainieg,
More information on Arvoreen can be Found on page 137
of Faiths amd Pantfeans

Arvarasn defends halflings in the Foroorren Beaims, but
clepwhers Fharlanghn or Heironeous might fullill 2 similar
rale as parron of the keepers, I you'rs using EaERRoN
duities, Bokdrei might spensor keapers and warders,

Spells per Day: Arvoresn's keepers centinue their
devation to Arvoreen. Thus, whenever the keeper gains a
new level, he may gain new spells per day as if he had
gained a level in a divine spellcasting class he belonged to
before adding the prestige class. He does not, however,
gain any other benefir a character of that class would
have gained {increased turning abilitles, animal compan-
ions, and so onl. This means he adds his new level of
Arvoreen's keeper to the level of some other spellcasting
class he has, then determines spells per day and caster
level accordingly. (If the character had mere than one
divine spellcasting class before becoming an Arvoreen's
keeper, he must dacide to which class he adds each level
of Arvoreen’s keeper for purposes of spells per day),

Trapfinding: Arvoreen's keepers have the frapfinding
skill just as rogues do (see page fo of the Players
Handhook), With this ability, keepers can use the Search
skill to locate magic traps and mundane traps with DCs
higher than 2o

Uncanmy Dodge (Ex): At grd level, an Arvoreen's
keeper gaing uncanmy dodge, just as a qth-level rogus
{see page 5o of the Player’s Handbook). This ability aliows
the character to retain his Dexterity bonus to Armor
Class (if any) even if he is caught flat-footed or struck by
an invisible attacker,

Defensive Parry (Exli At sth level, Arvoreen's keepers
have truly mastered the defensive maneuvers of combat.
When executing the fight defensively standard or full-
round action, the keeper gains an additional +1 dodge
bonus to his Armor Class (see Fighting Defensively on




page 140 and 143 of the Player’s Handbook). In addi-
tion, when executing the total defense standard action,
the keeper gains an addifional +2 dedge bonus o his
Armor Class (see Total Defense on page w2z of the
Flaver's Handbook),

Subduing Strikes (Ex): Arvoreen’s keepers offen
serve as logal sheriffs charged with capturing crimi-
nals. At zth level, the keeper can deal nonlethal damiage
with a weapon that deals normal damage without suf-
fering a -4 penalty on the arack,

ARVDREEN"S KEEPER
! REQUIREMENTS

To qualify to beoome an Arvoreen’s kieper, a
characrer must Tullill all the Fellowing criteria,

Race: Halfling.

Religion: Arvoreen,

Alignment: Lawful good, neutral good, or lawdful neatral.

Bese Attack Bonus; -4

Skills: Craft ltrapmaking) 4 ranks, Listen 4 renks, Sense
Pativir 4 ranks, Spat 4 ranks; Survival g ranks,

Feats: fleriness, Martial Weapon Proficiency {short
swecrd, Simple Weapon Preficiency (slingl ar Martial
Wwaeapon Proficiency (shorrhow], Track,

Spells: Must be-abie 1o cast divine spells,

Special Musl be accepted for training and be judged
worthy by-a cleric of Arvoreen.,

ARVOREEN'S KEEPER CLASS SKILLS _
The keaper's class skills (and the key ability for sach skill)
are Appraise dnt), Chmb (5tr), Cancentration (Conl, Craft
intl, Diplormacy [Chal, Cisable Cevice (nel, Gather
Information (Chal, Handle fnimal (Chal, Heal (wisi, Hide
(Del, Jump LStrl, knowledge local) fntl, Bnowledge
fature] (ntd, Knowledss (eeligion] (nt), Listen Daisl, Mave
Silently (e, Profession [Wis), Ride (Dex), Search {nt),
Sarme Motive (wish, Spar Dwis), Survival D), and Lise
Fope (Dax,

Skill Points ar Each Level: 4 + Int modifeer,

SRR
ARVOREEN'S KEEPER ADVAMNCEMENT
Clasg Basze Fort Ref will
Level Mtrack Bonus Save Save Save
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Team Player (Ex)h: Arvareen's keepers support, as
well as lead, their communities. At gth level, a
keeper has learned how to pocl his prowess most
effectively with his allies. When using the aid
another action, the keeper grants a +4 bonus instead
of the usual +2 bonus.

Defensive Roll (Exd: Al oth level, Arvoreen's keep-
ers can roll with a porentially lethal blow ro take less
damage from it. Once per day, when a keeper would be
reduced to o hit points or less by damage in combat
ifrom a weapon or other blow, not a spell or special
ability), he can attempt a Reflex saving throw (DG
equals the damage dealt) ro take only half damage from
the blow.

Code of Conduct: Arvoreen's keepers must be lawful
good, neutral good, or lawful neutral, Additionally, the
keepers' code requires they never attack first (although
preamptive strikes against known raiders or invaders—
who are considered fo have attacked first—are gener-
ally acceptable), aid and protect those in their charge
or their community, never flee from an enemy unless
all those undar their protection have safely escaped
leven if it means the keeper's own dearh), defend rhe
hanar of their god and race, and respect and obey the
clergy of the halfling gods,

Multiclass Arvoreen's Keepers: Arvoreen’s keepers
are allowed 1o muliclass Treely as paladins,

Ex-Keepers: Arvareen's keepers who cease to be
lawful good, neutral gocd, or lawiul neurral, or who
grossly wviolate their codes of conducr, lose spellcasting
granted by Arvoreen's keeper levels and the ability ro
progress as Arvoreen's keepers, An offending keaper
regains his abilities and his abiliry 1o progress as an
Arvoreen's keeper if he atones for his violations (see
the atonement spell description on page 201 of the

Flaver's Handbook).
ARVOREEN'S WARDER

The more militaristic branch of Arvoreen's favored,
Arvorgen's warders lack the spellcasring abilities of
their keeper brethren, but they make up for this limita-
tion with sheer tenacity. Skilled trackers and warriors,
warders often serve as scouts, man hunters, and com-
manders of halfling militias and military regiments

Special
Traplinding

Spells per Day

10 bawel of existing class
41 [evel of existing class
Lincanny dodge +1 lavel of axising class
17 bevel of exisring class
+1 bl of swisting class
+1 bovel of awisfing class
i bavel of axisting class
+1 el of existing class

Diofensive parry
Subduing strikes

leam plaver +1 level of axisfing class

Defensive roll 11 Jevel of swisting class
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Where keepers tend 1o fake a mors deductive route in
most of their pursuits, warders are willing to let their
blades loosen the tangues of the guilty, Sometimes
more brash than Arvoreen's keepers, both orders fol-
low the same code of conduct, although warders also
believe that it 1akes a sharp sword to cut through the
world's injustices.

Arvoreens Warder Class Features

Arvereen’s warders have the same abilities, gained ar
the same levels, as the Arvoreen's keeper prestige
class. However, warders are far more adept in combat
than keepers and have the following benefits,

Bonus Feats: At 2nd level, Arvoreen's warders gain
Weapon Focus (short sword) as a bonus feat. Their use
of the short sword becomes mare deadly ar gth level,
granting them Weapon Specialization (short sword) as a
bonus fear. Ar Gth level, warders ger the Greater
Weapon Focus (short sword) as a bonus fear, Finally, af
HIT DIE &th level, warders master the short sword, gaining
APRVOREEN'S WARDER Greater Weapen Specialization (short sword) as a
REQUIREMENTS D 8 batws feat.

To qualify to hecome an Arvoreen's warder, Cade of Conduct: Arvoreen's warders must be law-
-:haﬂrj:{r:erl I":I';Ibl’:_ll""fh" all the Following criteria. ful good, neutral good, or lawful neutral. Additionally,

Religion: Awim:n_ they adhere to rhe same code of conduct as

Alignment: Lawlul good, neurral good, or fawlul noutral, Arvoresn’s keapers,

Base Attack Bonus: +., Multiclass Arvoreen’s Warders: Arvoresn's warders

Skills: Craft (trapmaking) 4 ranks, Listen 4 ranks, Sense are allowed to multiclass freely as paladins,

Muotive 4 ranks, Spot 4 ranks, Survival o ranks. B Wlamiaris: Mot d ha @ b

Feats: Aleriness, Martial Weapan Proficiency {short R VATUGES: AAIVOreon & warders who cease fo-be
sword), Simple Weapon Proficiency (slng) or Martial lawiul good, neutral good, or lawful neutral, or who
Weapon Prefisiency {shorthow), Track, grossly viclate their codes of conduct lose all super-

Special: Must he accepied for training and be judged natural, spell-like, and spellcasting ahilities (regard-
Warthy by cleric. of Arsorsen; less of class) and the ability to progress as
i Arvoreen's warders, An offending warder regains
ARVOREEN'S WARDER CLASS SKILLS her abilities and her ability fo progress as an
The warder's class skills Gand the key shility for each skill) Arvoresn’s warder i she arones For her violations

are Appraise (nth, Climb (31r), Conceniration (Con), Craff
{int), Diptomaty (Cha). Disable. Device fint). Gattar (see the aronement spell descrnpnun on page 2o of

Infarmation (Chal, Haridle nimal {Chal, Heal [wis), Hide the Plaver’s Handbook), ©
(Do, Jump (e, Knowledge locall (nt, Enowlsdge
[nature) {ntd, Fnerwelisdte treligion] {Intl, Listen Owis), Move
Silently (Desd, Frofession (wis), Ride [(Dew), Search (In),
Sense Mofive MWis), Spat (Wis), Suevival [Wis), and Lise

I
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or years, the most stylish and
F spectacular masks worn at revels

in Warerdeep have been made and
sold at Murneensa's Marvelous Masks.
Murneene's is a finy, almost demurely
hidden shop thar stands on the east
side of the Street of Bells
Waterdeep's Castle Ward, Better known
fer its colorful proprietress and her
wares than as a flashy landmark,
Murneene’s is alse notorious for the
mask in its display window—and
increasingly for rumors of ifs
connection to the god Mask, Master of
All Thieves and Lord of Shadows.

