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EDITORIAL

(ALY FHO!
(A, LAVER

The tavern gets a bad rap these days. In jo-some years it's
gone from a D&D staple to an oft-maligned cliché, The
approach of a strange traveler, a Heward's handy haversack full
of adventure hooks at his side, has become the prototypical
ham-fisted way to introduce an adventure to the party, the
last refuge of an overworked DM, Over at our sister magazine,
DunGEON, an adventure set-up featuring a tavern doesn't
even make it past the first round of submissions. As almost
any D&D player can tell vou, there are more creative ways to
get the adventure on its feet and headed toward the dungeon
{or the heartfelt romance, or the political intrigue, or the
four-hour festival of shopping and eating, or whatever),

Ovwer the last several years I've played hundreds of RPGA
convention pames, read thousands of Donceon submissions,
and have even written a few D&D adventures of my own,
I've seen authors go to great lengths to avoid starting the
adventure in the tavern, and I've gone to a few such lengths
myself. The characters meet when something crazy happens
on a city street. The characters find they have a common
cause when they all witness the same crime/disaster/magical
event and must protect the commen folk from harm. The
adventure falls into their laps while they're all riding a
carriage from one town to another. And let us never forget
the old-school classic, employed most recently by me in the
kick-off adventure for the Age of Worms Adventure Path: “So
you're standing outside the front deor of the dungeon.” Not
a tavern in sight.

None of this means we should ignore taverns within the
context of the whole campaign, however, or even that we
must eschew them as a place to get all-important adventure
hooks. I'm currently at work on a top-secret hardcover
adventure book for Wizards of the Coast in which a tavern
(well, an inn, really) features prominently, [ wisely set the
adventure’s opening stene far from the jovial common
roem, but the fact remains that taverns are a convenient
place for characters to pather with like-minded folk, to
spend their hard-earned coin, and maybe even to get into
a nonlethal fight to keep things from getting too boring or
to blow off some steam. In an adventure set in large part
within a city, there's just no avoiding them.

S0, faced with designing encounters around one of the
most cliché-ridden locales in the D&D arsenal, ['ve been
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doing a lot of thinking about the role of the tavern in the
campaign. Some of my “research” for the current project has
tiken part at the People’s Pub, a local watering hole in my
home neighborhood of Ballard, on the outskirts of Seattle,
Washington, My various trips to the pub have reminded me
that a tavern—and really any constantly open place where
people gather—isn't just a single location, but is rather a
series of locations based on the time of day. In the early after-
noon, the People’s Pub attracts neighborhood folk looking
for a beer or a quick bite to eat before rushing off to more
important business. As the day progresses, the dinner crowd
arrives. Wednesdays bring German foed night, which attracts
a slightly different crowd {more “destination” eaters rather
than off-the-streeters), and by eveming (especially on the
weekends) things get considerably more boisterous. By the
time the place closes at 2:00 a.m., only the die-hards and the
drunks remain (so they say—I wouldn't know, of course).

The point of this is that the People's Pub, or really any tav-
erm, caters to a different clientele at different times through-
out the day, Tt's not unreasonable to populate a D&D taproom
with quiet professionals and professors during the daylight
hours, with familics and friends during dinner, and with
gregarious (or treacherous) adventurers at night, when the
tavern's function changes from food service to social meeting
place. By the time most of the social drinkers have retired
for the night only the professionals—the tavern staff and a
few sodden dwarves—remain. Each of these constituencies
has different adventures to offer and different stories to tell,
If you pay attention to the tavern’s ever-changing schedule
and clientele, you'll be sure to present a locale that is never
boring, and almost never cliché,

ER| K

Erik Mona
Editor-in-Chief
erikm@paizo.com




Tell us what you think of this issue, Send an email 1o scalemail@paizo.com.

Please include your name, city, and state,

(RONCH Y01 (0540

My girlfriend is in advertising and she
tells me that the 18-34 vear old male
is one of the toughest demograph-
ics to appeal to. As someone that falls
into that demographic, here is what |
think. 1 don't subscribe to Dracox to
be entertained, 1 see it as a tool that is
somewhat entertaining. Instead, as of
late, T find that my copy of Deacox is
ending up in the bathroom next to my
girlfriend’s copy of Cosmo. Whereas it
used to be that | was cramming it into
mv 50 Ib. bag of books to take to my next
session. Point is, it's the crunch we're
after. Whenever | read an entertaining
article I'm done with it. Alternatively, if
I have something that 1 can use 1 will
use it until the cover falls offl

That being said. here are some
examples. The joth Anniversary Spe-
cial (DeacoN #334) with Tiamat on
the front. When [ got that issue |
nearly peed myself as in my campaign
the PCs are going up against Tiamat,
Needless to say, that issue was the big-
gest let down yel, as three of the arti-
cles were stories. While | may enjoy
the stories, 1 don't buy Dracoxn for
them. Alternatively, | have an issue (I
don't know the number because the
cover fell off) that has variants for all
the basic classes, grouped by spellcast-
ers, barbarians and druids, rogues and
bards, ete. and 1 take it to the begin-
ning of every campaign. A more recent
example is Dracon #342s “The Power
of Faith” article with the initiate feats

T 10 [T ——

Every time I or someone else | know
plays a cleric, that issue will come out
of the bag, [t is that kind of article that
will keep me coming back for more, and
1 think that most, if not all, of my 18-34
male {and femalc) gaming buddies
would agree. You know, in the last issue
Erik quoted Kim Mohan as saying, “The
idea back then, of course was that the
magarine sold itself” I think that with a
little work, it still can,
Bram W,
Fayetteville, AR

Thanks for the letter, Brand, Trying 1o find
tive right balance between rules content and
inspirational backaround content is alnays
difficult, and the perfect solution is differ-
ent for ench reader. Our anniversary issue
included so many slories because anticles
like “"The Voyage of the Prinoess Ack” and
“The Wizards Three" have been impartant
parts of DrAGoN's history for decades
Putting all of that stuff in one isue might

have tipped the scales too far (n favor of

Slavor and loo far ausy from Rice oranchy

rules matersal, but with fsswes like this one

Il'”;! fons "5' monifcry, 'i:l'.-"llll‘-_ ang f-"lﬂ:]-{

KNOWLEDGE CHECK
Question: What is the fifth
element?

ftems, I'm confident that the balance will

. o
alirays swing N

DEHOY WORSHIF

I want to say that | have been enjoying
the “Demonomicon of Tggwilv” articles
series so far,

[ must say the quality of the articles
have been superb and surpass the mate-
rial found in Fiendish Codex I: Hordes of
the Abyss. Each article takes an in-depth
nature and look at each of the Demon
Princes (-csses), which has given me Llons
of ideas! Even though Fiendish Codex |
has been released | hope this doesn't
mean the end of the “Demonomicon.”
I know there is plenty to still be writ-
ten aboul. Tt would be great to see the
Queen of Chaos and Miska the Wolf
Spider in an upcoming article, as well
as a third-edition conversion of their
spyder-fiends that serve them both!
Keep up the great work and | hope to
see more in the future,

Michael |.N. Arellano,
Los Angeles, CA

The Fiendish Codex and “Demonomicon”
articles come from the same diseased minds,
so they should fit together hand in hand (or
i5 that tlen in talon?) quite easily. The serfes
i the mast popudar codtimn we've created in
the last decade (second only to “The Feoloqy
of.” with “Core Beliefi" right on its heels), so
I'd say the chance of us stopping any time
soan is shorter than the lifespan of an angel

an Azzagral. | wouldn't be surprived Lo see



FOUR COLOR FANTASIES

|] A n Alongside their adaptations
of Margaret Weis and Tracy
TH LI Hickman's DRAGONLANCE
Chrenicles: Dragans of Win-
ter Night and R. A. Salvatores The Legend of
Drizzt; The Crystal Shard, comic creators Dev-
il's Due Publishing keeps cranking out some
of D&D's best-known tales. The newly released
Dracontance Chronicles: Dragons of Autumn
Twilight collection compiles the first eight
issues of this epic into one trade paperback.
Adapted by Andrew Dabb and illustrated by
Steve Kurth, these stories detail the decisive,
early adventures of DracownLance's famed
Heroes of the Lance,

From dragonlances to dragonshards, Devil's
Due ventures into 2 world of action and -air-
ships: with Egerron: Eye of the Wolf. Writ-
ten by the setting's creator, Keith Baker, and
brought to life by artist Chris Lie, this foray
into EBermoN weaves 3 tale of dark magic;
powerful technology, and cruel fate. "Eye of the
Wolf is the first installment of a saga that will
take readers across Eserron and allow them
to view the wonders of this world in an entirely
new way,” says Baker,

Find out more about these titles and Devil's
Due Publishing's other D&D releases at devils-
due.net.

the Queen of Chaos appear in a "Demonom.

GOMNLANCE

Drdgons of

! ]IH.IIf

Yes, 1 know that sometimes 1 can

icon” one day, but you can be sure that ifwe  find the reference by flipping a few

i |

revigil the “spyder-fiends” we will be giving
theim a new name. A far as this Mitsubishi
Eclipse driver is concerned, o “spryder” is o
compveriible and not g Dunceoxs & DRaG-

ONS Monster

H(OLOGY ODADARY

First, let me say that T really enjoy
the Ecology series. But 1 have one
big problem with it: you don't make
an obvious reference what book the
creature i from. I know all you D&D
pros up at Paizo have Monster Manuals
I-TTT memorized page by page, but we
common folk can't remember where
to find these monsters. The first sen-
tence in every ecology article should
tell me where to reference the base
creature entry.

pages into the article and seeing the
“Advanced” version of the creature
you publish, But sometimes you for-
get to put the reference even there
(e.g “The Ecology of the Inevitable™).
Please make it easier for me to utilize
these articles!
Matthew Avery
Berkeley, CA

In the past we've only referenced creatures
that Hve someplace besides the Monster
Manual, wsueglly in their advanced stai
block. Ergo, creatures [ike the inevitables
|!I|J"I'I'J|- ¥ ';'_,‘r'."l“'r‘;l,':'----r.l-.' r::'r: SULE Wi '.'..l.'_‘.'l
love them, just becouse they're in ane of the
Coerg rl-'ll-.'rl-':. \'fd!“l.'l_:l U RIS LN, IIII'.l'
eiver, In addition to the notation in their stat

blocks, we'll be listing where the beasties

covered in fhe months ecology afpear as

“Rhaos
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SCALE MAIL

a standard part of their Knowledge Check
sidebir. Ard, since it sounds like a lot of
folks would find this helpful, we'll lisi the
book and page number for eoery creature
we cover, whether if lurks in the core Mon-
ster Manual or on the last few pages of
Deep Horizon. Way to change the world,
Matthen, —W.S,

(UIE GLon?

Asa huge fan of Dracox and DuncEON
magazines, | must applaud you guys
for yet another very well presented and
informative volume of Dracon (issue
#344). Congrats on 30 years, The main
reason for my letter though is to inform
you that from issue #344 onwards, my
favorite dragon will forever always be
the gloom dragon. How cute and kind
can a dragon be? If at any time [ am
lucky enough to come across a gloom
dragon 1 would want to attemnpt to sit
with it and talk about many things.
Thank you guys for the gloom dragon.
Crythor

Redcliffe, QLD, Australia

When you are sitiing and rhalﬁn.g with the
gloom dragon. 1 might suggest thet your
first topic of conversation could be “why 1
think a vulture-headed, tombstone-spined,
gravevard-dwelling dragon is cute.” Must
be those doelike green eyes.

(LA ACTIOY

This year is my first subscription to
Dracon and [ must applaud the equip-
ment arrays presented in the adven-
turer Class Acts section of issue #345 as
well as the mounted fighter equipment
selection in the same section of the lat-
est issue, $#346. [ would be very inter-
ested to see more of these equipment
arrays for other niches, possibly ones
with coincide with popular profession
skills. Again, props!
Benjamin K. Hansberry
Alexandria, MN

Thanks for the kingd words Benjgmin,
When Christopher Wissel proposed the idea
of different equipment arrays, [wasn't com-
pletely sold on it. But then he showed me
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what fe was planning and the rest; as they
say, is history. T would certainly welcome
migre of those kinds of articles in the Class
Acts section, (And 'm certain that fsa'l a
veiled hint ta any and all freelance writers
oul there reading this,) M. M.