WHAT MEETS THE EYE

This shop rises four floors above street
level and has a peaked roof (with a
porthole window apening inte an affic)
that makes il seem even taller, IF's only
about 10 feet wide, and it's jammed
between two other, larger shops ser a
foot or two back from the sireer with
glittering facades of lamps, angled
mirrors, and mannequing clad in stylish
gowns, The front of Murneene's is
sheathed in fieldstone, and its upper
Hoors each have a single shufterad
window. These windows are all closed and
barred from within; only the uppermes is
ever opened, and then anly in the hottest
summer weather: A finy, round door is
located in the pinnacle of the eaves,
where the steep slope of the roof
reaches its peak, Like many Waterdhavian
shops that abut neighboring siruchures,
the entire roof is sloped not just from
side to side, but also canted so thar its
side-guiters are markedly higher ai the
street-front wall, draining away to
downspours in the rear.

The storefront of Nurneene’s is faken
up by a door and a display window.

NURNEE
MARVELOUS

by Ed Greenwood . llustrated by David Day

Through the window, the same thing
can always be seen: cream-hued muslin
rising in a smooth drape from the
counter it covers to a valance. Between
the valance and this backdrop hang
three lanterns, They illuminate a row of
black wooden letters sel individually on
the cloth-covered counter to spell
“Nurneens” and "Masks,” and a floating
black clorh half-mask thar hangs in the
air beneath the lights, turning slightly
as it an invisible wearer is serutinizing
passershy.

This effect is so eerie and
pronounced—the mask moves rapidly
forward to peer at some individuals—
thal many Waterdhavians refuse 1o
pass by the shop, A street roustabout
given ro bouts of drinking and vislence
once loudly declared his infention o
“get rid of that haunted mask shop,”
and hurled a cobblestone through its
window in the darkest hours of a
winter night, infending to follow it with
a burning brand. The tale of what befell
next has spread all over Waterdeep, as
one of the many whispered snippets of
local lore: The mask lunged at the
would-he arsenist, nearly smothered
the man, and chased him through the
streets undil the man was wrestled 1o a
halt by a ‘Watch patrol.

The ground floor of the shap is the
showroom and wrapping area, with a
“buying corner” at the back.
Showrooms [with closets of angled
mirrors for a clent to stand amid) and
storage drawers for standard models of
masks are on the second floor. Cutting
rooms confaining sofrwood heads with
pins, shears, dyeing pans, and drying
stretch frames fill the two topmaost
floors. The uppermost floor also has
some beds For workers to sleep inand

a hipbath. The attic above is used to
store old furniture, shop records over
a decade old, and the like. The cellars
are used to store bolts of cloth
(wrapped in linen covers and hanging
from the rafters on angled end-hooks).

THE LURKING MASK

In appearance, the black floating mask—
dubbed "the Lurking Mask”™ by someone
long ago—is a drop-point-front, back-
tie model that looks identical ro the
illuskration on page 248 of the
Farcarten Reaws Campaign Setting,
except that it's unusually thick and
large encugh that only a fitan or giant
could actually wear it as a facial cover.
The: mask is a dark purple that appears
black in most lighting conditions.

Some fime ago, Nurneens worked as
an apprentice in a mask-making shop
somewhat larger {but less prestigious)
than her own store, Clearly more
skillFul than ary other apprentice {and
some say even her master), Murneens
toiled in the back of the shop, creating
mask after splendid mask, for which
har master took Full credit.

One day, after Murneene had lived
this life for several years, an anciant-
looking man returned to the shop
(having purchased one of Murneene’s
skillfully rendered masks for a ball) in
search of the one who had created it,
When Murneens's master took credit
for the handiwaork, the man scoffed and
demanded the truth. Flustered, the
mask-maker brought out Murneene and
presented her to the ancient man, who
promised someday to reward her for
her excellent craft.

Several years later, as Nurneene
waiched the dream of her own shop
crumble down around her, the ancient-




lncking man called upon her and
promised T bring in more customers
than she alone could handle. He
instructed her to make a large mask
with the same attention fo detail of her
normal masks and clear out her front
window. When he refurned a few days
later, he ser the mask in the empty
front window and cast a number of
spells upon it. Before Murneene's eyes,
the mask rose into the air and took the
position it has raintained ever since,

The mask is a Small animaled object
permanently enchanted with animafe
objects and fly spells. It is programmed to
hover in the window, fo peer al passers-
by, and o guard the shop and itsell i one
or the other is attacked. The animaed
mask also oheys simple verbal commands
from Murneene. Only once has anyong
ever successtully dispelled the permanent
spells on the mask, but the mask redained
its enchantments in a few days.

MURNEEME AND THE LORD

OF SHADOWS

The proprietress of the most highbrow
mask shop in ‘Waterdeep is a skilled
seamstress and crafter of masks, with a
true genius for cutling, steaming, and
binding materials to obfain a desired
shape, Many of her masks soar like
crowns or support shells or side-wings
that alter the perceived shape of the
wearer's head. Scaled, plush, metallic,
or safinlike, the surface finish of her
creations is exquisite,

Murneene is also palient, a diplomal
used o handling arrogant and difficult
clients, and a good teacher. Her small but
loyal staff of six fitrers and mask-crafrers
have, under her tutelage, acquired skills
almost to match her own. The fwo men
and four women whe work for her can al
serve in the shop and make masks;
Murneene simply divides their time so the
most beautiful women do the mos!
meeting of clients, and the less attraclive
plus their male counterparts do more of
the backroom work.

Petite and graceful, Murnesne has
white skin, russer hair, and large green
ayves, Her voice is husky and inclined o
rasp when raised, so she's adopted a
guiet, murmuring mede of speech. In
recen! years, she's increasingly retired
from public view, gliding regally our from
a curtained alcove behind the buying-
counter when patrons become difficult. IF
real trouble erupts, she summaons her
other staff with a handbell. Nurneene’s

male staff are both rogues (LE male
humari Rogs) chosen for their strength
and swifiness; they are customarily
armed with=and skilled in the use of -
daggers, darts, saps, and slings.

Some years ago, Nurnsene fell in with
some thieves who hired her to make
miasks that would conceal lockpicks,
flexibile saw-knives, and poisoned darts.
She was excited by their exploits bur wise
enough fo kriow she'd never be more than
adequare at actual thievery—and could
make a berer and safer living as a fence,
coin-cleaner (Mote from Elminster: Ye
would say “money faunderer,”), and
procurer of supplies for thieves wanting
to keep out of sight for a fime, She
hecarme an avid Fan of the cily’s thieves,
tascinaled by their deeds and hungry for
news of their unfolding plots and explairs,
This knowledss in urn made her
dangerous to them—bur she saw a way To
iustify her curicsity about Waterdhawvian
thisvery, stay alive, and even hold some
power in Waterdeep's shady underworkd:
becoming a cleric of Mask,

To da so, Nurneene sacrificed her
wealth and hersell 1o a cold and cruel
priest of the Lord of Shadows named
Hathrel. &s her master, he commanded
the builkding of a chapel 1o Mask in the
deepest cellars beneath her shap (at
Murneene's expensa), and set her to the
task of acquiring poisons (hat would slay,
paralyze, blind, deafen, or cause slumber.
By ongoing sales of these substances,
Hathrel haped to become truly rich.
Unfortunately, he didn't consider
Nurneene's distaste for handling such
substances, and he misjudged how her
hatred of him had grown 1o outstrip her
fascination and fear, In Skullport, he fell
victim to the poisons he'd ordered her to
procure, leaving the mask-maker to lake
control of the small flack of thieves who
worshipped at the chapel.

Mow grown in-number 1o sixteen or
5o, these worshipers are almost all
street thisves. They have come fo love
Nurneene, who gives them shalter,
food, encouragement, hiding-places for
themselves and their loot, and even
clothing and hathing Facilities—all in
refurn for their “confessions.” So long
as they tell her all, she makes them
welcome, never demands offerings o
Mask or coins for her services
{although the devour who can afford i
do leave temple offerings), and shares
news and gossip she thinks will be of
benefit to them.

Elminster's Guide to the Realms

For-her part, Nurneene (NE female
human Clrf [Mask]/Expfi/Rogi) has
found a satisfying purpose in life
(bevond creating ever-wilder masks
for rich and Frivalous fools), She's
come to truly believe in Mask, and
now spends hours praying before his
altar, seeking inspiration and guidance.
Already she's been rewarded with
visions that direcred her 1o where
Hathrel had hidden a scroll, and she
has been told in whispers by a hooded
dream-figure to “weave schemes and
plots to make thieves of Walerdeep’s
wealthy and powerful.”

ELMINSTER'S NOTES

Know ve that Nurneene bids fair o
hecome a real power in Waterdeep if
no ill befalls her. She's clever enough
not to ler greed rule her, If the thieves
who obey her can manage to do the
same, she might well guide them ina
sophisticated and subtle series of
intrigues and thefts that earns Far more
coin than even the most spectacularly
bald “snatch job” . . . and do so
urnoticed, mayhap for years,

As for her plots, | can reveal thal
she's already begun spreading rumaors
among young noble wastrels—knowing
very well that they'll whisper them fo
their friends—of a secret society of
Deep Lords they might be able 1o join if
they confact the right folk in Skullpors
and successfully undertake the missions
they're given. Being a Deep Lord, the
whispers say, will bring riches and in
samie few years Teal power, as the
Deep Lords begin o subver? the Lords
of Waterdeep and ultimately come fo
rule the city,

Now, only foolish nebles are likely fo
believe they could ever hold real power
when dealing with illithids, drow, and
warse from the Realms Below ... but
then again, Murneens won't be the first
cunning persen fo profit from the
naiveté of ofhers.

She's also busily trying 1o arrange a
warehousing cartel and a corruption of
the tax clerks of Castle Waterdeep.
When she feels in need of a liftle
enterfainment, her own concealing
creations allow her to attend revels
costume, posing as visiting nobility.
Dalliances there often allow her to
collect a few gems from young,
impressionable noblemen without even
going fo the trouble of thievery, Nof
bad for a mask-maker, eh? @
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NURHEE_N_'S
MARVELOUS
MASKS

t; The “urking mask"
deminares the foont
window, During the
dany, Murneene
partially. pulls aside
the draped fahric
brabind 1F 1o allow
passers-hy fo Gee
hayand If into the
shop. Few seem 1o
notice: however, as
the frae-floering,
meving mask often
dominates the:
atfention af thase
wiho pasg by,

2 A speskingrubne
and durnbuaiter
connects all levels
af the shop for the
franafer af ifems
and commenicatlzn
wig hendbells ar
speaking.

3 Fourjoined sreps
-and risers: haffay
down the flight of
weaden cellar skairs
can be sid sideways
Irrora: wall cavity
when & hiddan carch
|5 released, revealing

“an- opening that driaps

denwn infe &n under-

celler, Here Mursesns -

hides her chapel o
the god P4agk,

4, Pressing burtons
Incorgeratad inta the

‘stairposts’ elahoratehs-

carved decorations
allows the wonden

‘bralls that erown thern

fo be iFrad aff,
revealing cavifias

‘capebie of holding

pilfered valisias,




PRESTIGE CLASSES OF AL-QADIM

Champi

by Dean Poisso - illustrated by Jeff Carlisle

he Land of Fate, Ai-Oabim, is a place of high

adventure, and those who choose to five there

pursue its secrets and its favor in many dif-
Ferent ways. The following presfige classes illustrate
just a few of the oplions available to characters in
this fabled land,

BARBER

In the Land of Fate, the barber is traditionally a healer,
a groom, and much more. A master of prattle and gos-
sip, she primps and preens her clients while gleaning
information of all kinds. A7 fimes subtle and at others
flamboyant, the barber is without doubt a frue per-
former, She is a skilled healer and alchemist capable of
concocting aromatic colognes and deadly poisons.
Barbers are known te be the intimares of both rovalty
and peasaniry, and their close contact with those in
power makes them the ervy of many.

The path of the barber lends to be maost altractive to
hards and regues, since they often focus on the neces-
sary social skills. More than a few assassing have also
taken up the razor, and barbers occasionally turn 1o
the blood trade as well, Afier all, who would be in a
better position to slice the throat of a noble or mer-
chant than the parson shaving him? Sorcerers and
wizards rarely pursue this path, since it does nothing
to augment their spellcasting abilifies,

MPC barbers are most often encountered while ply-
ing their frade. They can serve as sources of informa-
tion for PCs, or as spies for the opposition.
Cccasionally, they even appear as masterminds of
schemes foul or fair within the Land of Fate,

Class Features
Al of the following are class features of the barber
prestige class.

Weapon and Armor Proficiency: Barbers gain no
proficiency with any weapon or armor.

Gentle Touch {Ex): The touch of the barber is the
hallmark of her trade. At st level, she learns to
calm her clients with a caress that is soothing yel
nat intrusive, Whenever a barber can make physi-
cal contact with a creature of Intelligence 3 or
higher, the barber doubles her Charisma bonus
when making Bluff, Diplomacy, Intimidate, and
Perform checks against that creature. A barber
also gains a +2 bonus on any Sleight of Hand
checks made against a person she’s touching.

Craft Tonies (Exl: In their mundane jobs, barbers
riust make hair lonics, lotions, and shaving creams.
They are abla to apply this talent to such a degree that
they can use the Craft talchemy) skill even if they don’
have any spellcasting abilities.
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Poison Use: Barbers are rrained
in the use of poison and never risk
accidentally poisoning themselves
when applying poison 1o a blade,

Save Bonus against Poison:
Barbers (rain with poisons and
sfowly grow more resistant to their
effacts, At znd level, barbers gain a
+1 bonus on saving throws against
peisons, This bonus increases at
every additional barber level,

Charm Person (Sp): Beginning at
and lewvel, a barber's tongue is
sharper than her blade. A barber of
this level ar higher may use charm
parson as a spell-like abiling. She
can use this ability a number of
times per day equal to her
Charisma bonus (af least once per
dayl. IF the barber touches the tar-
gt when using this ability, the save
DC increases by +2.

Chameleon (Ex): The barber can
Fall into the role of whatever dis-
guise she may adopt, and can aid
those whom she disguises to act
mare believably in their adopred
roles. The barber Teceives a +2
morale bonus on Disguise checks to
act in character, Furthermaore, any-

ong wearing a disguise the barber
creates alse gains a +2 morale
bonus on Disguise checks 10 acr in
character, as the barber ably details
how to act when in the disguise;
Patent Teonics (Suk: By ath level,
the barber's poison mastery has
reached its peak. She knows how 1o
brew more potent poisons and also
how to properly apply them for
maximum effect. Damage-dealing
poisons the barber creates and
applies deal additional damage equal
io 1 point per die rolled. Thus, a
poison that normally deals 3d6
points of Constitution damage
instead deals qd6+3 points of
Constitution damage when created
and applied by the barber, A dam-
age dealing poison thar only deals 1
point of ability damage deals »
points of damage instead. Poisons
with non-damaging effecrs have
their durafions increased by 1 addi-
tional die; Thus, paralysis from a
potent tonic poison lasts For 3d6
minutes and unconsciousness lasts
for 2dy hours, instead of the nor-
mal 2df minures or iy hours,
respectively. This ability does not

==
BARBER REQUIREMENTS

Tes quadify to becom a barber, a character must fulfill all the Feflowing criteria,

Base Attack Bonus; +3,

Skillsz BIUFF 5 ranks, Diploracy & ranks, Disguise 5 ranks, Gather
Inforrnation & ranks, Hial 2 racks, Profession (harber) 2 ranks,

Feat: Ivestigator or Megotiaror,

BARBER CLASS SKILLS

The barter's class skills (and the key abilivy for each skill) are Appraise (nt), Bluff
(Chal, Craft (inr), Decipher Seript (i), Diploracy (Cha), Disguise {Chal, Fargery (Int),
Gather Infarmarien (Chial, Heal (Wis, Intiridate (Cha), Knowledge (all skills, raken
individually) (Intd, Listen (Wis), Perform (Chal, Profassion Owis), Search {Int), Senss
Potive (Wis, Sleight of Hand (Dex), and Spor Dafis),

SKill Paints at Each Level: & + Int modifier.

——
BARBER ADVAMNCEMENT
Base Fort Ref will
Level Attack Bonus Save  Save  Save  Special
15F +0 40 +0 4z Gentle touch, craft tonics, poison wse
2nd +i +0 40 13 Charm person, 1 save against poison
aril +e ri i % Charneleen, +2 savis against poisan
ath 3 - + +4 Potent tonics, +3 save agains poison
sth +5 + +i +4 Suggestion, + 4 Save agains! poison
—_————
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wark with poisons the barber uses thar she didn't create, ner for others
who might use a poison she creares,

Suggestion (Spk At sth level, a barber's guile and wordcraft is so
strong she can ably coerce others. A barber of this level ar higher
may use the spell suggestion as a spefl-like abilivy. She can use this
ability a number of times per day equal to her Charisma modifier {at
least once per day), i the barber touches the farger when using this
ahility, the save DC increases by vz

CORSAIR

Those new to Au-Claomd offen mistake corsairs for commaon pirates, bur
nothing could be farther from the truth, The corsairs of Ac-Qaom are
adventurers, fraders, thieves, messengers, and explorers—and more than a
few are pirates as well. Corsairs are freshoolers who uphold honesty,
honor, and bravery while plying their frades at sea.

The peoples aof A-Cavir and the surrounding lands hail the corsairs for
their daring and ruthless efficiency, as well as their gallantry and hospitaliry,
Their trademark, however, is their swordplay, Mamy master swordsmen
come from the ranks of the corsairs of the Great Gulf and the Corsair
Domains, where the use of twin scimitars is common.

Mast corsairs were previously fighters or rangers, although the occa-
sional bard finds the swashbuckling life to his liking. Bards who don't focus
on their spellcasting ability cccasionally become corsairs, but all other
spellicasrers aveoid the class,

MPC corsairs can be found on the high seas or in nearly any porl cily,
They somelimes join forces with adventurers who have goals in commen
with theirs.

Class Features
All of the following are class leatures of the corsair prestige class.

CORSAIR REQUIREMENTS

To quatily to become a corsair, a charecter must Fulfill all the following criteria.
Baze Atrack Benus: +4.
Skills; Balance q ranks, Climb 4 ranks, Infimidate 6 ranks, Lse

Rope 4 ranks,
Feats: Two-Weapon Fishting, Weapon Finesse, Weapan Foous

[acimitar .