DENO- WY
As a huge fan of the “Demonomicon
“articles, | was wondering if we would
see an article on Demogorgon to go
along with the Savage Tide Adventure
Path? It seems like it would be a natu-
ral choice since the third Adventure
Path features the Prince of Demons
as its primary antagonist. Anyway, if it
hasn't been specifically planned, let me
say I hope that one is done to go with
the Adventure Path I11. [ really enjoyed
the first two, and having this sort of
article to go with the third would be
the ultimate icing on the cake,
Rebekah Holmes
Via Messageboards

Demogordon? The Demon Lord of Bat-
man’s Policeman Allies? That sounds fan-
tastic! Consider it done, Oh, waif @ min-
ute... you said Demogorgon? Oh, yeah, we
can do that too. —L.B,

BACK DRAGO'S

As a new subscriber (my brother got me
a subscription this past Christmas), T
must say that I'm very impressed with
the guantity and quality of the content
of your articles and features, [ look for-
ward to getting my new DRAGON every

KNOWLEDGE

CHECK ANSWER

Answer: While several sources
claim that love—or “heart"—is the
fifth element, it is widely accepted
that Leeloo Dallas (AKA Milla
Jovovich) is the fifth element.

month just to see whats coming next,
Considering that T've missed 205
years of quality D&D content, 1 was
wondering what options, other than
ordering back issues, were available
for obtaining content from previous
issues.. Do you have any plans of
releasing back issues as PDFs, eBooks,
or anything like that so that those of
us who have missed a lot of the good
stufl can catch up by spending a flat
fee? Keep up the good work.
Matt Opitz
Pasadena, MD

You can find sold-out backissues ns PDEs
available at paizo.com. Print backissues
we still have copies of are also availabie at
paizo.comfbackissues. —] B

(A4 FOR BABA P!

I have been collecting a number of
issues of this magarine in recent years
and in doing so | have stumbled across
the mention of this being. The second
time was in the current issue. T am
wondering if there will be an article
that talks about Baba Yaga in the future,
because | would be very interested to
learn about this sinister Witch Queen.
Let me know the details.
Tower Dark
Via Email

While we den have any plans for a Baba
Yaga article at present, readers interested in
learning more about the witch mentioned
in #3455 “Demonomicon of fgawite” and
#1430’ Spellerafi need ook no further than
paizo.com, which boasts an extensive col-
lection of dlectronis our-of-print DUNGEONS
g Dracons adventures, rulebooks, and
supplernents for the low price af four bucks
apiece. (Of particular note is Roger E. Moore's
The Dancng Hut of Baba Yaga, o second
gdition AD&D adventure Jor characters
tevel 7-20. An earlier {und somewhal more
beloved) treatment of the same adventure—
alva lrp ."l.-!:-rrrr—ciwlr'url:d in Dracos #83,
which is sadly long out of print and conse-
gquently is much more difficult to find. Your
best bet 15 probably the (now alse difficult
to find) DrAcon Archive CD-ROM oran
amline auction site like eBay, —Erik Mong




- IEEEEYSEEE PREVIEWS, NOTES, AND NEWS FOR GAMERS

aEE
R e
[

g s e
ORAGON
f’i’i}’\ﬂlf

.f. j e

.' .;..-.,_ :’_ .

i

THIOTER ] ARk

ond the mor-

CFIOLLS just marke nd miniatures. Each
= | the working g wides more than thirty-five Liles,
dragonkind, th i o e and reclus cults, take up ! large rooms and long cor
ery character toemploy | arms as a holy (or unholy) warrior, and i I I ks,

of these some ; reveal what plots make all mortals i portals, and sta gn team member
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| Bestowed Ch P Throne 1o uncover the dread secrets
| by Jorgtharn Eiemin ol the Maimed Lord
Make the heroes pay with these alter
nales for the most vile curse Plus!
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reported by Shelly Baur, Mike L. Fiegel, Mike McAritor, and Amber Scofi

THE HEART OF DARKNESS

Dark Matter, a world of modern day conspiracies, aliens,
and cryptozoological encounters returns, updated to dzo
Modern rules. Still thick with mysteries and dark theories,
this update retains the original concepts created by Wolf-
gang Baur and Monte Cook. “Dark Matter explains every-
thing, from templars to the pyramids, from yetis to Ross-
lyn Chapel. Dan Brown totally ripped us off1” said Wolf-
gang, This new version includes selected material adapied
from other Dark Matter sources, including the original d2o
adaptation by Andy Collins in Porvaenzon #167. Besides
familiar alien encounters and X-Files-esque themes, fans.
of the setting should expect a few surprises retained from
previous incarnations and the original ALTERNTTT rules.

D&D BASIC GAME

Hediscover D&ED or introduce new players with the updated
Dunceons 8 Dracows Basic Came, Designed by Bill Slavicsek
and Matthew Sernett, this latest version, as Sernett says, “was
based on playtesting to take advantage of what we've learned,
making it easier and better for the new player” Besides four
new player books detailing pre-pener-
ated character options, there's also a
booklet explaining the basics for begin-
ning DMs. The set includes player and
monster minis plus four tiles in the
style of the new D&D Dungeon Tiles.
Adventures through the Basic Game are
designed to move players from 1st to
2nd level, while an advanced rulebook
explains how to level up and readies
players for the recently released D&D
Player's Kit,

After that, a good segue into the
worlds of D&D is Greg A. Vaughan's
The Twilight Tomb, a Forgotten Realms
adventure written for four 3rd-level

D&D FAN FILM FEST

Wizards of the Coast has announced its first ever D&D
Fan Film Fest. Contestants create a D&D-related movie,
following the guidelines at dndfanfilmfest.com, and vie
for the grand prize of a new computer, video camera,
video editing software, and a Dunceons § DraGons gift
package (which includes a limited edition Colossal
Red Dragon miniature). Three finalists also receive
free trips to Los Angeles to attend the judging and
awards ceremony.

"DuncEoNs & Dracowns is all about
creating your own experience,” says Scoft
Rouse, senior brand manager for D&D.
“We're excited to see what our fans come
up with and given the subject matter and
audience to whom we appeal, this event
will be one unlike any other.”

characters. As a self-contained romp through a multilevel
citadel of warring undead and humanoids, it's a perfect
challenge for low-level characters and beginning DMs, bul
still offers enough depth and challenges to test even expe-
rienced players.

There's still time to put together a submission, but
all entries must be received by September 1st, 2006, Two
weeks afterward, starting on September 15th, viewers can
come to the site to check out the entries and vote for

their favorite submission.
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DRAGON STRIKE

At2q inches high and more
than 11 inches across, Mag-
nificent Egos's (magnifi-
centegos.com)  Viszeralyn
the Col

£ &0

Dragon
chal-

lenges the meaning of the

pisal Oracle

massive she

word "miniature.”
*To

literally the egquivalent of

scale, Viszeralyn is

putting a 10-story building
on your game table” said
Steven Creech of Magnifi-
cent Egos. Limited to a run
of 500 numbered pieces, the

resin figure was designed by

and sculpted by

rity. Pre-orders get an addi-
tional “human-sized” 35mm

miniature as featured on the
itscolossal.com website,

NINETY-NINE NIGHTS

Microsofi pooled the tal-
ents of Tetsuya Mizugu-
chi ((} Entertainment) and
SangYoun Lee (Phantagram)
to create the fantasy action
Ninety-Nine Nights,
releasing thismonth, Ninety-

game

Nine Nights places you in the
center of massive real-time
battles with hundreds of
combatants—{riends and
foes—that only a next-gen
systern can deliver. A com-
pelling storyline told from
multiple perspectives (you
choose from

can .I1:'I.(:Il;-_-‘

sevenn  characters) links
these battles, wherein you
have the choice of fighting
for good or evil. Ninety-Nine
Mights is available for the

Xbox 360,

by Amber E.

Scott

by Richard Pett

enku returns to the ( iler

SOYOURETIN A TAVERN
Dwarven Forge's (dwarven-
forge.com)

release takes things in a

most  recent

whole new
“The

Set i a

direction—up.
Medieval Building
bold new genre

for Dwarven Forge,” said

Jeff Martin, president of

Dwarven Forge. “It allows

gamers to ascend from

classic dungeon set-ups
to above-ground taverns,
inns, and other medieval
structures.” Designed with
timber-framed wattle and
daub walls; bookshelves,
secret doors, and a bear-
skin rug, the hand-painted
Medieval Building set is
fully interchangeable with
all of

Dwarven Forge's

FIFI'_"-\. 105 P!_'IJI.J ucts

DANCE, MAGIC DANCE
Tokyopop, in
with the Jim Henson Com-
pany, plans to release a

assoclation

manga sequel to the Lahy-
The
written by manga author
Jake
story of Toby, the kidnapped

child from the movie. Now

rinth movie, sequel

Forbes, follows the

13 years old, Toby finds
that his destiny lies within

the world of Labyrinth. He

journeys back to the laby-

rinth, this time to assume
his role as heir to the Gob-
lin Kingdom. Also with
the help of with the Jim
Henson Company, Tokyo-
pop has plans to release a
prequel to Neil Gaiman's
MirrorMask and a prequel

to 1982's The Dark Crystal

ful cult of mud

trap

by Jonathan Richards

The annual

sdventurers'
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TIM HILDEBRANDT: 1939-2006
The passing of llustrator Tim Hildebrandt affected roleplay-
ers and fantasy fans everywhere. We grew up assodiating Mr.
Hildebrandt's work with the hobby, fiction, and films that we
loved. From the iconic Star Wars poster, (illustrated with his
brother, Greg) to the movie poster for The Secret of NIMH, from
The Sword of Shannara's cover to the Lord of the Rings calendars,
Tim Hildebrandt's astwork inflamed and inspired a generation.
He passed away on June 11, 2006, at age 67, due to a staph infec-
tion that affected his heart.

Mr. Hildebrandt's work appeared twice in DracoN maga-
zine, on the covers of issues #49 and #64. He also ustrated
two D&D calendars and three

Realms of Wonder calendars

for TSR “It was probably the

best time in his life" says

Rita Hildebrandt, his wife,

“because he really came into
his own. He showed every-
one what Tim Hildebrandt
could do.”

RPGA REPORT

I Oichardi
T K ris

Mr. Hildebrandt's son, Charles, adds, “The work he did for
TSR back in the eighties—he was proudest of that, T think."

It wasn't just that Tim Hildebrandt's work opened our
minds to the wonder of fantasy. Artists everywhere realized
that science fiction and fantasy were viable genres when Mr.
Hildebrandt's illustrations appeared. 1t opened up a whole
career for so many illustrators,” Rita Hildebrandt recalls. "It
was the start of a phenomenon.”

The Hildebrandt fmily was very involved in the fmtasy
industry. Charles Hildebrandt, a D&D player, drew his par-
ents into the hobby. They attended conventions to meet
with young fins and aspiring artists. Movie-muking and
animation held a strong fascination for Mr. Hildebrandt,
and the family filmed a sci-fi horror movie, The Deadly
Spawn, in their home. Tim and Rita Hildebrandt served as
exccutive producers, and Charles starred.

“Tim wasn't just an illustrator,” says Rita Hildebrandt.
“He sculpted, he made cabinets—he was some kind of
Renaissance person. Anything he touched with his hands
made magic.”"~Amber Scott
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' OFF TO SEE THE WIZARDS

Through the main doors, the- clean,
modern  ground-floor - lobby  might
belong to any law firm or insurance
company, and indeed a few smaller
businesses have rented out the unused
office space. Into the elevators and up to
the reception area on the top floor, the
doors open, bathing visitors in colorful
light that changes every few moments,
It's here that the unusual nature of the
place finally begins to kick in. Turn the
corner, and you come face to face with an
B-foot-tall rearing dmgon, hung from
the ceiling and backlit for additional
menace. In the corner, a larger-than-life
statue of Macic: THe GathERiNGs Dak-
kon Blackblade stands at ease, sword
over his shoulder. A goblin statuette sits
leering in the middle of an alcove table,

Unfortunately, for most speciators,

this waiting room is the end of the line.
Gaming is big business these days, and
without a photo ID badge and electronic
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¥ A life-sized Shivan Dragon guards Wizards of the Coost’s reception.

pass to work the elevators, the curious
aren't likely to stumble across anything
juicy. Today, however, Chris Perkins,
one of the Design Managers in charge
of Wizards of the Coast’s RPG and Min-
iatures: Research and Development, is
ready and waiting to take Dracon read-
ers into the depths of’his department.
Perking has worked for the Dovcrons
& Draconsmachine since 1997 His con-
tinued enthusiasm for the job i imme-
diately apparent as he breaks out the
day’s itinerary and starts off toward stairs
at the heart of the office, where he man-
ages the eipht designers whose innova-
tions shape the face of the game.
Diownstairs, if it weren't for the occas
sional cube filled with action figures or
the prevalence of gaming-related t-shirts,

& All must pay tribute to the Gobdin King.

it would be hard to tell just what this office
does—at least until you listen closely and
hear "attack of opportunity” or “until the
end of the round” filtering throuph the
affice hum. With most of the staff'in their
mid-thirties and a rough balance between
the sexes, Wizirds of the Coast appears to
have bucked the basement-gaming-com-
pany aesthetic in favor of the sleek geek
chic of the dot-com industry.

Daving into the warren of R&D offices,
there's just barely time for a whirlwind
tour, with Perkins introducing his staff

{see “A Snapshot of RED" sidebar) and

pointing out the persomal touches that
make this office a-subtle nerd haven—
the “Lost Temple™ computer lab where
the addicts can get their World of Warergfl
fix over lunch or the printers named




atter iconic D&D characters. Last but not
least is the shrine to the Goblin King, an
aleowve filled to the brim with business
cards, office supplies, and the enthroned
statuette of the Goblin King himself

“It doesn't matter what it is” Perkine
explains, "you've got ko pay tribule to
the Goblin King.”