CORSAIR CLASS SKILLS

Thes corsair's class =kitts Land the kesy ability for each skilll are Balance (Desx), Bluff

(Chal, Clirb (Strk, Graft Ontl, Ciplomacy (Chal, Infimidate (Chal, Jump (Strl, Move

Silenthy (Desd, Profession (wis), Search Onel, Sanse Motive (wWis], Spot (Wis), Swirn
5r) Tumble (Dexd, and Use Rope (Do,

Skl Points at Each Level: & + Int maodifier:

e
r— ey
CORSAIR ADVANCEMENT
Base Fort Ref will

Lawal Artack Bonus Save Save Save  Jpocial

15t + i 2 b B4l honus

2l r2 o +3 +0 Ewvasion

grd +3 =1 +3 v World fraveler

4th g A 4 #1 Combat Expertise

gih +5 =1 +e mBwells rider

tith «f @ +5 =2 Intrepid mowve

7th +7 43 +5 =2 World rravelsr

Hrh +8 4 +6 +a  [alanced blades

ath + +4 6 ¥g  Hoiling sea

wth nm +q +7 +3  Corsair refreat
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Weapon and Armer Proficiency: Corsairs gain no proficiency with any
WEAPAN ar armor.

Skill Bonws: A corsair receives an insight bonus on all Profession
{sailor). Swim, and Use Rope checks equal to his corsair level.

Evasion (Ex): At 2nd level, a corsair gains the evasion special ability. If
he has evasion already, he gains improved evasion instead. Both abilities
funcrion exactly fike the rogue abilities of the same names (see page 50 of
the Player's Hanboof],

World Traveler: Corsairs travel the world's seas and visit countless ports
of call. As a result, they pick up bits of useful lingo from everyone they
meel, At grd level, a corsair learns Aquan and one ather language he docsn)
already know as if he had put ranks into the Speak Language skill. If the cor-
sair already knows how o speak Agquan, he still gains the ofher languags.

Al 7th level, the corsair learns two new languages as if he had pur ranks
in the Speak Language skill

Combar Expertise: At gth level, a corsair gains the Combat Expertise
fear as a bonus feat, even if he doesn’t meet its requirements.

Swells Rider (Ex): Beginning at sth level, the corsair is so attuned with
the way a ship moves that he may confidently move around aboard a ship,
even during adverse conditions. When making a Balance, Climb, or Jump
shill check while aboard a ship, the corsair may take 10 even if stress and
distractions would normally prevent him from doing so,

Intrepid Move (Ex): Part weapon mastery, part daring, and part dirty
fighting, rhis ability grants a 6th-level corsair a +1 competence bonus that
hie can apply to either offense or defense during combar, The corsair
decides at the beginning of his turn during each round of combat whether
he adds the bonus to his Armor Class or to his attack rolls, and he can
change its allocation from round to round at will (he may only change its
allucanun once per reund and only on his turn), For example, during the
first round of combar, a fth-level corsair may add a +1 competence banus
fo his AC, and the nex! round, he may choose to have a +1 competence
bonus on his arack rell instead.

Balanced Blades (Ex): Because of the dangerous life he leads, a corsair
is well versed in using weapons with sither hand, By 8th level, he may
freal any one-handed weapon for which he has the Weapon Focus feal as
a light weapon. The corsair cannot use this ability while wearing medium
ar heawvy armor.

Reiling Sea (Exk: As they gain experience upon the high seas, corsairs
begin to learn from the rhythm of the waves, Beginning at grh level, they
are able to emulate the subtle power of the seas, using leverage to deal
additional damage. A corsair wielding a light weapon may use his Dexterity
modifier to determine bonus damage, instead of Strength, A weapan
wiglded in an off-hand still gains only half the ability score modifier as a
bonus 1o damage.

Corsair Retreat (Ex}): Corsairs are noforious for their pursuir of
vengeance. At oth level, whenever a foe makes an attack of opportuniry
agains! the corsair for moving out of or through a threatened square
and misses, the corsair may immediately make an attack of oppaortunity
against his arracker. The corsair's attack of opportunity counts against
the number of such attacks the corsair may make in a round. If he has
Combat Retlexes, he may maks multiple such counterattacks, but only
One par opparfunity,

HOLY SLAYER

Holy slayers are feared throughout the lands of Ai-Qapiv, These Fanati-
cal assassing band together in various brotherhoods, cach with its own
symbols and purposes based on religious zealorry. Each cult of haly
slayers professes ro wage war for its own particular faith through the
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assassination of its enemies. Holy

slaver brotherhoods cultivate a
mystigue of fear to ensure that
the masses fake no action against
their members, as well as to enforce
ohedience in their own ranks.

These highly trained and disci-
plined killers are absolutely fearless,
and they accept orders from super-
ors without hesitation, Cuty to their
cause and belief in their Faith over-
ride all other concerns, including
concern for their awn lives. Each
brotherhood embraces a particular
one-handed weapon as its weapon of
choice, which acts as a symbal for
the order,

At the head of each holy slayer
brotherhoad is a Grandfather of
Aszassing, who commands his order
of trained killers with ruthless effi-
ciency. Grandfathers are accorded
enormous respect, having earned
their pozitions through the blood of
both enemies and comrades,

Because of the secrefive nalure
of their wark, holy slayers become
masters of disguise. Such farms of

criteria,
Alignment: fny lewful.
Base Atrack Bonus: +4.

HOLY SLAYER CLASS SKILLS

HOLY SLAYER REQUIREMENTS

To gualify to-become a heby slaver, a charzoter must Fulfill 2l the following

Bkills: Disgneise 2 ranks. Hide 2 ranks, Intimidate & ranks,
Knowledge (religion) 2 ranks, Move Silently & ranks,
Feat: ‘Weapon Focus Dweapon of chaice for fhe 5
bratherhood, which is alwavs 3 one-handed weaponl,

The holy slayer’s class skills fand the key ahiliny for ezch skill) are Balance (Dex),
Bluff (Chal, Climb {Ste), Craft (ni, Disguise (Chal, Escape Artist {Dex), Gather
Information (Chal, Hide (Dex), Intimidate [Chal, Jumg (51r), Listan (afs], Mowe
Sitently (Dex), Open Lock {Dewxd, Sleight of Hand [Dex), Search Unt), Sense Mative
['wis), Spot (Wis), Tumble (Dax}, and Use Rope (Dex],

Skill Points at Esch Level: 4 < Inf modilier.

trickery allow them to come close
to an assigned farger withoul
rousing suspicion, and also to
meld inte a crowd once they
accomplish a mission,

Hogues and bards are the mosi
common candidates for this pres-
fige class, since the required skifls
come easily fo them, Fighters are
also common in the brotherhoods,
and the occasional paladin or monk
finds the prestige class to her liking,
since it emphasizes unguestioning
faith, discipline, and loyalty,

MPC holy slayers are most often
enceuntered in the performance of
their duties. Occasionally, a dis-
guised haly slaver might join a
group of adventurers in order to
gain access 1o an area his target
frequents. The fruit vender who
suddenly kills a beloved emir-and
then disappears info the city is
probably a holy stayer,

Class Features
All of the fallowing are class Features
af the haly slayer presrige class.

iy
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HOLY SLAYER ADVANCEMENT
Base Fart Raf will

Lewvel  Attack Benus Save Save  Save  Special
15t + +0 0 -2 Prison use, skill borus
and “1 +0 i) + Weapan Specializatian
ard -2 + +l +3 Faithful resolve
4th +3 + F 44 Sneak aftack +db
sth ..3 . .| +4 Smire infidel 1/ day
fith +4 +2 4z +5 Sneak artack 4246
71h Tg 42 i +5 Unshakable pillar
fith +6 +2 +2 +6 Gneak artack +3df
ath 4] aq i) Smmire infidel 2/day
wth +7 +3 +3 +7 Sneak attack +4d6, guided doom
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Weapon and Armor Proficiency: Holy slayers are proficient with all
simple and martial weapons and with light and medium armar, but not
with shields.

Poison Use: A holy slayer’s training includes the use of poison.
She never risks accidentally peisoning herself when applying poison
to a blade,

Skill Bonus: A holy slayer receives an insight bonus on all BIUFF, Disguise,
and Intimidate checks equal fo her holy slayer level,

Weapon Specialization: At 2nd level, a haly slayer gains Weapon
Specialization with the signature weapon of her order as a bonus feat, if
she does not already have it IF she also has it, she may gain Weapon
Specialization with another weapaon for which she already has the Weapon
Focus featf,

Faithful Resolve (Su): At ard level, a holy slayer gains a +4 bonus on all
saves against fear effects,

Sneak Arrack (Ex): This ability functions exacily like the rogue ability of
the same name, as described in the Plaver's Handbook. AT 41h level, the
holy slayver deals +1d6 points of damage with a sneak atrack. The extra
damage dealft increases by an addirional +1d6 every aven level thereafrer.
[f-the haly slayer already has the sneak attack ability Trom another class,
the damage bonuses stack.

Smite Infidel (Su: Beginning at gth level, a holy slayer may make smite
attacks against a person or group designated by her order’s Grandfather
of Assassins. In order 1o use this ability, the holy slayer must personally
visit her Grandtather of Assassing, who then assigns her the individual or
group she may smite. The holy slayer may then smire thar group until her
Grandfarher of Assassing assigns a new group to her,

The haly slayer may smite once per day ar sth level, and at gth level she
may smite twice per day, She adds her Wisdom honus (if any) to her atrack
roll and deals | exira point of damage per holy slayer level, For example, a
sth fevel holy slayer would deal +5 points of damage with a successful smite
attack. If the haly slaver accidentally smites a creature that is not of the
group designated by her Grandfather of Assassing, the smite has no effect,
but the ability is still used up for that day.

Mote that a paladin/holy slayer can both smite evil and smite infidel in
the same day, potenfially against the same farget. She may also perform a
smite with a sneak attack, provided that the prerequisites for both types of
attacks are met,

Unshakable Pillar [Su): Beginning at 7th level, a holy slayer’s soul is so
grounded in her Faith that she becomes immune to fear effects.

Guided Doom (Ex): By 1oth level, the holy slayer has learned to allow
Fate to guide her hand, causing devastating blows with her sneak arracks.
An opponent damaged by one of her sneak attacks also takes 2 points of
Constitution damage.