Once Perkins is confident that he's
pointed out evervthing of interest, it's
off ta the first meeting of the day: a book
brainstorm in the office of Bill Slavicsek,
Director of RPG and Miniatures R&D as
well as the recently merged Book Pub-
lishing department. There, Slavicsek
has gathered Perkins, Designer James
Wyatt, and Editor Mark Sehestedt to
discuss the possibility of Wyatt writing
another novel set in ERERRON,

The meeting is surprisingly informal.
For novels, the process usually involves
taking the number of books the D&D
Brand department has placed on the
schedule and brasnstorming ideas until a
basic premise is established. From there,
the prospective aothor writes a three
to five page overview, followed apon
approval by a chapter-by-chapter out-
line, then sets to worl, In this instance,
the author-to-be—Wyatt—has  aleeady
proven himself with a previous novel
and latched onto a changeling chamcter
as his protagonist, so the group zeroes in
on the nitty-gritty details. Will there be
any cameos by characters essential to the
EnErmos continuity? What about other
critical Eserpox touchstones?

“EnErmonN isn't EnEmpoN without
warforged,” Slavicsek points out, "How
are you planning on addressing that?”
To him; the most important thing is
that this novel feel inherently Enerrox,
as opposed to any other campaign set-
ting. “That means we want cliffhang-
ers, excitement, Indiana Jones music
playing in the background...”

Perkins is more concerned with the
treatment of a changeling a5 a hero
“Here you have an inherently duplici-
tous race—how does the rest of Eberron
deal with that? he asks. *1 don't want to

see a novel of changeling angst, but it's
an interesting avenue to explore, Also,
how can we keep the reader following
him the through his various changes?”

Sehestedt, for his part, just wants to
make sure that the novel remains mar-
ketable. “Changelings are an alien race,”
he stresses, "and we need to make sure
that the hero is still someone the audi-
ence can Identify with. That's the danger
of writing abott non-humans—elves we
can get away with, because they're sexy,
but no matter how cool the book is, if you
put a dwarf or halfling on the cover, sales
drop. The audience needs to relate”

Thirty minutes later, with Wyatt
having addressed or noted every topic
raised, the group breaks up and Perkins
heads back to the office he shares with
fellow Design Manager Jesse Decker.
There he's met by Gwendolyn Kestrel,
the person in charge of managing free-
lance writers, [t seems that one of their
freelancers has skipped out on a proj-
ect without finishing, and now it's left
to Perking and Kestrel to find someone
else to complete the writing—and fast.

It's not, unfortunately, an uncom-
MOT BCCUTTETICE,

2005 was a tough year for our freelanc-
ers, even the relioble folks” Perkins notes,
"One writer couldn't finish because their
house was suddenly infested with squir-
rels—you can't predict that” Stll, deal-
ing with breakdowns in the freelance
process is Perking's least favorite part of
the job. “It can be difficult because free-
lancers are, almost by definition, not as
invested i the game a5 you are—afler
all, they don't get to spend all day here,
in this environment. But then, that just
emphasizes how good it is to be on the
inside. Working with these people and
bouncing around ideas that will be fun
in my game, and everyone else’s—that's
the best. This is the pame T've loved since
| was 8, trying to teach myself how to
play by reading the Monster Manual, and
all of us here usually understand how
lucky we are. There’s nothing T'd call the
worst part of my job that anyone with a
nortnal job wouldn't Lingh at.”

Such appreciation is important, since
deadline pressures mean that someone
in RED will inevitably end up generating
at least part of the uncompleted text.

Next it's on to theart and map turnover
meeting for Expedition fo Castle Ravenloff,
with Arl Direclors Ryan Sansaver, Karin

ot S T

[by Aaron Williams

KEEP, YOU NOTICE SEVERAL ARROW

45 YOU APPROACH THE

SLITS ON EITHER SIDE OF THE
ENTRANCE THAT--

THE CHALLENGE
EEEWEM”" RATING IS IN THE
N /% HIGH TEENS,

WELL WIN

TO BE FAIR WE
SHOULD EACH TAKE FIFTEEN
PERCENT OF OUR HIT POINTS
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A SNAPSHOT OF R&D

As the nexus from which new rules

and sourcebooks are born, Wizards
of the Coast’s twenty-person: Role-
playing Game R&D department
contains some of the most impor-
' tant——and recognizable—names in

the industry. Here's what they're up:

to at 9:30 on a Tuesday morning:
James Wptt. designer, is currently
finishing up an EBerran novel, writ-
ing 4 ForcoTTEN Reatms adventure
that introduces a new "“tactical map for
every encounter” format, and teaching
an online course for beginners catled
“Discovering D&D," through Barnes
f; Noble University (baresandnoble.
com). “it's crazy)" he says. "We had
1,600 people enroll in the course, and
#hm is the first time we've done it
Gwendolyn Kestrel, designer, edi-
tor, and mistress of all things free-
lance, 15 busy planning Wizards of
the Coast's activities for the next Gen
Con, as well a5 putting the finishing
touches on Monster Manual 1V.
Designer Dave Noonar is currently
working on a siz-Jevel dungeon adven-
ture, so today he's adjusting treasure
and making sure there's an interest-
ing magic item for each class. "I'm
usually working with other people,”
he notes, sohtel\f it's been a luury to
just type and listen to music.”
Mike Mearls, developer, is working
on Tome of Battle: the Book of Nine
Swords, making changes to the rules.
“ft had actually gone through the
‘whole process once,” Mearls explains
perkily, “but then someane had a great

idea, and we got to start all over!”
Andy Collins, busy developing Com-
plete Mage and Dragon Magic, is "over-
worked as usual.” A fact his superiors
freely admit. “| threatened to fire Andy

- yesterday, an
Development Manager jesse Decker.
"He knew I'd be calling him an hour

later saying "Uh, you know you can't

 really leave, ight? Tell you what—we'll
just leave all these manuscripts on

your desk, and if you get fonely you

can come back and visit them..."

;cmwmamagez@ '
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d he dared me to,” laughs -

Jagues, and Mari Rolkowsky, A clas-
sic first- and second-edition adventure,
Casfle Ravenloft struck Perkins and his
team as the perfect chance to unveil the
new Wizards of the Coast DE&D encoun-
ter format, in which every encounter in
an adventure is’ accompanied by a tac-
tical (as opposed to miniatures scale)
map. The Raventorr meeting is held
in, appropriately encugh, the meeting
room called The Bat Cave. Dne of the
tapics of this meeting is to discuss the
three-dimensional schematics of Castle

Ravenloft from the older verstons of

the adventure, and how they need to be
included or improved,

“Everyonc who  has played this
adventure loves this map." he stresses,
“and we have to give them at least that
much or they'll feel cheated.”

Dnce éveryone's concerns are dis-
cussed, the group eventually breaks up
and joins the thromgs floeding out to
restaurants or lunch hour D&D pames
in the conference rooms. The latter has
a strong following—100% of the R&D
staff is always in at least one campaign
at all times.

“If it drops to g5%, somebody's
fired," laughs Design Manager Jesse
Decker. He's only half kidding—at the

top of the gaming world, it's important
tokeep up your gaming chops.

After lunch, cveryone in R&D and
Book Publishing is back and assembled
in Grand Central Station for the weekly
departmental update meeting headed by
Slavicsek, who starts off by going around
the room ard having staff sound off with
progress reports. Two books fresh from
the printer, Tome of Magic and Power of
Faeriln, are passed from hand to hand
while the floor is opened to anyone with
ideas of how to streamline a variety of
work-related processes and correspon-
dences. That finished, the publishing
folks head back to their desks, and R&D
begins discussion of the topic du jour—
the WotC Style Guide.

Is it a bonus “on” or “to?” Is: some-
thing “magic” or “magical?” DUNGEONS
g Dracons has a whole language built
around it, and the style guide contains
the rules designers and developers alike
are expected to ahide by in order to
maintain consistency. As many people in
the meeting are quick to paint out, how-
ever, the tome is hardly a simple thing to
memorize, Opirdons fly, fast and furious,
as Stavicsek holds court, letting both those
in charge of the style puide and those frus-
trated by it vent and offer altermatives.



DIVISION OF LABOR

Wizards of the Coast RPG R&D is
divided up into three distinct fac
tiens—Design, Development, and

Editing. But what’s the difference:

between them?

“Design is responsible for gen--

erating the text and for innovation.

Designers look for apportunities to.

take the game in new directions,”
Perkins  explaing, “Wackiness s
okay. Development then takes that
design and looks 3t the mechanics,
miaking sure that we have prod-
et cansistency and that it doesn't
break anything already in the game.
They analyze and ‘revise, whether
that means tweaking rules or cre-
ating a bunch of spelis of a given
type, as they did in Player’s Hand-
book I, to balance something out.
Editing then makes sure that every-
thing conforms to style and length,
and that's where the phrasing pets
edited and polished. Then it heads
to Kim Maohan, the final set of eyes.
The process is really one of our big-
gest advantages—most game com-
panies don't have the level of devel-
opment or the design think tank
that we do.”

“Most people in R&D are notorious
for saying what they think,” notes Slav-
icsek. “It's easy to get caten alive if you
don’t defend your ideas. We aren't nec-
essarily liked for it, but it's important.
We're not shy.”

Eventually, a compromise emerges.
There's a lot of joking and laughing,
but passions still run high—DE&D is
an industry built on words, and every-
one involved take their styles and word
processor settings very seriously,

Text isnt R&D's only responsibility,
however. That afternoon, Mari Kolkowsky
stops by Perkins's office to go over the lat-
est sketches for the next miniatures set.,
muaking necessary changes like rounding
out sword points {you could poke your
eve out) or closing fists (much easier to
cast than open hands), Is it practical? Is it
stable? Will it be bent out of shape in the
packaging? All these concermns need to be
addressed as early on as possible in order
to prevent expensive resculpts.

Finally, after a day of meetings, Chris
Perkins is finally ready to sit down ta
the other side of his job—proofing
galleys, contacting freelancers, and
all the other day-to-day minutiae of
publishing, Which means there's just
enough time for the guestion that

0K, YOU
HEAR OMINOUS
CHANTING FROM
BEYOND THE DOOR, A5
WELL AS DEMONIC
GROWLING FROM AT
LEAST THREE GIANT
CREATURES,

TO SAVE THE
GAME HERE, IN
CASE WE DIE.

THIS IS SUPPOSED TO
BE LIKE REAL LIFE. NO
: DO-OVERS,

OUR LIVES ARE
REALLY TAKING
PLACE IN THE MIND
OF SOME KIP IN A
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Kim Mohan, the self-prociaimed “smuall
end of the funnel” proofs everything
the department prodiices before send-
ing it off to typesetting and layoul. As
a resilt, two wieks spent on any given
book is 3 luxury, and usually it's half
that-—this week it's Secrets of Xen'drik.
Chronically erunched for time, he's
currently debating whether or not to
go home sick for the day, According to

“Mohan, “most of us here sccumulate

vacation time faster than we can burn
it—what's the point of taking the day
off when the work's still here when
you get back?”

Chtis Thomassan is RED's "editor
supreme,” and he has the Styrofoam
traphy to preve it. Today, he too is
working on Tome of Battle. “We had
a moment of darity, where we real-
ized that we could do something wild
and different,” says Thomasson, “but

Sit required extensive modification.”

Still, ke is confident that it will be
their best project of the year, When
asked sbout a typical day n the life of
RAD, he responds “we have lives?”

Ed Stark, a game designer who
also handies D&D licen sing, spends
much of his time working with video
games like  Neverwinter Mights 2,
brainstorming and approving story
content. Today, however, he's hard
at work on Complete Champion. “it
started oul as Complete Divine 11"
Stark says. "In many campaigns,
PCs eventually get-an idea of what
they're fighting for, but this gets
that fur into the mechanics from
the bl:gin.nir'lg and keeps it from
being left to happenstance.”

Bill Slavicsek, the man in charge
of the whole départment, is easy to
pick-out among the develapers in his
sober suit and the. As usual, he's busy
with misetings and the "crises of the
day that need to be solved immedi-

ately” Those crises, oddly enough,
_are what he likes-most about this job.

“Between RPGs, minis, and novels, it's
a nice spread,” he says. “Everything
could explode—or be awesome—at
any moment.”
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W An eclectic mix; DD sourcebooks, novels, business awards, and Mr. Potato Heads bedeck Wizards of the

ecefition library.

Coast’s r
b 5 (.

everyone inevitably asks: How exactly
does someone get a job at WotC?
“We're in a unique business in that
every fan feels, to some extent, like a
game designer,” Perkins explains. "1
think the game itself does that. I, like
four or five other people in R&ED, started
at Duncron and Deacox, writing for
them and building a relationship.” He
langhs. “It's almost standard now. Due
to the deadline pressures and sub-
ject matter, there's a lot of overlap in
what we do. The other way, of course,
is to build eredibility in the gaming
industry as a whole, but things have
changed—with so many small com-
panies and vanity presses, just hav-
ing published' doesn’t mean as much
anymore. We don't really look at what
you've done for other companies, but
we always want to see people who have
written for the magazines. If you want
in at Wizards of the Coast, download
those Paizo guidelines and pitch every
idea you can—they're the best prov-
ing ground around. Pitch lots, too—it
might take a bunch of articles to build

up your credibility, 1 had 30 adventures
in Dunceon before | got in at Wizards
of the Coast. But then, in this industry,
you're expected to have new ideas every
minute. [t's really a competition-—vou
don't have to be able to do it, you have
to be able to do it better”

Still, as hard as he works, Perkins
wouldn't rather be anywhere else. "We're
in a unique environment here, in that
we all have a lot of non-D&D shared
frames of reference—pop culture, et
cetera. Most of my friends out of work
are folks that 1 work with, and that siys
something about the job.

“A lot of people try to escape work

when they leave, Not us." &

THINK YOU HAVE WHAT
IT TAKES?
Download the Wizards of the Coast

Design Test from wizards.com  or
the Dunceon and Deacomn Writers'
Guidelines from paizo.com/dragon
and paizo.comdungecn.
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reater powers lurk on the elemental planes.

While some are benign, others are a malig-

nancy, plotting schemes of domination that
encompass entire planes of existence. The Elemental
Princes of Evil harbor such hopes, and they possess the
power-and will to bring them to life.

Along with their good counterparts, these beings are
collectively known as archomentals, powerful exemplary
beings of the Elemental Planes. Less powerful than true
deities, they are similar in status to the archfiends and
celestial paragons. Archomentals fancy themselves rul-
ers of their planes” natives, claiming regal titles such as
prince and lord.

Each archomental considers itself unique, balking at
the idea that it could be in the same class as any other
being, These princes are often at odds with one another
and sometimes openly at war, All elemental creatures
know the power of the evil archomentals and fear them,
but their counterparts, the Elemental Princes of Good,
oppose them directly, The greater elemental gods {(Kos-
suth, Istishia, Grumbar, and Akadi} keep careful watch on

THE ARCHOMENTALS

by Eric Jansing and Kevin Baase « illustrated by Andrew Hou

both the good and evil archomentals and only invalve
themselves when one side threatens to gains too much
influence over its respective plane.

The archomentals are among the oldest living beings
in the multiverse. Several of them fought in the anclent
wars between Law and Chaos that spanned several Mate-
rial Plane worlds in the Age Before Ages. The good archo-
mentils sided with the vaati, the legendary Wind Dukes
of Agaa, while the evil princes; for the most part, aided
the Queen of Chaos and her minions. Remnants of their
forces are still found lurking across the scattered sites of
importance to the war. Although not actively involved in
the Blood War, several powerful fiends have made alliances
with the Princes of Elemental Evil, and a few archomentals
count archdevils and demon princes as enemies.

The evil god known as the Elder Elemental Eye claims to
have sired most of the Elemental Princes of Evil, making
them strange siblings indeed. Scholars of ancient religions
speculate that this god is actually the ancient evil, Thariz-
dun {Complete Divine, 123). Lending credence to this alleged
paternity, small cults of Tharizdun have successfully made
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pacts with the evil archomentals over

‘the millennia with varying degrees of

success. Tharizdun used the demon
Zupptmoy to construct the infamous
Temple of Elemental Evil, in which
she and the demigod Tuz opened con-

4 duits to four powerful nodes on the
"% Elemental Planes. Tharizdun encour-
~ aged Imix, Ogrémoch, Olhydra, and
* Yun-C-Bin to secretly assist in crafting
. the nodes, which would allow his fol-
& :lowers to summon the princes and

& thereby weaken the bonds that hold
¢ him in his eternal prison.

Like powerful fiends, archomen-
tals can grant spells as proxies for
divine powers {see Book of Vile Dark-
ness, page 123, for details), and many
have large cults on the Material Plane
dedicated to them.

& TRAIIS =

Although not a specific subtype, all
archomentals share the following traits.

An archomental's natural weapons,
as well as any weapons it wields, are
treated as evil-aligned for the purpose
of overcoming damage reduction.

Feats listed in their entries with
an “E" are epic feats and may be
found on page 209 of the Dungeon
Master's Guide.

Change Shape (Su}: An archomen-
tal can assume the shape of any crea-
ture with the same elemental subtype
{or cold subtype, for Cryonax), as the
shapechange spell, as a standard action.
In an assumed form, an archomen-
tal cannot use its matural weapons
{although it can equip itself with
weapons and armor appropriate to its
appearance). An archomental remains
in one formuntil it chooses to assume
a new one. Achange in form cannot be
dispelled, but the archomental reverts
to its natural form when killed. A frue
seeing spell reveals its natural form.

Elemental Command (Suk An
archomental can atternpt to gain con-
trol over any elemental of the same
subtype within 100 feet. The elemen-
tal must make a successful Will save

PRINCES OF ELEMENTAL EVIL

{DC 16 + 1f2 the archomental’s HD +
archomental’s Cha modifier) or suc-
cumb to the archomental’s control. An
elemental that saves apainst this attack
is immune to that archomental's ele-
mental command ability for 24 hours,
An archomental has no limit to the
number of elementals it can control

Once under the archomental’s
command, an elemental serves the
archomental until either it or the
archomental dies, until the archo-
mental dismisses it, or until the
duration for its summoning expires.
It obeys the archomental explicitly,
even if ordered to attack a being that
originally summoned it ‘The archo-
mental does not need to concentrate
to maintain control over any elemen-
tal it commands.

Spell-Like Abilities: All archomen-
tals can use the following abilities at
will: detect ewil, detect good, greater dis-
pel magic, greater teleport, see invisibil-
ity, suggestion, telekinesis. Caster level
2oth. The save DC for these spells is
10 + the archomental's Cha modifier
+spell level

Tongues (Sul All archomentals
can speak with any creature that has
a language, as though using a tongues
spell {caster level 14th). This ability is
always active,

» CRYONAX =

Prince of Evil Cold Creatures,
Bringer of Endless Winter, The
Bleak Monarch

This hulking, simian beast stands about
15 feet tall. Shagqy white fier covers its
powerfully-built humanaid body. Tnstead
of arms, it has a pair of long, suckered,
octopuslike tentacles. The air around this
maonstrasity is incredibly frigid.

CRYONAX CR22
ME Large elemental (cold, evil, extraplanar)
Init +11; Senses darkvision 60 f.; Listen
+46, Spot +46
Aura cold (15 fl., 3d6 cold damage)
Languages Abyssal, Aguan,
Auran, Infernal, tongues

AC 42, touch 26, flat-footed 31; Dodge,
Miability
=1 size, +11 Dex, +16 natural, +6

insight)

hp 525 {42 HD), absorb cold, fast healing
5: DR 15/—

Immune cald, critical hits, lanking,
paralysis, petrification, poison, sleep
effects, sneak attacks, stunning

SR 31

Fort +22, Ref +38, Will +24

Weakness vulnerability to fire

Speed 60 ft. (12 squares)

Melee 2 tentacle slaps +44 (4d6+14(19-
20 plus freezing touch)

Space 10 ft.; Reach 10 f.

Base Atk +31; Grp +49

- Atk Options Cleave, Cambat Expertise,

Cambat Reflexes, Great Cleave,
Improved Sunder, Power Attack,
Spring Attack, Whirlwind Attack
Special Actions chill metal, cold
mastery, elemental command (DC 37),
freezing touch, summan cold creatures
Spell-Like Abilities (CL 20th, melee
touch +44, range touch +41)
At will—ehill toueh (DC 17), cone of
cald (DC 21), ray of frost, sleet starm
3jday—control weather, hold person
(DC 18), ice storm, Otiluke’s freezing
sphere (DC 23), polar ray, quick-
ened cone of cold {(DC 21}, quick-
ened sleet storm, wall of ice (triple
area and thickness)
Abilities Str 39, Dex 32, Con 27, Int 22,
Wis 23, Cha 22
$0Q Absorb cold, archomental
traits, change shape, elemental traits,
frosthrittle, icewalking
Feats Blind-Fight, Cleave, Combat
Expertise, Combat Reflexes®,
Corrupt Summoning™, Dodge, Epic
Reflexest, Epic Will", Great Cleave,
Improved Critical (tentacle slap},
Improved Sunder, Mobility, Power
Attack, Quicken Spefl-Like Ability
{cone of cold), Quicken Spell-Like
Ability (sleel storm), Spring Attack,
Whirbwind Attack
* Mew feat. See sidebar.
Skills Balance +23, Concentration
+30, Diplamacy +8, Intimidate +51,
Jump +68, Knowledge (arcana) +33,
Knowledge (religion) +33, Knowledge
(the planes) +33, Listen +46, Sense

e T

A




Motive +46, Spot +46, Survival +6 (+8
on other planes), Tumble #55

Environment Elemental Plane of Air and
Elermental Plane of Water

Organization Solitary

Treasure Triple standard

Advancement Mane

: ¥ Chill Metal (Su) Cryonax can, as a free

action, chill metal (caster level 20th,
DC 37, affecting everything within
a 30-foot radius. Once the affected
metal reaches the freezing stage, it
remains at that stage until Cryonax
takes a standard action to end the
effect or the metal leaves the area
of effect; this ability otherwise func-
tions like the spell. The save DCis
Charisma-based.

Cold Aura (Ex) Anyone within 15 feet
of Cryonax takes 3dé points of cald
damage per round from the extreme
cald of his presence.

Cold Mastery (Ex) Cyronax gains a +1
bonus on attack rells and damage
rolls if his foe is touching ice or smow.

Freezing Touch (Su) Anyone hit by
Cryanax's tentacle attack takes an
extra 2dé points of cold damage. A
suceessful hit induces numbing cald

in the target, which must succeed on

a DC 39 Fortitude save or become
paralyzed for 3d4 rounds. Creatures
immune to the cold damage also
avold the paralysis effect. The save
DC is Constitution-based.

Summon Cold Creatures (Sp) Once
per day Cryonax can automati=
cally summon 1 ice monlith (see
“Paraelemental Pargans” on page
54), 1d4 juvenile white dragons,
1d4 frost glants, or 1d6 yetis (see
Frostburn, page 161, or substitute
dire apes). This ability is the equiva-
lent of a 9th-level spell.

Absorb Cold (Su) A magical attack that
deals cold damage heals Cryonax for
1 point of damage for every 3 points
of damage the attack would other-
wise deal. I the amount of healing
would cause Cryonax to exceed his
full narmal hit points, any excess
hit paints are lest. Cryonax gets no
saving throw against cold effects.

Frostbrittle {Su) Any weapon that strikes
Cryonax has its hardness reduced by
5 for 10 rounds, thereby increasing
the effectiveness of sunder attempts
against the weapon. |n addition, roll-
ing a 1 on an attack with the targeted
weapon causes it to take damage
equivalent to the amount it would
have dealt on a successful hit,

leewalking (Ex) This ability works fike
the spider climb spell, but the surfaces
Cryonax climbs must be icy. Itis
always in effect.
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Unique among the archomentils,
Cryonax does not have an Elemen-
tal Plane to call his own and instead
dwells at the juncture of the elemen-
tal Planes of Air and Water. This
region has the same traits as the Ele-

- mental Plane of Cold, a variant plane

listed in the Manual of the Planes. The

- Chiseled Estate, a colossal fortress of
*ice, quartz, and glass, lies on a frozen

plain and serves as Cryonax's castle.
This ornate, shimmering crystalline
palace rises more than a mile above
the surface and extends downward at
least four miles. The Chiseled Estate
is rumored to draw power from the
Negative Energy Plane, although to
what end remains a mystery.

Cryonaxisthe most careful schemer
among the evil archomentals, He
appears aloof and indifferent, and his
advisors and generals know him to be
slow to anper or cxcite. Anyone who
thinks Cryonax incapable of a level of
violence comparable to Ogrémoch,
however, is a fool. The malevolent
aura surrounding Cryonax chills both
the bodies and the very souls of those
around him.

Cryonax's symbol is usually depicted
as-either a blue-white circle trapped
within a square or a silver snowtlake.

Cryonax stands 15 feet tall and
weighs 2800 pounds.

STRATEGIES AND TACTICS
Cryonax generally begins a battle by
trapping the opposition, using wall
of ice and a quickened sleet storm. He
then enters the fray, targeting melee
combatants with his chill metal abil-
ity, allowing his hide to weaken their
weapons before sundering them.
Cryonax uses sleet storm to ruin line
of sight for enemy spellcasters.