MAMLUR

The mamluk of AL-Caoim is a rare mix of warrior and scholar. Trained
from childhood as an educared, fanatical warrior, the mamluk is without
peer on the battlefield. Mamluk legions are as fierce as any fighting force
and as disciplined as any army.

Each mamluk bears tacial tattoos that indicate the legion to which he
belongs. These simple fattoos also denote his rank within the legion. Each
mamluk legion sports different patterns for rank, but all are recognizable
to any marmluk,

Mamiuks are fanatically loyal ro others in their legions, and they readily
take orders from any higher-ranking member. Rank is the final arbiter in all
disputes of authority within a legion. Any mamiuk may give orders to
anather of lower rank in the same lagion and expect those orders to be
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carried out, unless they are coun-
termanded by a mamluk who is
superior 1o both.

Fighters gain the most from rak-
ing this class, although many mam-
luks are also palading and rangers,
A small but growing number of
monks have joined the ranks of
mamluks, drawn by the strict disci-
pline and rigid codes of the ordar.
Their refusal to wear armor or
shields earns them a measure of
respect from those who ofherwise
would mock them. Other classes
hawve liffle to gain from the class,
and Tind its regquiremenrs difficult
to achieve.

MFC mamluks can be found in
isolated deseri oases, fraining and
drilling, in cities, or in armies on
the march.

Class Features

All of the following are class fea-

tures of the mamluk prestige class,
Weapon and Armor Proficiency:

Mamluks are proficient with all sim-

ple and martial weapons, as well as

e
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with light, medium, and heavy
armaor and with shields of all types.

Hardened (Ex); Mamluks rrain in
the harshest desert envirenments.
At 1st level, a mamluk can ignore
the -4 penalty 1o resist the effects
of heat while wearing medium or
light armor. When wearing no
armor, a mamluk gains a -4 bonus
on saves made fo resist the effects
aof heat.

Due ta their constant training,
mamluks can mave af their full

speed when wearing medium armar,

Authority: A mamluk gains a
bonus equal 1o +1 per mamluk level
on all Charisma-bazed skill checks

rradie against marnluks of lower rank,

Endurance (Ex): A1 grd level, a
mamluk gains Endurance as a
bonus feat,

Rally {Ex); Also at ard level, a
mamluk learns 1o fight beside his
brothers with Ferocious tenacity,
When fighting within 1o feet of at
least one ether mamluk, he gains a
+1 morale bonus on his attack rolls,
damage rolls, and saving throws
against mind-affecting effects. This

MAMLUK REQUIREMENTS

To qualify to become 3 mamluk, 3 character must fulfill all the Follewing criteria.

Alignment: Any lawul,
Base Afrack Bonus: -5,
Base Fortitude Saving Throw: +4.

Skills; Knewledge (history) 4 ranks, Survival 4 ranks.

Feats: Grear Fortitucde, Toughness,

MAMLUK CLASS SKILLS

Pwist, Spot Uwis), and Survival Dafis),

IR

The mamiok's class skills fand the key ahiliey for each skill) are Climb {310, Craf)
(I, Diptornacy (Chal, Handle Animal (Chal, Heal (wis), Infimidate (Chal, Jump
(5tr), Knowledge (meageaphy) (), Knowledge (histary] (nth, Knowledge (local)
i), Knowledge inability and royalty] dntl, Ride {Dex). Search {int), Sense Motive

Skill Points at Each Level: 4 - Int miedifier,

——
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bonus increases fo +2 at &th. lewvel
and +3 at gth level,

Iron Focus (Ex): Mamluk train-
ing cultivates Fanatical loyalty. A
mamluk of 4th level or higher
gains a +4 moralg bonus on all
saves against fear effacts,

Toughness {Ex): At 5th level, a
mamluk gains Toughness as a
bonus Feat.

Zealor (Ex): The mamluk’s intense
training grants him powerful resisi-
ances to certam effects. & Bth-level
mamluk gains a +2 honus on all saves
against mind-affecting, sleep, paraly-
sis, stunning, and death effects,

War-Hardened (Ex): When a
mamluk reaches 7th level, his sin-
gle-minded drive allows him to
complere the most difficull training
imaginable. At that point, he can
mave al his normal speed even in
heawy armor.

Diehard (Exk: At 8th level, a mam-
luk gains Diehard as a bonus Feat.

Desert Survivor (Exk The
infense survival training of the
mamluks allows them ro ignore the
desert's harshes! effects. Beginning
ar gth level, a mamluk is immune fo
the nonlethal damage dealt by hot
environments (see the OunGeoy
Masrer's Guide, page 303). In addi-
tion, whenever the mamiuk makes g
Fortitude save for which he gains
the bonus granted from the
Endurance feat, he dogs not auto-
matically fail on a natural 1 (he
might still Fail the save if his saving
throw bonus isn't high enough to
meet or exceed the DC.

Fanaticism (Sul: Due ro the
fanatical mind of a woth-level mam-
luk, he is able to shrug off the
effects of some wounds, Because
of this, he gains damage reduction
2{-. @
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by Monte Cook

that interesting and memorable nonplayer charac-
ters have grear influsnce on the quality of a cam-
paign. While you can have a decent game without
them, you can't have an axcellent game withoul at
least a few unforgetrable NPCs, whether they are foes
or allies of the plaver characters.

This is particularly important for Dis looking e do
mare in their game than bashing down doers and
killing monsters. Mo one's going fo want fo spend
much fime in roleplaying encounters if all the NPCs
are boring, or they all seem the same. While all math-
ods of play are equal, DMs wishing to delve deeper
inta roleplaying and believable stery creation might
appreciate some suggestions for populating their
games with remarkable and intriguing figures. Further,
making even the sideline characters more than just
forgettable cutouts adds a lot of depth te a campaign.

I ast month, our look al characterization explained

PLAYING A MILLION PARTS

Perhaps ehe of the biggest pitfalls in running NPCs is
that they all start fo come across as simply extensions
of the DM, IF all the NPCs seem to know much more
than the PCs, if they can all do more interesting things
than the PCs, or if they always come across as cooler

Likewise, if they all seem to know nothing of value and
can't do anything for themselves, that's also bad. IF all
the people in the campaign world seem o share a sin-
¢ gle mindset and similar points of view, that's a sign
that the DM is simply trying to say somefhing rather
than creating a believable world. That's also a prablem,
Anytime your players get confused because all rhe
MPCs seem the same, or they begin to be able to pre-
dict what the NPCs will de or say based on their
knowledge of vou (or of having interacted with your
MPCs beforel, that's a real warning sign,

and more together than the PCs ever could, that's bad,

CHARACTERIZATION, PART 2

AILLION CHARACTERS

Don't be afraid to make NPCs who are both ignoran
and knowledgeable. Some NPCs are helpful, some
might refuse fo give aid, and some might be deviously
interested in working against the PCs. Some are brave,
some are cowardly, but everyone's different.

If an MPC is foolish or stupid, he might fall for the
FCs' trick. That doesn't mean that the PCs gal one.
over on you—you aren’t the NPCa. They're just people
ir your world. Allowing the PCs to outsmart charac-
ters with a lower intelligence allows you ro make the
intelligent NPCs sesm all the smarter,

ASSIGNING TRAITS

When creating an NFC, DMs should consider giving
him or her two distinctive traits. This isn't to say, of
course, that the NPC only has two traits, for charac-
ters are made up of hundreds, it not thousands, of
definable fraits, You want to stress fwo fraits in a sin-
gle encounter to make the NPC memorable and to dis-
tinguish her from other NPCs.

Fart one of this article series focused mainly on
physical traits and speech patterns. This installment
dwells on personality-related traits, such as goals, moti-
vatioh, Tears, likes and dislikes, and so forth, First, how-
ever, it is important to understand mannerisms, which
are usually physical expressions of personality rrairs,

MANMNERISMS

Like speech, mannerisms come across only when the
FCs actually interact with an NPC. A distingtive man-
nerism can be as overt as constantly flipping a coin or
as simple as a winning smile. Mannerisms are ofren
nervols habits, like chewing on one’s nails or long
hair, tapping one's fool, or fiddling with cbjecrs, They
can be indirect expressions of an uneasiness the char-
acter’s not even aware of (such as shaky hands) or a
direct expression of a tangible fear (ke darting eyes
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that watch for enemies to appear al any moment).
They can also be expressions of other things going on
in a character’s head. & wvain character might primp, a
hored charactar might yawn or become distracted, and
a character trying to pull one over on semeane might
be working hard to hide a smile. A character’s man-
nerisms can be the result of his nature—flirtatious,
irritable, crude, and so on.

Some mannerisms aren't long-term traits but simply
reactions to-something going on, When the PCs stop &
person on fhe street, that person was going some-
where. NPCs don't wait around for the PCs™ attention
to suddenly “activate” them—they're people with their
own fasks to accomplish. A merchant might be taking
imventory or helping another customer, A town guard
has to watch for pickpackers even as he speaks with
the PCs. A person on the street could have a child o
lock after. Sometimes, these are just moods that a
character is faeling at the moment, A mood is simply
an easily defined trait that can change From encounter
fo encounter,

Even one-time mannerisms can tell the players some-
thing about an MPC. Someone more preccoupied with
gating an apple than taking to the PCs doesnt care
ahout them. Someone who allows flies to buzz and crawl
on him without noticing is used to unsavory conditions.,

GOALS

Everyone wants something. All important NPCs in the
carmpaign should have goals that metivate them, While
some might have lofty goals ke “take over the king-
dom," others possess simpler goals such as "live a nice,
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peaceful life” Most have goals someplace in
batween, These goals are something specific on a
smaller scale: expanding one's business, having chil-
dren, winning the heart of an attractive neighbor, trav-
eling beyend the borders of the kingdom, and so on,
Some people are driven by their goals and focus all
their erargies toward them. A political activist might
devote himsell 1o the cause of seeing the rightful heir
ascend to the throne, & paladin would dedicate himself
to protecting innocents. A wizard might strive fo learn
mare magical secrefs.
For athers, goals are just simply something they'd
like to see come fo pass. An elf matron might like fo
see the goblins that murdered her son brought to jus-
tice, but she's not out cutting a bloody swath through
goblin dens. A shopkesper would fike fo live in a world
whare he doesn't have to deal with imvisible thieves,
but he's not campaigning for outlawing magic in the
city, Such people might support others who champion
goals similar to theirs, or they might just look Favor-
ably upan them {and unfavorably on those who would
oppase their goals).
Sometimes, a character has a goal thal be has no
power to ach upon, A saillor’s lover might desire
bayond all else to see his love return to him safely, or
a farmer might want to ses a drought come 1o an end,
Even though these geals don't actually direct action,
they do frame a character’s mindsel.