CRYONAX'S GOALS

Although physically a match for the
other archomentals, Cyronax retains
a lesser status among them, as there
is no Plane of lce. A true dreamer,
Cryonax broods upon his desires
not only to possess his own Elemen-
tal Plane, but ultimately to usurp all
of the planes. Cryonax continually

ment become evil.

seeks out places within the Elemen-
tal Planes to conguer, increasing
what might ultimately become the
Elemiental Fiane of Ice. In time, he
hopes the boundaries of ice grow to
not only replace one or more of the
existing Elemental Planes, but even-
tually to become the one true ele-
ment and the sole Elemental Plane.
The Elemental Planes of Air and
Water seem to be his likely first tar-
gets, leaving Yan-C-Bin and Olhydra
to prepare for an invasion.

Unlike the other archomentals,
Cryonax has no counterpart of good
abignment, allowing him more free-
dom to pursue his goals. Cryonax is
not without challengers, however.
Albrathanilar, a great wyrm white
dragon, seeks to gain dominion over
Cryonax’s realm. The two have not yet
met in direct conflict, limiting their
endeavors to esplonage and sabotage,
but open warfare seems inevitable.

Cryonax considers himself sepa-
rate from the other archomentals
and rarely gets involved in their
plans. Indeed, some sages suggest
he is not a true archomental, despite
his claims to be a spawn of the Elder
Elemental Eye. He broods within the
deepest chamber of his glacial palace,
plotting of new plans for conquest.

Cryonax employs a small coven of
mortal spellcasters, mainly genasi and
other planetouched, to research the
creation of new cold-based monsters
to bolster his armies. Cyropax com-
mands an army of ice mephits, ice par-
aelementals, chraals (MM [ 28}, frost
salamanders (MM [T 107); frost worms,
yeti (Frosthurn 162}, and shivhads

(Frostburn 152} Immeoths (MMII, 127)
generally ignore Cryonax’s supposed
rulership of all cold creatures and
sometimes actually aid his enemies.
Most gorrash (Frosthurn 171} do not
recognize his sovereipnity of the icy
paraclemental regions between Air
and Water, but few openly defy him.

Recently, Cryonax discovered the
prison of an xixecal (Epic Level Hand-
book} and plans to release the abomi-
nation to act as the vanguard in his
army. He has fashioned a powerful
artifact, the Tear of Winfer, from the
essence of the winter goddess that
birthed the monstrosity, planning to
use it to control the far more pow-
erful godspawn. Secretly, Cryonax
alsn seeks ways to free the archdevil
Levistus, to some unknown end,

The Cult of Cryonax consists
mostly of frost giants, malasyneps
(Frostburn 142), evil arctic druids, and
spellcasters who employ cold-based
spells. Yeti worship Cryonax asa god,
as do a little-seen artic offSshoot of
hobgoblins known as amitoks.

s IMIX =

Prinee of Evil Fire Creatures, Lond of
Hellfire, The Eternal Flame

This pillar of red flame crackles and hisses
with life as faming tendrils strefch ouf to
grasp and feel. This roughly humanoid
column stands as fall as three humans
and radiates waves of intense heat.

IMIX CR22
NE Huge elemental {evil, extraplanar, fire)
Init +17: Sanses darkvision 60 ff.; Listen
+52, Spot 452
Aura fire (10 ft., 2d10 fire damage)
Languages |gnan, Infernal, tongues
AC 41, touch 28, flat-footed 28; Dodge,
Mahility
(—2 size, +13 Dex, +13 natural, +7
insight)
hp 483 (42 HD), fast healing 5; DR 15/—
Immune critical hits, fire, flanking,
paralysis, petrification, paison, sleep
effects, sneak attacks, stunning




C L osen Intimidate +53, Jump +31, Knowledge  The flame burns for 1d4 rounds dealing
" Fort+25, Ref +36, Will 425 {arcana) +37, Knowledge {religion) an additional 4d6 points of fire damage
-~ Weakness vulnerahbility to cold +37, Knowledge (the planes) +52, each round. Unless it is still in contact
X1 Speed 60 ft. {12 squares) Listen +52, Sense Motive +52, Spot with Imix, & burning creature can take a

- ‘( Melee 2 slams +41 (4d6+12(19-20 plus +52, Survival +7 (+% on other planes), move action to put out the flames. The
! #d6 fire) Tumble +50 save DC i Constitution-based.
' ’ Space 15 ft.; Reach 15 fi. Environment Elemental Plarie of Fire Creatures hitting Imix with natural
“- ~ Base Atk +31; Grp +51 Organization Solitary weapons or unarmed attacks take 4dé
o ;m Options Cleave, Combat Expertise, Treasure Triple standard points of fire damage and also catch
~ . Combat Reflexes, Improved Whirlwind  Advancement Nane on fire unless they succeed on a DC
Attack**, Power Attack, Spring Attack,  Bum (Ex) Imix’s slam attack deals blud- 38 Reflex save.
S Whirlwind Attack geoning damage plus fire damage Fiery Aura (Ex) Anyone within 10 feet of
‘ 'Special Atk archomental traits, burn, because of his flaming bady. Anyone hit Imix takes 2d10 paints of fire
&- elemental command (DC 37), flaming by Imix's slam attack must succeed on

i brilliance, summon fire creatures: a DC 38 Reflex save or catch on fire,

o Spell-Like Abilities (CL 20th, melee

touch +41, range touch +42)
At will—fireball (DC 19), heat metal
(DC 18), pyrotechnics (DC 18),
scorching ray (3 rays)
3/day—corrupted fireball (DC 19),
fire storm (DC 24}, flame strike {DC
21}, quickened woll of
fire (triple area and
damage, DC 20)
}fday—incendiary cloud (DC 24)
Abilities Sir 35, Dex 37, Con 24,
It 24, Wis 24, Cha 23
SQ Archomental traits,
{ change shape,
elemental traits
Feats Blind-
Fight, Cleave,
Combat Expertise,
Combal Reflexes, Corrupt
Spell-Like Ability (fireball)",
Corrupt hmmmingﬂl',
' Dodge, Epic Fortitude®,
4 Epic Will", Improved

Critical {slam}, Improved

Initiative®, Improved

Whirlwind Attack™, Maobility,

Power Attack, Quicken Spell-

Like Ability (wall of fire}, Spring

Attack, Whirbwind Attack

* New feat. See sidebar.

** Feat from the Book of Vile
Darkness [mature audiences
only); if you don't have
access to this book, replace
with Quicken Spell-Like
Ability (fireball).

Skills Balance +20, Bluff +26,
Concentration +52, Diplomacy
+10, Disguise +& (+8 acting),

o
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damage per round from the intense
heat of his form.

Flaming Brilliance (5u) Three times per
day, Imix can shed light brighter than
sunlight for 2d4 rounds. Creatures
within 120 feet are dazzled, and crea-
tures with light sensitivity take twice
the usual penalty when they are within
the area. Imix's brilliance brought into
an area of magical darkness (or vice
versa) is temporarily negated, so that
the otherwise prevailing light condi-
tions exist in the overlapping ansas
of effect. Imix's brilliance counters or
dispels any dorkness spell of equal or
lower level (such as deeper darkness).
This ability is the equivalent of a 4th-
level speil.

Summon Fire Creatures {Sp) Once per day
Imix can automatically summon 1d3
elder fire elementals® or 1d4+1 efrest
or noble salamanders. This ability is
the equivalent of a 9th-level spell.

* If you are using Complete Arcane, Imix
can summan ane fire monolith instead.

Upon the vast Plain of Burnt Dreams,
tising from the liquid flames of the
Blazing Sea, a monstrous active val-
cano belches fire and ash into the
smoldering sky, Within the heart of
this volcano stands the Temple of
Ultimate Consumption, the mighty
obsidian pyramid-fortress of Imix,
Prince of Evil Fire Creatures, Basalt
and other volcanic rocks ring the
stronghold, which sits in a lake of
dancing fire constantly patrolled by
dozens of evil elder fire elementals.
From his fortress, lmix commands
legions of elementals, efreet, sala-
manders, fire grues (Complete Arcane
154}, fire mephits, and magmins, and
those who do not bow down to him
are destroyed.

Passionate, intense, and easily
infuriated, Imix is also vain, jealous,
and quickly frustrated. Imix pos-
sesses boundless energy and pas-
sion, and often puts his creativity
to good use—to the misfortune of
others. Where he walks, Imix leaves
roaring infernos of hellish fire,
which quickly dissipate into nox-
ious black smoke,

e e T

st PRINCES OF ELEMENTAL EVIL

Like fire elementals, Imix cannot
enter water or any other nonflamma-
ble liquid and so cannot cross water
unless he can step or jump over it.

Imix's symbol is a red diamond.

Imix stands 18 feet tall and weighs
only 6 pounds.

STRATEGIES AND TACTICS
A brilliant tactician, Imix uses his
spell-like abilities against flying
opponents and to shape the battle-
field to his advantage. Incredibly
haughty and somewhat overconfi-
dent, Imix gleefully tambles into the
center of the opposition, using his
Improved Whirlwind Attack against
as many opponents as possible. As
he grows angry or excited, his flames
glow white-hot.

IMiX's GOALS

When Tharizdun first envisioned the
Temple of Elemnental Evil, he planned
to involve Imix and his other “chil-
dren” from the start. When Thariz-
dur’s cult prepared the way for his
arrival, its members contacted the
elemental princes, and Imix was the
first to respond. Rather than risk his
own destruction in this dangerous
scheme, Imix sent a lesser aspect of
himself to work his will. When this
weaker incarnation was destroyed,
Imix divorced himself of the plot,
and the other archomentals quickly
followed suit,

Extremely paranoid, Imix doesn't
tolerate cold, ice, or water in his
domain and considers Olhydra his
greatest enemy, When not consumed
with his hatred and endless warfare
against the Princess of Evil Water
Creatures, he busies himsell with
his dark agenda: to push the entire
elemental Plane of Fire toward evil
and thus under his sway. Victory in
a recent war against Zaaman Rul,
the Prince of Good Fire Creatures,
has proven to Imix that he can suc-
ceed. Kossuth remains wary of Tmix's
upstart attempts to undermine his
authority as the ultimate master of
all flames, but as a preater deity he
has no real fear of destruction.

E
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Imix searches the planes for evil
creatures of great power to help him
in his battles. His greatest servant is
Asgeroth, a pit fiend who hungered
for more power than he could attain
in Baator. Extremely loyal, Asgeroth
serves as Imix's general and has been
tasked with destroying Zaaman Rul
Asgeroth also put Imix in contact with
the archdevil Moloch, who seeks Imix's
help in regaining his position in the
hierarchy of Baator. The Hag Count-
eas is aware of this plan but has not yet
made a move to put a stop toit.

Imix's ever-growing cult, perhaps
second only to Olhydra's, includes
fire giants, red dragons, and all
manner of spellcasters interested
in the power of fire. The efreet
often worship Imix as a god, even
dedicating a shrine to him in the
City of Brass known as the Mosque
of Blistering Atonement.,

’
» OCRENIOCH =

Prince of Evil Earth Creatures, Mas-
ter of Black Earth, Stone Tyrant

Like a massive statue that its sculptor
left unfinished, this rocky creature’s face
has few features aside from deep, inset
eyes and a slim mouth. It stands fwice
as tall as a human, with a pair of stony
clublilee fists, Its eyes gleam like chipped
obsidian, and its body sparkles with
flecks of mica.
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OGREMOCH CR24 Ability (wall of stone), Power Attack, waterbarne, Ogrémoch takes a —4 pen- ;_‘
: ME Large elemental {earth, evil, extraplanar) Weapon Focus (slam) alty an attack rolls and damage rolls, T
Init +3; Senses darkvision &0 ft., *Mew feat. See sidebar. Push (Ex) Ogrémoch can start a bull i
Y tremorsense 120 ft.: Listen +54, Skills Climb +24, Concentration +43, rush without p:‘{}woklng attacks of 3
Spot +54 Diplomacy +7, Intimidate 453, opportunity. The combat modi-
e Languages Terran, infernal, tongues Jump +42, Knowledge (arcana) +25, fiers provided by Earth Mastery
: .r S J-E.-H. touch 18, flat-footed 42 Knowledge (religion) +25, Knowledge also apply to Ogrémoch's opposed
F L (-1 size, +3 Dex, +27 natural, +6 (the planes) 453, Listen +54, Sense Strength checks. ¢
insight) Motive +54, Spot +54, Survival +6 (+8 Summan Earth Creatures (Sp) Once per iy
Py ; hp 877 {45 HD), absorb cold, fast healing an other planes) day Ogrémoch can automatically
! s » 4 5 DR 15/— Environment Elemental Flane of Earth summon 1d3 elder earth elementals®;
i ¥ Immune critical hits, fire, flanking, Organization Solitary 1d4+] elder morns, or 2dé thogquas. ¥
. paralysis, petrification, poison, sleep Treasure Triple coins; triple goods (qua- This ability is the equivalent of a 9th- i
" effects, sneak attacks, stunning druple gems); triple items level spell. i
Resist cold 20, electricity 20; SR 34 Advancement MNone ?
' Fort +39, Ref +18, Will +27 m‘:"—l"-’i‘ﬂﬂﬂ IiEI}I Ogrémaoch gains a ;
;.i':peed 30 ft. (6 squares) - SR +2 bonus on attack rolls and dam
Melee 2 slams +50 (6d8+19/19-20/+1d6) age rolls if bath he and his foe
Space 10 f.; Reach 10 fi. are touching the ground. If an
_i Base Atk +33; Grp +56 apponent is airborne or
r Atk Options Awesome Blow, Cleave,

Overwhelming Critical (slam, Fort DC

51 or die) , Great Cleave, Improved

Bull Rush, Improved Overrun,

Improved Sunder, Overwhelming

1 Critical {sfam), Power Attack
. Special Atk archomental traits, earth
mastery, elemental command (DC

37} push, summon earth creatires

Spell-Like Abilities (CL 20th, melee
touch +4%, range touch +33)

At will—soften earth and stone, spike
stones (DC 1), stone shope, stgne
tell, tronsmute mud to
rock (DC 20), transmule
rack to mud (DC 20)

3/day—{flesh to stone (DC
21), moee earth, quickened
wall of stone {triple area and
thickness, DC 20)

1 /day—-earthquake (DC 23)

Abilities Str 48, Dex 18, Con 40, Int
20,Wis 23, Cha 21

5Q Archomental traits, change
shape, earth glide, elemental

traits

Feats Awesome Blow, Blind-
Fight, Cleave, Corrupt
Summoning ﬂ'. Overwhelming
Critical {stam)", Epic Will",
Great Cleave, Improved Bull Rush,
Improved Critical (slam), Improved
Initiative, Improved Overrun, Improved
Sunder, Iran Will; Qverwhelming
Critical [slam), Quicken Spell-Like

T
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& Mif youare using Complete Arcane,

Ogrémoch can summon one earth
mianolith instead.

Earth Glide (Ex) Ogrémoch can glide
through stone, dirt, or almaost any
gther sort of earth except metal as eas-
ily as a fish swims through water. His
burrawing leaves behind no tunnel or
hole, nor does he create any ripple or
gther signs of his presence. While he
is burrowing, a move earth spell cast on
Ogrémoch’s Iocation flings him back 30
feet, stunning him for 1 round unless
he succeeds on a DC 15 Fortitude save.

The Lord of Evil Earth Creatures,
Ogrémoch lives atop a great mesa,
high above a rocky plain on the
Elemental Plane of Earth. This pla-
teau, upon which his immense for-
tress Stonemire rests, is inside a
vast, intensely hot cavern—a fact not
readily apparent even when viewed
from a distance. Some say Ogrémoch
buried countless foes and challeng-
ers inside his mesa over the years,
keeping some alive to tap into the
power of their spirits, Ogrémoch
spends little time at home, though,
as he usually wanders the elemental
Plane of Earth looking for creatures
to bend to his will or destroy.

Rigidity marks Ogrémoch’s per-
sonality. He is callously practical,
industrious, and prudent. His dis-
passionate nature does not mask
his evil, though, and all creatures of
earth fear him. Although few claim
to have actually encountered him,
Ogrémoch’s evil taint can be felt
wherever he walks.

Ogrémoch’s symbol is an equilat-
eral triangle with short hash marks
through each leg.

Ogrémoch stands 10 feet tall and

weighs 4,500 pounds,

STRATEGIES AND TACTICS
Ogrémoch enjoys pummeling enemies
with his huge stone fists, while using
his spell-like abilities to strategically
alter the battleground to his advantage.
If he becomes bored with combat or
the tide turns against him, he sum-
mons earth creatures to his aid.

GON 347 September 2000, . wocoue

OGREMOCH'S GOALS
Ogrémoch, the Stone Tyrant, is the
eldest and most powerful of the
archomentals. He knew, before his
siblings even came to exist, that they
might one day unite against him.

Many thousands of years ago,
the Queen of Chaos and her con-
gort, Miska the Wolf-Spider, made
war with their enemies, the Wind
Dukes. At that time, Ogrémoch and
Yan-C-Bin were hated enemies, and
Yan-C-Bin had sided with the Wind
Dukes. Oprémoch saw an opportu-
nity to gain allies against his hated
rivals and offered his support to
the queen. He contributed legions
of earth elementals for most of the
conflict's duration and was the most
involved of the evil princes. His
most visible role was his personal
appearance at the battle of Pesh, the
final battle in the war. Although the
fighting ended long ago, Ogrémoch
possesses a long memory and rel-
ishes any opportunity to continue
the violence against the remaining
allies of the Wind Dukes.

When Yan-C-Bin proved to be too
flighty to act as a proper rival, Ogré-
moch’s forces of evil earth elementals,
xnrns, earth grues {Complete Arcane 153),
earth mephits, and thogquas sought
a better opponent. When the Stone
Tyrant learned of the existence of Sun-
nis, the Princess of Good Earth Crea-
turcs, the two archomentals began a
long battle for dominance of the ele-
mental Plane of Earth.

Despite his rough exterior, Ogré-
moch tends to be more of a planner
and schemer than his appearance
and nature would suggest. He thinks
of long-term problems rather than
matters at hand, and his tendency to
plan three schemes beyond the cur-
rent one makes his actions very con-
fusing to both his enemies and allies.
Those unfamiliar with his schemes
have given him an unfair reputation
as being dull-witted and slow. Such
individials are likely to wind up
erushed flat by Ogrémoch's mighty
fists if he has determined they are
useless to his plans.
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Deep inside Stonemire sits a per-
manent portal to the infernal city of
Abriymoch, on the fourth layer of Baa-
tor, Ogrémoch has forged an alliance
with the pit fiend Gazra, who rules
the city. The two conspire together to
use the portal for some dark purpose
that neither speaks about. On both
sides, the well-guarded portal is sur-
rounded by both magical and non-
magical traps and wards. Each side’s
gatckeeper demands a steep price for
one-way passage through the portal,
unless the traveler bears the seal of
either Ogrémoch or Gazra.

Ogrémoch desires access to the
Great Dismal Delve, a portion of the
Elemental Plane of Earth riddled with
portals to other planes. He lacks the
resources to take the delve by force,
50 he resorts to an uneasy truce with
the dao, who hold a grudge against
him for some ancient slight.

Ogrémoch’s small but growing cult
consists mostly of gnomes, dwarves,
stone giants, gargoyles, trolls, and
uncounted numbers of subterranean
creatures. Ome such creature from a
world of earth and fire caught Ogré-
moch’s attention. Kaylef, an unhaly
dwarven warrior, became an experi-
ment for Ogrémoch to forge the
ultimate agent against Sunnis. Ogre-
moch filled him with great powet;
unfortunately, the dwarf was not up
to the task and Ogrémoch abandoned
him to search for another worthy
candidate. The ever-loyal Kaylef still
wanders the Elemental Plane of Earth
wreaking havoc, seeking Ogrémoch's
approval like an abandoned child.

a OLHYDRA =

Prinicess of Evil Water Creatures,
Princess of Watery Evil, Mistress of
the Black Tide

An endlessly breaking wave of water
cascades across the ground, furiously
churning and smashing everything in
its path. This huge, amorphous blob of
liguid seems to have almost-human fea-
tures buried within its depths.
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-+ OLHYDRA CRI2

NE Huge elermental {ewil, m:aplanar, weater)

Init +11; Senses darkvision 40 f.: Listen
+53, Spot +53

Aura drench [10-foot radius)

Languages Aquan, Abyssal, tongues

& AC 41, touch 23, flat-footed 34; Dodge

(=2 size; +7 Dex, +18 natural, +8

insight)

hp 567 (42 HD), fast healing 5; DR 15/—

Immune critical hits, lanking, paralysis,
petrification, poison, sleep effects,
snezk attacks, stunning

Resist cold 20; SR 30

Fort +32, Ref <25, Will +25

Weakness freezing susceptibility

Speed 30 ft. (& squares), swim 120 f.

Melee 2 slams +45 melee (4d6+15/15-20)

Space 15 fi.; Reach 15 ft

Base Atk +31; Grp +54

Atk Options Awesome Blow, Cleave,
Combat Expertize, Great Cleave,
Improved Bull Rush, Improved
Sunder, Power Attack

Special Atk archomental traits, drench,
elemental command (DC 38), ram-

I"'Iiﬁg. SUTTITIQN GqUTEIC CrE@RUNES, vor-
tex, water mastery

Nodhwick -

Spell-Like Abilities (CL 20th, melee
touch +44, range touch +36)

At will-—cantrol water (DC 23), create
water; obscuring mest

3/day—ncid fog, fog cloud (triple areal,
ice storm, quickened control waoter
(DC 23}, solid fog, transmute rock to
mud {DC 22)

1/day—horrid wilting (DC 25)

Abilities Str 41, Dex 25, Con 29, Int 24,
Wis 26, Cha 25

50 Archomental traits, change shape,
elemental traits

Feats Awesome Blow, Blind-Fight,
Cleave, Combat Expertise, Corrupt
Summaoning -, Dodge, Epic Reflexes”,
Epic WillE, Great Cleave, Improved
Bull Rush, Improved Critical (slam),
Improved [nitiative; Improved Sunder,
Power Attack, Quicken Spell-Like Ability
(control water), Weapon Focus (slam)
*MNew feat. See sidebar.

Skills BIuff +52, Concentration +39,
Diplomacy +11, Disguise +7 (+9
acting), Intimidate +54, Jump +45,
Krowledge {arcana) +36, Knowledge
(religion) +36, Knowledge {the planes)
+51, Listen 453, Sense Motive +53,

&arop Williams

Spot +53, Survival +8 (+10 on other
planes), Swim +38

Environment Elemental Plane of Water

Organization Solitary

Treasure Triple standard

Advancement None

Drench (Ex) Olhydra radiates moisture
in a 10-foot radies, which puts out
torches, campfires, ehposed lanterns,
and other apen flames of nonmagi-
cal origin if they are of Huge size or
smalier. Olhydra can dispel magical

fire she touches as if using greater
dispel magic {caster level 20th).
Ramming (Ex) As a standard actian,
Olhydra can swim at up to gua-
druple speed (480 feet) and ram 3
waterborne target (such as a ship or
anather ereature), To ram, Olhydra
must end her mevement in the tar-
get's space. This attack deals 2d8+22
paints of damage. If the target is
a creature, it can attempt either an
attack of opportunityora DC 46
Reflex save for half damage. The
save DC is Strength-based,
Upon ramming a ship, Olhydra
can make 3 Strength check to breach

SKILL. IT5 HIGH TIME
YOU STERTED PULLING
N\ YOUR WEIGHT IN

00 14 1509050

TO USE THIS N THE FIELD" WMILE
M CARRYING YOUR STUFF?

{ i

S0 WHAT COMES &FTER
MISSING THE TARGET AND POSSIBLY
KILLING & NEIGHEOR?
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its hull, which causes the ship to sink
in 1d10 minutes. The break DC var-
jes with the type of vessel ammed:
rowbaoat DC 20, keelboat DC 23, sailing
ship or longship DC 25, warship DC
27, or galley DC 30, Regardless of the
check result, every creature aboard
must attemnpt a DC 15 Reflex save.
Success means the creature takes 1d10
points of damage from being threwn
about by the impact; filure means the
creature is hurled overboard if on the
deck, ar knocked prone (F below deck,

Summon Aquatie Creatures (Sp) Once per

day Olhydra can automatically sum-
man 1dd+1 elder tojanidas, 1d3 elder
water elementals®, 1d3 hezrous, or
1d2 sea hags. This ability is the equiv-
alent of 2 9th-level spell,

* If you are using Compiete Arcane,
Olhydra can summon one water
manalith instead.

Vortex (Su) Olhydra can transform herself
inta a whirlpool just as a water elemen-
tal can (see Monster Manual page 98).
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Ofhydra's vortex is 10 fest wide at the
base, up to 50 feet wide at the top, and
up to B0 feet tall. The Reflex save DC is
46, and the damage s 4db,

Water Mastery (Ex) Clhydra gains a +2
bonus on attack rolls and damage
rolls if both she and her opponent
are touching water. If the oppo-
nent or Olhydra is touching the
ground, Clhydra takes a -4 penalty
on attack rolls and damage rolls.
Olhydra easily affects the move-
ment af ships in any squares she
threaténs as a full-round action,
averturning any craft up to 210
feet long, or halting and haolding
motionless a ship as long as 420
feet. Larger ships can be reduced
to half speed for aslong as they
remain threatened by Qlhydra.

Freezing Susceptibility (Ex) If Othydra is hit
by a cold-based attack that sxceeds her
resistance t0 cold, she takes no damage
fram the attack but is instead dowed (as
thee slosw spell) for 1d6 rounds, with no

saving throw, Ofhydra’s spell resistance
does not apply to cold attacks.

Skills Olhydra has a +8 racial bonus en
any Swim- check to perform some spe-
cial action or avoid a hazard. She can
always choose to take 10 on a Swim
check, even if distracted or endan-
gered. She can use the run action
while swimming, provided she swims
in a-straight lime.