FEARS
Unlike goals, not everyone has fears—at lzast not ones
5o prominent that they quality as one of an NPC's mrairs,
Still, Tears are interesting because they can be viewed as
the apposite of goals. These are things that the characrer
does not want 1o see come to pass, Fear of the evil sor-
cerer on the mountain raising an army of undead, fear
of being robbed (perhaps because the character’s carry-
ing mare valuables than normal), or a fear of a rival put-
ting poison in food ar drink are all defining fraits.

Fears can also be more general, like a fear of
heights or a fear of dragons (while everyone's afraid
of dragons, an NPC could have an even greater fear
of them after a traumatic encounter). General fears
might be irrational—a fear of spiders or the dark, for
example. OF course, in a fantasy world and in the right
context {a woadland full of monstrous spiders or a
graveyard haunted by shadows), the irrational fear
might nat be irrational at all,

It's wasy Tar strong fears fo make a character
appear insane. Be careful how Far you take a charac-
rer's fear and how much the character shows that
fear, & character who fears the sea and deep waters
can still be rational, He might aveld getting aboard
ships, or he might act uncomfortable while on a pier.
If that character is also afraid of a glass of water,
he's a lunatic.

In general, fears should be used for character
development purposes only, but if you desire, you can
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apply game significance to them as well. A
character terribly afraid of enclosed places who is
locked within a finy cell might have fo make a Will
saving throw (DC 10 + 1 for each day that passes) each
day 1o avoid going mad.

LIKES AND DISLIKES

These are fraits that everyone has. An NPC mighi
enjoy fine clothes, even if he cannot afferd them.
Anoiher hates men, These trairs can be useful fo the
PCs as bargaining or leverage points 1o gel what rhey
want, If they know that the old priest really likes strong
ale, they can bring him some of the besr 1o help win
him over, If the PCs know he hates the clerics of a
rival temple, they can offer to drive the rival's follow-
ers away. Somelimes, i's good 1o know whar an
important NPC dislikes just so the topic can be
avaided, or what she likes so the PCs know what to do
or say. Knowing that the mother suparior of an impor-
tant order hates it when anyone mentions her club foot
and prefers to be addressed with all due respect and
formality can help in negotiations.

Generally, il you selecr a like or dislike as ane of the
MNPC's two traits, they're going ta be strong likes or
dislikes, such as a dwarf who hates hobgobling because
they killed his Family. That said, a significant like or dis-
like might only be important in the context of the siu-
ation. A dislike For alcchol isn't that notable, but it
might be for someone encountered in a tavern, and it
definitely would be for a barfender,

MEMORABLE QUOTES

Consider determining something inferesting for the
MPC ro say, perhaps as one of the NPC's trails, or-
even better—in addition fo them. An interesting, unfor-
gettable guote from an NPC can become one of those
things that the players remember for a long fime. A
funny quote is ene they'll repeat among themselves
even afler the campaign’s over,

You can oceasionally let these things happen natu-
rally. IF you've got the NPC's personality and motiva-
tion defined ro a point thar you really. understand what
he or she will say in a given sifuation, the characrer-
defining quaotes just come out, Often, though, you'll
wan! to write ideas down ahead of time. Sometimes,
the quate won't be memorable when yvou write ir, it wil
just be a helpful way of nailing down the NPC's our-
look, Under the halfling fighter's stats and notes, you
might write, “Don't mess with me just becauss I'm
small” This might be something the character actually
says when given the opportunity, or it might merely
help you remember his affifude,

You can also come up with quotes thar characters
will actually use before a game. While vou don't know
everything that will happen or what the PCs will do or
say ghead of time, some things require no special
clairvoyance, You can note that when the PCs come
into the back room of the temple where the evil priest
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iz, he'll say, "By the Mine Hells, what are you doing
here?" When the PCs artack the dragon, it can say,
“Are you linfle people desperate or simply stupid?™” A
street begoar thar the PCs accost for information
might tell them, “Informaticn’s lke anything—you get
what you pay for” Any and all of these quotes can be
developed ahead of time, because they are keyed
around the NPC's central purpose for baing “on stage”
in the first place.

Sometimes, an NPC adopis a quole as somerhing
he or she says over and over again. This is a catch-
phrase, & heraic adventurer might say “Alright, now
this is a fight!” every time she goes inta battle. A
dwarven cleric might say "By Moradin's beard!”
whenever he's surprised. Tying into the suggestions
for altering speech patterns mentioned in part one
of this arlicle series, a catchphrase can become a
part of an NPC's manner of talking along with his
accent or voice characterization. This doesn't have
to be a full phrase. IF could be just part of one or
even d single word. Derik the monk is always quoling
the Holy Mather. “The Haly Mother would not want
me 1o do that” ar, “The Holy Maother hates to see
food go to waste” Larana the rogue might overuse
the word "devastating” "That battle was devastat-
ing.” she'll say, “The warricr’s devastating magic
sword really turned the tide”

ACTIONS SPEAK LOUDER THAMN WORDS
Similar 1o the way you can prepare quofes ahead of
time, you can preplan actions for an NPC that help
define his or her character. A paladin who spends the
first round of any combar on one knee praying is cer-
tainly going to be memorable. A rogue who insists on
being the last to walk inta a dangzrous situation and is
always the first to run in the face of opposition is also
going to be remembered.
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Some predefermined actions are minor, like hid-
ing a dagger in one’s bool. always calling out to the
targel of one's bowshots with a boast, or always
dousing one's food in salt, These can still be
infriguing traits.
They usually refare
to the personality of
the MPC, showing a
goal, a fear, a like,
or a dislike,

Generally, only
actions that deviate
from the norm ger noticed. A fighter who swings his
sword shows no one anything new, A wizard who
likes 1o pick up a sword and run infe a melee can be
remarkable, howewver. The exceptions 1o this rule are
character actions that are expectad, but taken o the
next lavel, such as a rogue so treasure-hungry that
he'll steat fram his friends or 8 wizard whe casts
spells with wild flamboyance,

TRAITS VERSUS PERSOMNALITY

Of course, traits dan't fully define a character.
They're hooks to hang your portrayal and descrip-
rion of an NPC upon. For extremely imporrant
characters that will see a lor of time in the compamy
of the PCs, you'll want to spend more preparation
time working on the full personality of the NPC.

A wizard who likes to pick up
a sword and run

into melee can be remarkable.
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Keep in mind, howewver, that just as no batile
plar survives contact with the enemy, no pre-
pared personalily ever survives actual interaction
in the game world, In other words, NFC personali-
ties develop as you
take on their role
and actually have
them 1alk 1o the PCs
and deal with situa-
tions in the game
world, You can't pre-
dict every aclion or
reaction, so semetimes a general listing of fraits is a
good starting point for you to play the role of the
MPC. Take nores as the personality develops fur-
ther. Soon, you'll have created an NPC the players
will always remember.

Mext Installment: Part three of cur look ar characteri-
zation details how the contexr of the world, other
MFCs, and the PCs themselves can help develop the
personality of an NPC. 4
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DM’s Toolbox

DEFINING IRONY IN D&D
ISN'T IT IRONIC?

by Johnn Four

efining irony is as difficulr as trying to describe
D a painting—you need 1o experience it fo fully

grasp i, A5 Qs core, ireny is a siluation where
the perception is different fram the truth, ofren in a
humorous or twisted way. It's an incongruity between
expectations and outcomes with a linle pain or
poignancy thrown in.