Olhydra, the Princess of Watery
Evil, lives in the ruins of a castle
made of black coral submerged ina
great indigo canyon on the Elemen-
tal Plane of Water. An army of evil
water elementals and lesser water
wierds (see page 70) keeps faithful
watch over her prand citadel, which
they claim was once the eapital of a
great undersea empire conquered
ages ago.

Olhydra is a surprisingly creative,
wistful entity, with a rough and
turbulent demeanor and a passion
for life. Sometimes, though, she is
calm and serene, with the capacity
for thoughtful reflection. Her foul-
ness temporarily darkens water she
passes through.

Olhydra’s symbol is a blue-green

square,

Olhydra is about 20 feet in diam-
eter and weighs 5,000 pounds.

STRATEGIES AND
TACTICS
Olhydra prefers to enter a bat-
tle in vortex form, enveloping
a5 Many opponents as - pos-
sible. She uses her spell-like
abilities against those
who escape the vortex,
Of summons aguatic
creatures {0 deal with
them. Olhydra despises
fire, and always uses her
drench ability to elimi-
nate it. If an opponent
takes advantage of her sus-
ceptibility to freezing,
Othydra focuses all
her attacks on that
enemy until it is
neutralized.




Imix and nurses her enmity through
constant schemes to destroy him.
This goal is so all-consuming that it
i sometimes prevents her from tending
r ¥ i% to the needs of her own plane. She
*' ¥ cnends a great deal of time hiding
™ in her palace, consulting with her
W . onumerous water weird advisors and

;} & plotting her next attack against Imix.

. - ® Surprisingly, she gives little thought
* +  to Ben-Hadar, the good archomen-
P, 1al who shares her plane. Her sin-

#* gle-minded pursuit of Imix, and
: Ben-Hadar’s indifference toward
her, ensure that the two water archo-
mentals maintain a detached neu-
trality toward one another. Olhydra
shares the elemental Plane of Water
with the Blibdoolpoolp,
Eadro, and Persana, and oceasion-
ally comes into conflict with them,
although she lets nothing distract
her for long in her dedication to
Imix's eradication.

Olhydra, Tmix, Yan-C-Bin, and
Ogrémoch once pursued a legend-
ary artifact known as the Egg of the
Phoenix. This black onyx egg-shaped
object increases the user’s magical
prowess and expands in size and
power as the user discovers how
to open it further All of the archo-
mentals have long coveted the egg
and once made a desperate bid to
capture it, but they were thwarted
by a Kk-rin aided by champions
from the Material Plane. Olhydra
still actively hunts for the egg, both
to keep it from Imix and to use it
against him,

Olhydra counts Dagon, a demon
lord who resides on the Sgth layer of
the Abyss, a5 one of her greatest allies.
Rumors held that the two are lovers
and might have sired twin daughters,

Dreep within Olhydra’s coral fortress
larks a trio of sea hags called the Blue
Coven. Although they once unsuccess-
fully attempted to control Glhydra, she
respected their tenacity and accepted
them as loyal worshipers. The coven
long ago merged into a single entity
with three distinct bodies, granting

deities

it magical power and access to dark
secrets known only to it.

Although the Coral Throne tradi-
tionally pays lip service to Olhydra,
the chaotic nature of the marids and

the frequent turnover in leadership
miake them unreliable allics,

Olhydra ‘has the largest cult
among the archomentals, and it's no
secret she wishes to ascend to truc
divinity. The large diversity of sea
life on: the Material Plane helps to
ensure a surplus of worshipers, and
she counts sahuagin, serags, angnil-
lian (Stormwrack 136), sea hags, krak-
eris, seawolves (Stormwrack 158), eves
of the deep (Lords of Madness 138),
aquatic versions of terrestrial crea-
tures, and many other sea creatures
among her faithfial. Because of her
cult’s size, she is closer to becoming
a deity than the other evil archomen-
tals, She commands legions of evil
water elementals, water grues, water
mephits, callers from the deep, and
tojanidas; as well as a renegade sect
of hezron demons she lured away
from Demogorgon.

= YANCDI =

Prince of Evil Aerial Creatures, Mas-
ter of Evil Air, The Great Cloud

The wind whips about in a fierce frenzy as a
form begins o coalesce, like an angry doud

with the force of a tormado. Two gloning opes
form above a gaping maw of jaqged wind.

YAN-C-BIN CrR21

ME Large elemental {air, evil, extraplanar)

Init +18; Senses darkvision 60 fi.; Listen
+52, Spot +52

Languages Auran, Abyssal, tongues

AC 42, touch 31, flat-foated 28; Dodge,
Mobility
(=1 size, 414 Dex, +11 natural, +8

insight)

hp 448 (39 HD), fast healing 5; DR 15/—

Immune air effects, critical hits, electricity,
Hanking, paralysis, petrification; poison,
sheep effects, sneak attacks, stunning

SR 33

Fort +20, Ref +33, Will +25

Speed Fly 120 . {perfect) {24 squares)

Melee 7 slams +42 (2d10+11/19-20 plus
StENning siam)

Space 10 ft.; Reach 10 fi.

Base Atk +29; Grp +44

Atk Options Cleave, Combat Expertise,
Combat Reflexes, Flyby Attack, Great
Cleave, Power Attack, Spring Attack,
Whirlwind Attack

Special Atk Air mastery, elemental com-
mand (DC 36), stunning slam, sum-

mon aerial creatures, whirhwind

Spell-Like Abilities {CL 20th, melee
touch +41, range touch +4.2)

At will—control winds (DC 22}, gust of
wind (DC 19), wind wall (DC 20}
1/day—control weather

Abilities Str 33, Dex 38, Con 24, Int 22,
Wis 27, Cha 24

SQ Archomental traits, change shape,
elemental traits, natural invisibility

Feats Blind-Fight, Cleave, Combat
Expertise, Combat Reflexes, Corrupt
Summoning ", Dadge, Epic WHIE,
Flybry Attack, Great Cleave, Improved
Critical (stam), Improved Initiative™,
Maobility, Power Attack, Spring Attack,
Weapan Finesse”, Whirwind Attack
* Mew feat. See sidebar,

Skills Balance +16, Concentration +27,
DHplormacy +9, Gather Information
+47, Hide +35, Intimidate +47, jJump
+49, Knowledge {the planes) +36,
Krnowledge (religion) +36, Listen +38,
Mave Silently +35, Sense Mative 448,
Spot +38, Survival +8 (+10 on other
planes), Tumble +44
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Environment Elemental Plane of Air
Organization Solitary

Treasure Triple standard
Advancement Mone

Air Mastery (Ex) Airborne creatures take
a-2 penalty on attack and damage
rolls against Yan-C-Bin.

Stunning Slam (Ex) Aryone hit by Yan-C-
Bin's slam attack must succeed on 2 DC
40 Fortitude save or be stunned for 1ds
rounds: The save DC is Strength-based.

Summon Aerial Creatures {Sp) Once per day
Yan-C-Bin can automatically surmmaon
1d3 elder air slementals®, 1d4 doud
giants, or 14«1 elder arrpwhawks

or invisible statkers. This ability is the
equivalent of 2 9th-level spell,

*\f you are using Complete Arcang, Yan-
C-Bin can summon one air monolith
instead,

Whirlwind (Su) Yan-C-Bin can transform
himself into a whirlwind just as an air
elemental can (see Manster Manual
page 95). Yan-C-Bin's whirlwind form
can be up to 80 feet tall, the Reflex
save DC is 40, and the damage is 4d8.

Immunity to Air Effects (Ex) Yan-C-Bin
is immune to strang winds or any
air-related effects. Yan-C-Bin can sup-
press this-ability as a free action.

Matural Invisibility {Su) This ability is con-

stant, allowing Yan-C-Bin to remain
imvisible even when attacking. This
ability is inherent and nat subject to
the invisibility purge spell, Yan-C-Bin
can, as a free action, use his body to
pick up dirt and debris, making him-
self yisible, He can resurme his natural
invisibility as a free action.

Yan-C-Bin, the Master of Evil Air,
lives in a mighty palice made of
solid air on the Elemental Plane
of Air, although he spends 2 great

.‘H_ deal of time wandering the

planes. He is a rational thinker

with a thirst for intellectual

stimulation and pursuits,

¥ but in contradiction is also

quick to react and flighty. In

his travels, he seeks out the great-

est loremasters, bringing them to

his palace to learn their secrets, Yan-C-

Bin does have a strong sense of honor,

however, and generously rewards

those who willingly provide him with

knowledge. 1t is said that all creatures

of the sky on any plane are aware of
Yan-C-Bin and know to fear him.

Yan-C-Bin's sky palace is a great
central hafl surrounded by iridescent
towers, all of which resemble spiked
glass spheres. The palace turns slowly
in the wind, making a sound like wind
chimes. He guards the broken land
below his castle jealously, and his con-
stant patrols of elementals destroy all
interlopers and would-be settlers, The
graveyard below his realm might con-
tain a wealth of both knowledge and
material treasure, but the place crawls
with necromentals {Libris Mortis 112)
and phiuhls{Fiend Folio 135) who eradi-
cate all they encounter,

Yan-C-Bin has an amorphous
form, normally invisible to the naked
eye. See invisibility shows only the
faint outline of a cloud, while a frue
seeing spell reveals a shifting cloud
ringed by powerful currents of air
with darker patches of vapor form-
ing eves and a mouth. His passage
leaves a palpable feeling of unease,
and the temperature always seems a
few degrees cooler.




Yan-C-Bin's symbol is a silver-
white circle.

Yan-C-Bin is about 1o feet in
diameter and weighs 3 pounds

STRATEGIES AND TACTICS
Yan-C-Bin uses his natoral invisibil-
ity and great speed to his advantage,
making hit-and-run  attacks while

~deaving his opponents unsure of his

purrent. position. He constantly sur-
rounds himself with a wind wall, ren-
dering himself invulnerable to most
ranged attacks. Yan-C-Bin possesses
fewer offensgive spell-like abilities than

¢ his peers. so he relies more on physi-

¢cal attacks.

YAN-C-BIN's GOALS

The youngest of the evil archomen-
tals, Yan-C-Bin became the imme-
diate target for Ogrémoch's aggres-
sion, as Olhydra and Imix fought
each other from the moment they
came into being. After centuries of
pursuit, Ogrémoch finally decided
that the lord of air was not 2 worthy

by Etaron illiams
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opponent. Yan-C-Bin soon discov-
ered his greatest foe in the Princess
of Good Air Creatures, Chan, The
two drchomentals have never actu-
:1[[1.-' met, but H'n*:.' have |ung w.‘tgs:d
a war of silent terror. Common

knowledge of the elemental planes
holds that if Yan-C-Bin and Chan

ever do meet, only one will survive.
Yan-C-Bin prefers wandering in
solitude. He does not keep a huge

army, but he does keep a fair number

of loyal evil air elementals, invisible
stalkers, arrowhawks, breathdrinkers
(MM II 39), and air mephits as sup-

porters. Air grues (Complete Arcane

155) gerve as his messengers and
spies throughout the planes. His pla-

nar fravels led to alliances with other

races as well, Recently, he has been

working with the nerras {Fend Folio

1z7), whose similar interests in infor-
mation-gathering and the Material
Plane make them perfect accom-
plices in some unknown dark plan.
Yan-C-Bin sometimes tangles with
the demon Pazuzu, as both princes

lay similar claims to title of the Lord
of All Planar Skies. A fair number
of vrocks and other demons have
sworn lovalty to Yan-C-Bin, which
only enrages Pazuzu more. Yan-C-
Bin also despises the djinn, who
tried on more than one occasion to
trap him within their Citadel of Ice
and Steel. Yan-C-Bin loves to roam
as he pleases, and thus his greatest
fear is confinement.

Yan-C-Bin visits his cultists' on
the Material Plane more than the
other princes. He has a rather large
clan of ninjas dedicated to him,
as well as an order of shugenjas
and monks. Dervishes and swash-
bucklers often revere him for his
incredible speed and mobility. His
cult is also popular among cloud
giants, and those who favor aerial
mounts like griffons and rocs. Yan-
C-Bin sometimes grants his most
dedicated cultists a tempestcutter. a
magical short sword that renders
its wielder invisible and immune to
the negative effects of wind., &

SOU TWiO MISSED THE MEMORIAL
SERVICE. GARY PASSED M

| 4
OH, WELL, IT'S THE FUNNIEST THING. Y
HIS BODY REAMIMATED ITSELF.
SOMETHING ABOUT A “VENDETTA
AGANST THOSE WHO DD EVIL
UPON ME™ T THINK.

INDEED. 1 WIALK THE EARTH, FOREVER POOMED

TO UNLIFE UNTIL | AVENGE MY DEATH UPON
THE GUILTY WHO SLEW ME!