Iromy has many in-game benefits, whether it's inten-
tionally wielded or a fortunate accident. Ir ofren evokes
emotion, which can make sessions enteriaining, Irony
can cast a humorous or fragic light on a turn of
events, and since you have full contral cver this, irony
becomes a powerful storyrelling tool, You can also use
irony to do such things as increase drama or comedy
lewvels, add a bitrer tang or heighten the hilarity of an
encounter, and either deepen conflicts or ease their
shing. I1's key to get a Teel for what ireny is so you can
plan for it or notice opportunities as they arise. Like
any tool, it's impartant to lzarn how to employ it fo
achieve the effect you desire,

TYPES OF IRONY

A wariety of ironic situations can stem from the inrer-
action between players, their characters, and the DM,
What causes these situations and how to create or pre-
vent them is a skill important to any DM,

PLAYER-CHARACTER IRONY
This type of irony occurs when players have informa-
fion their characrers do not, commonly referred o as
out-of-character versus in-character information. In lit-
erary terms, this is known as dramatic irony where the
audience or reader is privy to information denied ro
the characters on the stage or page. Whils it's true thal
abuse of player information is the bane of many cam-
paigns, it's also an irony type with huge potential for
crealing compelling, satisfying game moments,
Player-character irony also occurs when the PCs
are saying one thing bur doing rhe exact opposite
without realizing ir. A classic example is when the
characters agree to stay together and follow a plan

bur then separate and rangle each other up as soon as
initiative is rolled,

For example: The sign above the portal reads, “One
al a time, thy Fate hangs in the balance” The DM asks,
"0k, you've all agreed 1o enrer, single file, unless there
is any indication enfering would be a mistake, right?"
Alter all the players ned the DM continues, "Make a
Balance check Threndar, After entering vou are tele-
ported onto a narrow heam suspended above what
looks 1o be a pit of starving ankhegs. The portal is one
way. Mo sound or light gets through from Throndar's
side, and so there are no indications enfry would be a
mistake” The whole group groans in dismay, and while
the characters walk biithely through, the players’ stom-
achs are full of butterflies as they reach for their deos,

Spotting Player-Character Irony

While DMing, try to visualize the characters in their
present surroundings. Empathize with what they're
experiencing and the conflicts they're facing. Compars
that vision with what the players know about the rules,
the game, your methods and style, and each other’s
methods and siyles, and look for any possibilities where
the players have knowledge their PCs don’t, Listen to
what the characters are saying and what rhey are
doing, and note any discrepancies. Be guick 1o cele-
brate any ironies with the group and congratulate dis-
tinctions made berween player and character
knowledge, especially when it leads characters into
adverse situations their players could have avoided.

Creating Player-Character Irony

Look for opportunities to reveal challenges or danger

to the players hefore their characrers learn the details,

Some examples are:

« Separate the PCs bui let all the players stay in
the room,

« Transmit a secret infended For one plaver but let all
plavers inoon il

= Use monsters that are well known to the group but
new to the PCs.




« Employ spells that are known to the players bul unfa-
miliar to the characters,

o Introduce MPCs whose classes and abilities are
strange to the parfy bul recognized by the group,
Once aniromy has been spotied or riggered, decide

how you wani 1o slant it idramatic or humorous, fragic or

sublime), and then point it out fo the playars. Nol only

does this add emational impact to the current situation, il

also subtly enforces and rewards keeping player knowl-

edge separate from character knowladge,

CHARACTER-PLAYER IRONY

When the PCs have information the players do not, you
have character-playver irony, You should often avoid
this type of iramy, as it can be a major cause of group
conflict. In most cases, it's brought about by the DM
forgetting or neglecting to inform the players of some-
thirg important their characters would know or per-
ceive, You know you've botched it il the players
exclaim, “If I'd known rthar From the beginning, I'd have
done it differently!” You can prevent characrer-player
irony by fully disclosing all knowledge the PCs have that
the players might not, or by providing fair opportunity
1o glean important information through skill checks and
plaver-controlled characler acrions,

For example: The characters are negotiating with a
tribe of lizardfolk and one of the PCs casts defecs
magic, The creatures hiss in rage and draw their
weapons 1o attack,

“What did you cast thar spell for?” demands one player.

“Hey, | didr't know they hated magic.”

“We learned that last week dude, just after you had
to leave early,” pipes
up another.

The rest of the bat-
tle is 1ainted by group
tensicn and ne one
hias much fun. This
ironic situation could
have baen avoided if
the DI had warned
the player directly, or given the PC a chance to remem-
ber with a dice roll, such as an nteligence check or a
Knowledge local} check

Spotting Character-Player Irony

Think ene or more steps ahead in rerms of game
play, much like you would do in a chess match, Will
the players need any information the characrers
might already possess? After all, the PCs live in
their world and have more knowledge than you
could possibly provide the players, In the current
moment of the game, note it the playars are making
any False assumptions because of missing informa-
tion they should have. Perhaps a player went to the
fridge at the wrong time or missed a session. Maybe
you described something ambiguously without realiz-
ing it, but if the players were actually present in the
same world, there would be no misundersfanding,

When something ironic has happened,
have a good laugh over it,
and don’t take things personally.

Wizards Workshop
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DM-PLAYER AND DM-CHARACTER IRONY '}
fis overseers of the game, DMs have the benefit of
the big picture view, which is a perfect set-up for irony
as the players are always working with less information
than the DM, This 1ype of irony occurs when the play-
ers make a decision or take an action, and the opposite
of the intended effect happens. DM irony is frequent
and should be revealed with discretion to avoid hurt
feelings or giving away imperfant campaign secrels,
Same examples of this could be:

» The players have defeated the dungeon villain but
inexplicably leave without searching for secret
doars, thus leaving the last roem—and the best
rreasure—undiscoverad,

« The druid casts entangzie but accidentally hits hall” his
party with i,

+ The party beats down a beggar who is actually a
prince in disguise.

+ The group reasons that the DM would never supply
a reward without strings attached, so they spend an
hour investigating [he surprise treasure pile that
was intended to be a reward for a previous, hard-
fought hattls.

o After three infense encounters, it seems the party
cannot bypass the guardian., IF they would cast defect
magic on the “pile of junk” twe rooms back, they'd
find the key 1o victory,

Spotting DM-Player and DM-Character Irony
Avaid taking yourself and the game too seriously,
The classic DM irony is when the players take an
unexpected direction,
possibly ruining your
plans in the process,
When this happens,
shrug it off, and focus
on Plan B. II's likely the
players will make the
wrong decisions or
have things go awry
quire often. Note the moments that you think would
provide the group with a good laugh or learn a les-
son from and share rhem later on.

Creating DM-Player and DM-Character Irony
Try nat te force the players into making the wrong
decisions or skewing results to create an cpposile,
ironic. outcome. Instead, use in-game dewvices, such as
MFCs, magic ifems, disguises, and magic effects, o
auide situations 1o an ironic conclusion. For example, a
bald rague named Curly is the PCs’ contact within the
thieves' guild. They report to him about infarmation
gleanad from their noble informant, a foppish duelist
named Lawrence. All the while, their merchant friend
Mobius is encouraging them to double-cross both the
nobles and thieves, Unfortunarely for the players, al
three NPCs are the same man in disguise who's using
them for his own ends.
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PLAYER-DM IRONY
When the players know something about what's hap-
pening in the game and the OM doesn’t, it's player-
DM ireny. This kind of ireny alse cccurs when the
Di's plans wind up having the opposite of the
intended effect. Many DMs dislike this type of irony
as they might find it threatening or frustrating. Ir's
important to recognize when semething ironic has
happened and 1o have a good laugh over it and not
take things persenally. There's another type of
player-DM irony—one that should be aveided at all
costs, [T a playver knows game secrefs when he
shouldn't, he must let his DM know. This can happen
if the session invalves material the plaver is already
Familiar with, such as having already read an adwven-
rure module or relevant article, or it the player
peeks ar the map, Some examples of playver-DM
iFeny ara;

+ Just before the bartle beding the DM steps our for a
guick break. When he returns, he discovers the play-
ers have devised a plan and won't tell him what it is.

= The DM forgers about a foe's special ability, but the
players havenT, and rhey’re hoping he'll not remem-
ber for the whale encounter!

» The new villain the DM has planned fo have reap-
pear over the course of the next several adventures
is killed by tweo critical hits in the first round.

Spotting Player-DM Irony

A DM ofren knows when the players are operating with
information he's not aware of. Spotting a mistake on
your part, however, might not become apparent unfil
il's too lare to fix. While DMing, pace yoursell and get
player assistance with bookkeeping and other tasks
whenever possible so vou can better focus on the
important defails. If the players hesitate or seem con-
fused when vou're managing mansters, NPCs, or game
rufings, it can be a sign you could be making an errar,
Pause for a momen! o reflect, or simply ask rhe group
ift you're missing something.

Creating Player-DM Irony

Some groups enjoy this type of irony and often
encourage player-only planning. Mext fime a party
strategy discussion erupts, excuse yourself from the
table to do some planning of your own.

USING IRONY

Both DMs and players can make use of a wide variety
of ironic siruations, both in and out of the game, How
and when irony is used can greatly affect the
poignance and memorabilitg of a game.

IRONIC PARLEY

In-character conversation is irony's natural element.
Whether the characters are chatting with each other
or nanplayer characters, they can create irony by

saving one thing bul meaning something else. For
example, after a foe has landed a critical hir and two
other blows in a single round, the party's fighter
grimly smiles and says, “By Odin's hammer, thar was
naught but a scrarch, | thought vou were supposed 1o
be a formidable cpponent!”

MPCs are a perfec) mechanism for delivering pithy
one-liners 1o lighten the mood, goad the player charac-
ters, or display a little personality and sryle. For exam-
ple, as the party dashes through a cavern of falling
lava, burning cinders, and choking gas, the druid NPC
declares, “Lovely day out!”

You can also employ ironic NPC parley to provide
clues and caurions by making a crifical comment that
casts a situation in a new light or changes the perspec-
five on it, For exampls, the party's patron might say,
“So, your plan is to make a direct assaull on the ancient
dragon in its lair while fending off the creature's undead
guardians and avoiding its cunning fraps? Hmm, that’s
inferesting. Well, ar least you're leaving immediately and
not suffering any pesky delavs such as a healing wisit 1o
Pelar’s church.”

Awaid confusing irony with sarcasm. lrony is aboul
confrast and hidden meanings while sarcasm is a
direct remark that's meant to wound or offend.
“hssaulting rhe dragon in irs lair—how clever!” would
be sarcastic, offensive, and possibly close the players'
minds to your intended adwvice, "Asﬁaulfing the dragon
in its lair—best learn to duck then™ would be a better,
iromic warning.

Verbal irony has the effect ot distancing onaself
From a situation. It's a way of commenting or ventur-
ing a suggestion withour being wulnerable. For this rea-
son, ironic banter can draw quiet and shy playvers out
of their shells, although parley hurtful to athers should
be discouraged.

RULES IRONY

Wielding the game rules for irenic effect is a great
methad for adding drama and tension, For exampls, a
PC has 5 hit points |eft, The DM rolls the monster’s
artack and vells, “Its swing connects, get ready for
some damage!” As the DM shakes his 8-sider and
tosses it down the rable, the group leans forward in
tense anticipation while the character's player hides his
eyes and moans, “Am | dead? Am | dead?” The irony
lies in thar the character has ne idea how many hit
paints he has left or that the DM is rolling a 8 for
damage—bul the player does.

Use rules irony to enhance tivalries and competition
as well, For example, after a long bairle, the foe man-
ages to escape. The players are disappointed, but that
soon changes fo dismay then anger af their oppanent
when you reveal he only had 1 hit point lefr,

Game rules can also creale an ironic situation
between players and their characters. For example, in
a previous encounter, the PCs used all of their fire-
based ahilities and spells. The upcoming encounter
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Sage Advice

WEAPONS, SKILLS, SPELLS, AND

COMBAT
OFFICIAL Al

by Skip Williams

his month, the Sage answers questions on a
variety of subjects, Send your questions fo
sageadvice @paizo.cam.

According to “Sage Advice" in issue #218, if | buy
a +2 cold iron fongsword, it costs 10,330 gp (30 gp
+ 300 gp + 8,000 gp + 2,000 gpl,and &+ cold
iron longsword costs 4,330 £p (30 gp + 300 gp +
2,000 gp + z,000 gpl. Mow, if | have someone
upgrade the second sword to make it march the
first, it costs 8,000 gp more (6,000 gp + 2,000
gpl, bringing its total value to 12,330 gp (4,330 gp
+ Boo0 gpl. It's the same product, but with two
different market values.

When setting the markel value for any magic cold
iron weapon, Use the most efficient creation methad.
The two example swords have the same market value
of 10,330 gp, but the second sword costs an exima
2,000 gp fo make and the seller realizes that much
less profit. One cannot simply pass along the cost of
inefficient manufacturing to customers leven through
in the real world it sometimes seems that way).

Is it possible fo make slashing attacks with a rapler,
perhaps at some kind of penalty? This iz particularly
important for my swashbuckling characier, for doing
things like sundering necklaces without harming the
wearer and so forth.

Technically, no, a rapier is a piercing weapen, not
a slashing weapon,

Unofficially, wour DM might allow slashing maneu-
vers with, say, a -4 attack penalty and perhaps a
damage penalty (perhaps also -4)

Could you clarify how the sronestin spell works?
One of my players is insisting that the damage
reduction 10/ adamantine from the spell is applied
before reducing the damage of 10 hit paints per
level that the spell will absorb and that the recipient
takes no damage until the 1o hit points per level of
caster are exhausted. | say the damage reduction is

the absarbed damage, with the remainder of the
damage applying fo the recipient of the spell,

You are tight. When the damage reduction from
the spell prevents damags to the recipient, deduc
thal damage From the 1o hil points per level that the
spell will absorb. Any damage the spell does not
ahsorb is dealt 1o the spell recipient, For axample, a
Fih-level wizard places a steneskin spell on you. &
monster hits you and deals 12 points of damage.
Assuming the monster dossn't have adamanting
weapans (probably a safe assumption) the spell
absorbs 1o points of damage {and can absorb Bo
peints morel, and you take 2 points of damage.

The text for synergy under the Diplomacy skill on
page 72 of the Player's Handbook states: "If you
have 5 or more ranks in Bluff, Knowledge (nobility
and royaliy), or Sense Motive, you get a +2 bonus
on Diplomacy checks.” I'm assuming that means if a
character has 5 ranks in Bluff, Knowledge (nobility
and royalry), and Sense Mative that character would
only receive a +2 synergy bonus on Diplomacy
checks. Or would the character receive a +6 syn-
ergy bonus (+2 for each)?

The bonuses listed in the synergy section of a skill
description are unnamed and so they stack. (There's
na such thing as a synergy bonus in tThe current edi-
tion of the DOID game.) The character in your exam-
ple would receive a +6 bonus on Diplomacy checks.

When buying ammunition using the special materialg
from Chapter 7 in the Dunaean Masrer s Guide, is the
cost given fo upgrade a single piece, or do you get
twenty pieces as you do when buying nonmagic
ammunition? For example, do twenty adamanting
arrows cost G gp (rwenty arrews for 1 gp + Bo gp for
adamantine ammunition) or 1,201 gp [twenty arrows for
1 gp + fio gp per arrow for adamantine ammunition)?

The ammunition prices for special materials are per
piece. A single adamanting arrow costs 61 gp. Twenty
such arrows would cost 1220 gp Inot Lz gpl.

Borders Hlustrated by David Wahiatrom
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Does ammunition made with a special material, such as
adamantine, break after use as with magic ammunition?

Yes, ammunition made from a special material breaks i i
hits the rarger and has a 50% chance ro break even if i
misses the fargel. Mundane ammunition (neither madic nor
made of a special material} has the same breakage chances.

How do you use the damage reduction of 3.0 monsters
with the new 3.5 rules? |s there a way to convert a dam-
age reduction entry so it works with the new rules?

First, dewnload a free copy of the DEID v.a.5
Accessory Updare booklet. This has 3.5 damage reduction
valugs for monsters from Deities and Demigods, Epic
Level Handboof, Fiend Folla, Manual of the Planes, and
the Monster Manwal! i, Wou can find a link 1o the bookler
right on the DEWD homepage on the Wizard's of the Coast
wiehsite:r www, wizards.com,

To convert damage reduction walues for othar monsters,
just look for a similar monster in the 3.5 Monsrer Manuwal and
assign your monster a similar damage reduction. Devils, for
example, ger damage reduction #/good and siver, In most
cases, the # would be 15 or less (and usually 10 or less).

Can a wizard cast a spell directly from his spellbook? If so,
what effects are there on the spellbook?

Mo, you cannot use a spellbock like a scroll. A spellbook
canfaing nares for preparing a spell, but it's not a precast
spell just waiting 10 be activated as a scroll is.

How many fimes can a mounted character charge in a combat
situation? Can a mounted character charge an opponent that
is engaged in melee with another party member?

Generally, a mounied characier can charge once a
round, just as any other characrer can. You can indeed
charge a foe engaged in melee with an ally, provided you
can meet all the requirements For charging [see page 154
of the Blaper’s Handbook),

Any character making a charge must meer all rhe
reguiraments for making a charge: all movement for the
round must be directly toward the designated target, there
must be nothing that blocks or slows that mevement, and
the character’s charge cannot begin in a sguare that an
enemy threatens. You cannot charge through ancther crea-
ture (except a helpless creaturel, even though meving
through an ally's space doesn't slow you down, @




Sharon Lﬂf-‘!f?f"ﬁﬁd

F s

= T
I A

featuring:
Dance Dance: ™
Revolution
Tournament
sponsored by .-
Cobalt Flux & = s
Radlﬂctana, “I
£ opremiers,
£ cantests, and

Killer Dungeons
Need
Killer Ples

Rl

Shadowman's
Twisted Treasury
A Cellection of Killer Puzzles 2
4 30 devious puzzles to challenge
any reader or party,

vy cloudkingdom.com
Aatvenr b this Bssae’s riddle; Fireplace

iz i —
(L : o A
B
o Discover Dragons! =
pr= Excounter rare, i
] mysterions, & ]
L whimsical dragons in J
i the world's only i
= all dragon catalog! /
o Unique gifts & i
| collectibles, t-shirts, !
|' rints, peutter, & |
—_ linited edition artifacts, -'f-'ll
!
: *Dancing Dragon” -

_!w.z-uwrau.ﬂlam:irqu;im{-g{r.m.«f:ﬂm-ﬁﬁ
—
|

-

-

\

=R =Man- =k 4} )

NI-322-6040 24 s,

SeexaivG Oor-or-Privt TiToes?
NeED THE NEw Sturr Too?

D& Ino Enirion
d20
AD&ED® Inp Boimion
ADEDE |sr EpiTion
Basic D&

hitp:fwww. hitpointe.com

bailorder Game Skop
Specilizing in Taed and Out-nfPrint
DD, ADEDE md
White Walfs Warkd of Darkness i
pam peoducts,

o computer? Wike For cusrent price lisi:

540 Mionth Lapeer Road, Suite 255
Orion Township, MI 48362

Thy Quest for
Out-Of -Print Ganes

Find those rare games and also save up to 50%
oan ralall products! e buy, sell ind trade for naw
and out-of-prink APGs, Miniatures and Wargames,

View our anfing irventory of gver 16,000 products af
wavenobleknight.com
or write for a frea catalog to;
2319 Groen Vabley Dr, Jenesvilla, W 53546
Phana: G03-758-0801
Thousends of garmers can't Bo wrong!
Satisfaction |a guaranteead!

W TIOBLEKTIIGHT Con

Help
Wanted

Construction
Project Supervisor

Seeking Supervisor for undead
digging team in Worlds Lorgest
Durigeon; Necromancer experience
preferred, Must be williag to work
shastly hours. Our ideal candidate
works well with others, including:
Dwarf and Bl upions, as well as
every monster i the SRD. Good
divection sense i3 a plus. Dugoaon
consists of 15004 ropms. Only
serions applicants need  apply.
Contact: Ted, Hobgohlin §941 in
Human Resources,




INSTY-DINNER

~ Frozen Meals
Microwave Instructions
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Grab your pack and leap into an action-packed,
intrigue-laced realm of cinematic adventure. Discover
a vast world infused with magic and waiting to be
filled with daring escapades and dangerous exploits.
Throw open the cover and be ready—for anything.

Attt All trademarks, ineluding charaster names.and their distinctiva likenezses,
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