[ Here_ v0U B0vS SHOULD TAKE THIS |
FRUIT BASKET TO HIM AND SHOW
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An Exploratlon of the Inner Planes

by Chad Dickow, Duncan Hanon, and Mike McArtor « illustrated by David Bercham

ach of the Elemental Planes—
Air, Earth, Fire. and Water—
contain infinite expanses of

raw elemental energy, varieties of

unique environments, and fascinat-
ing geography. Mostly empty skies fill
the Elemental Plane of Air. Infinitely
deep layers of stone comprise the Ele-
mental Flane of Earth. Ever-burning
skies dot the endless inferno of the
Elemental Plane of Fire. Unending
oceans lacking shore or surface form
the Elemental Plane of Water.
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To delve into all the potential for
adventure on the Elemental Planes
is impossible. A single continent on
the Material Plane provides more
adventure than any single party
could ever hope for, much less an
infinity filled with alien inhabitants
and locales. The Elemental Planes
contain many features and hazards,
the most common of which are
described herein,

The chance for encountering a
planar feature or hazard of some

kind is 10% per hour a party does not
encounter a creature.

Elemental Plane of Air
Much of the Elemental Plane of Air
is empty sky, although dangerous
inhabitants, unusual features, and
challenging hazards frequently make
life difficult for visitors.

Dream Mist
Dream mist is a very rare, wispy, pale-
blue fog. Feared by many travelers,




it is sought by scavengers who feed
on those caught in it A bank of
dream mist typically stretches o0
feet in diameter, Any creature with
an Intelligence of 5 or more who
inhales the mist must immediately
succeed at a DC 20 Will save or fall
asleep (as the deep slhumber spell) for
1d6 hours, A creature who makes this
save becomes immune to the effects
of all dream mists for 24 hours.

Although a natural part of the plane,
dream mist is a magical effect and can
be detected and dispelled as such (CL
gth; moderate enchantment),

Heaven Gems

The clarity of heaven gems, tiny
translucent  crystals formed from
solid air, make them almost
completely invisible. Found blowing
among the wind currents, a heaven
gem provides anyone holding one a
+2 bonus on all saving throws made
to resist divination magic. If removed
from the Elemental Plane of Air, a
heaven gem survives for one week
before disintegrating into a puff
of air.

A heaven gem is worth 100 gp.

Razorgrit Storm

Microscopic grains of diamond mix
with other hard, gritty substances
within the hurricane-force winds
of a razorgrit storm. Creatures and
unattended objects caught in this
dangerous dust storm take idio
points of damage per round of expo-
sure. Creatures that breathe take
2dio points of damage instead. Most
razorgrit storms fill a yoo-foot-diam-
eter sphere, move 6o feet a round in
a straight line, and last for 1d3 hours,
Rare razorgrit storms can grow as
large as 1,000 feet in diameter.

Ripplewood

A dark-green woody vine up to go0
feet long, ripplewood has no leaves or
root system and draws all its nutrients
from the air. These plants always grow
together in twisting nests of at least
four vines, interlocking into a sturdy
weblike formation that spreads in all

directions. Clusters of ripplewood can
simulate near weightlessness, with
each plant choosing the center of the
cluster as “down.” Ripplewood plants
are sensitive to the weather and sub-

tly shift their weight to slowly float on

chosen wind currents toward calm
areas. Several kinds of creatures make
their homes among the interlocking
limbs of a ripplewood cluster: arrow-
hawks, giant eagles, griffins, spirits of
the air, and many others.
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Sizeable tangles of this plant
produce large nodes every 100 feet,
and when these new nodes break off
in clumps of four or more they create
a new cluster capable of drifting
through the plane. A ripplewood vine
has hardness 5 and 20 hit points per
100-foot section; a ripplewood node
has hardness § and 25 hit poinis. A
ripplewood cluster can support up
to 500 pounds per 5-foot square, with
excess weight falling through. Denser
patches of ripplewood that can hold

more weight do exist.

Shimmer Air

Bizarre floating clouds composed
of brilliant flashes of multicolored
lights, shimmer air illuminates the
plane without producing heat. Shim-
mer air clouds form near pockets of
positive energy. They can grow as large
as several miles in diameter and give
off light twice as far. Creatures within
300 feet of 2 shimmer air cloud must
make a DC 15 Reflex save each round
or be dazeled for 1 round. Within 150
feel, the DC increases o 30, A creature
entering a shimmer cloud does not
receive a saving throw and becomes
dazzled automatically. Blind creatures
are immune to the effects of shimmer
air clouds.
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Sky Lotus

These small, stemless white flowers
live and breed while floating through
the plane on the wind currents.
Growing only on the Elemental Plane
of Air, they are known for their high
nutritional value (one flower equals
one day’s ration) and the valuable drop
of oil found within. They also contain
an almest undetectable amount of
arsenic, however, that only becomes
toxic when enough sky
are consumed.

When the oil from ten sky lotuses
is collected, it forms a natural potion
of levitation (CL 1st) that is also a dose
of arsenic (ingested DC 13 initial
damage 1 Con; secondary damage 1d8
Con), A single intact sky lotus flower
is worth 30 gp.

lotuses

Vacuum Vortex

A vacuum vortex 1s a stationary portal
between the Elemental Plane of Air
and the Negative Energy Plane that
stretches out as far as 1 mile. Only the
various objects and creatures drawn
into the vortex are visible to observ-
ers outside it; the vortex itself is com-
pletely invisible. The center of the vor-
tex has winds of more than 1,000 miles
per hour, while at the frthest point of
influence the winds are only about 5o

miles per hour. The following chart
shows the vacuum vortex’s effects on
a creature based on its distance from
the center of the vortex, including
the wind force equivalent and special
effects caused by the vortex in addi-
tion to normal wind effects (see page
95 of Dungeon Master’s Guide).

Although a natural part of the
plane, a vacuum vortex is a magi-
cal effect and can be detected and
dispelled as such (CL z2oth; over-
whelming transmutation). A char-
acter attempting to dispel a vacuum
vortex must target its center, putting
him at the mercy of ils effects.

Vapor Field

A vapor field is a huge expanse of dark
storm clouds shrouded in a dense fog.
These semisolid clouds have a surface
similar to rolling hills and are capable
of supporting up to 500 pounds per
s-foot square (weight in excess of the
vapor feld's capacity falls through
the clouds as if’ they were normal
clouds) Every g feet of additional
depth allows the vapor field to hold
up an extra 500 feet. Vapor ficlds
vary in size from less than an acre to
continental. Severe winds erode vapor
fields as water erodes land (although
at an accelerated pace), making their



Vacuum Vortex Effects

Tu

1500 f,
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exact shapes and dimensions difficult
to map. Some intrepid nonnative
inhabitants of the Elemental Plane of
Air import or find solid materials and
atop the largest vapor fields.

Whispering Wind

Whispering wind carries sounds all
across the Elemental Plane of Air
Sounds can travel hundreds, if not
thousands, of miles through the

plane on a whispering wind over the

course of years, decades, or centuries.
A whispering wind can affect an area
of any size, granting all creatures
within its area a DC 15 Listen check
to hear it. The sound carried by a
whispering wind typically lasts 1dio
rounds before it ends. The following
chart shows the most frequent sounds
carried by a whispering wind.
d8 Sound
1 People laughing and singing.
2 Speech from a strange,
unknown language.
3 Whispers; low murmurs.
4 Rain or severe storm.
5 Sounds of distant combat.
6 Wings flapping and sounds
of birds.
7 Bells or musical instrument.
8 Screams, cries far help or of
discontent and mourning.

Elemental Plane of Earth

Unending earth and stone comprises
the Elemental Plane of Earth, with

tunnels and small pockets of open
air forming only a tiny percentage of

its overall space.

100 mph

Creatures pulled toward center at 360 ft fround (DC 30 Strength

d'lnd:turnmstwiﬂu fiy speed); Hﬂgnmd!m:llm'u'eatum are

Adamant Algae

This rare algae grows where small
pools of water collect around thick
veins of adamantine. Adamant algae
forms a black slime that floats on
the surface of the water and secretes
a thick, shiny, dark red liquid with a
This dark red liquid grants creatures
who drink it double their normal
healing rate for 24 hours (allowing a
creaturetorecover 2 hitpoints perlevel
after & hours of rest). A ereature must
drink at least one ounce for each 100
pounds of its body weight. A typical
pool of water contains 32 ounces of
the adamant algae discharge. Natives
of the plane call this liquid Blood
of the Earth and many battles occur
over control of the stuff. An ounce of

m:mcum:lnmmhndmddm =

Creatures pulled toward center at 120 ffround (DC 15
~ Strength check to resist with fi

speed).

adamant algae secreétion is worth 10
gp. i removed from its pool the algae
dies in 1 hour and any of its secretions
became diluted and worthless within
3o minutes, although storing it in an
adamantine vial (cost 200 gp) keeps it
fresh for up to one month.

Choke Mold

This slightly luminous bright yellow
mold devours air, creating small
vacuums responsible for the myriad
drafls and unexpected air currents
that flow throughout the plane. Choke
mold typically appears in groups of
2dg4 patches, and it can grow on walls
and ceilings as easily as on floors. If
trapped in an air-tight area through
the movement of stone, choke
mold can cause further cave-ins by




creating vacuums through its natural
process of air consumption. Most
air-breathing creatures destroy choke
mold on sight, and some actively
search itout. Patches of stoneshrooms
growing near choke mold can nullify
the mold’s dangerous effects. The two
are frequently found together,

A creature within g feet of a patch
of choke mold cannot breathe and
immediately begins to suffocate (see
page 304 of the Dungeon Master’s
Guide), unless the creature is also in
the same square as a stoneshroom.

Darkshine

Darkshine is a glossy black,
crystallizing fungus that grows
into jagged, razor-sharp shards up
to & feet long. Originally forming
near portals to the Negative Energy
Plane, pockets of the fungus have
since quickly spread throughout
dark crevasses and narrow fissures
along the plentiful stone surfaces of
the plane.

Each time a creature moves into an
area covered by darkshine (or spends
a round fighting while standing in
such an area), it might step into a
blade. The darkshine patch makes
an attack roll (base attack bonus +o)
apainst the creature, For this attack,
the creature’s shield, armor, and
deflection bonuses do not count. If
the darkshine succeeds on the attack,
the creature has stepped into one.
The darkshine deals idio points
of slashing damage. A charging or
running creature must immediately
stop if it moves inte a patch of
darkshine. Any creature moving at
half speed or slower can pick its way
through a patch of darkshine with
nio trouble.

A patch of darkshine has hardness
5 and 20 hit points, takes half damage
from piercing and slashing weapons,
A creature damaged by darkshine
cannot be affected by any magical
healing for 1 minute. Darkshine takes
1 point of damage per hour {ignoring
hardness) of continnous exposure to
any source of light more powerfil

than a candle,
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Ghost Tunnels

Ghost tunnels are natural caverns
and passages that randomly appear
and disappear. None know how they
form, although witnesses describe
their creation as months worth of
mining work performed silently and
invisibly over the course of seconds.
Sages continue to search for ways of
predicting their locations or durations.
Bards tell tales of miles of ghost tunnels
forming in a few hours and lasting for
decades, only to suddenly disappear
in a matter of minutes—crushing
those unfortunate creatures within
them. Other stories tell of potentially
massive ghost tunnels disappearing
seconds after they form. Regardless of
the length and complexity of the ghost
tunnels, they appear without sound

or any obvious means of creation
Supposedly, ghost tunnels never affect
the same area twice.

Altheugh a natural part of the plane,
a ghost tunnel is a magical effect and
can be detected and dispelled as
such. The length of a ghost tunnel's
main thoroughfare determines its
effective caster level and the power
of its magical aura, as shown on the
following chart.

Wizards who investigate phost
tunnels use detect magic to locate
and mark those newly formed. As of
yel there is no way to determine the
duration of a ghost tunnel, and those
who know of them do not lightly
enter them.

A creature caught in a ghost tunnel
when it disappears must immediately



make a DC 20 Reflex save. Failure
indicates the creature is suddenly
stuck within the instantly reappearing
stone and takes 2cd6 points of
it is pulverized. Success shunts the
creature to the next closest open area
lirge enough to accommodate its
body, dealing 1d6 points of damage
per 10 feet shunted (maximum 2od6).

A mined tunnel dug to connect with
a ghost tunnel remains after the ghost
tunnel disappears, leading to countless
pockets of unconmected tunnels within
the plane—some of which contain the
remains of unfortunate suffocated or
shunted miners surrounded by an
infinity of stone.

Gripsilt

Made of a fine dust with an extremely
unusual adhesive property, gripsilt
grains have dozens of burrs, allowing
themtostick tonearlyanything. Found
in pools in rocky indentations, gripslit
blends in with its surroundings, as it
sticks to dust or dirt in the area. Grip-
silt pools act as quicksand (see page 88
of the Dungeon Master’s Guide), except
as follows.

A character approaching a patch of
gripsilt at a normal pace is entitled
to a DC 2o Survival check to spot the
danger before stepping in.

Acharacter in gripsilt needs to make
a DC 20 Swim check every round to
simply tread in place, ora DC 30 check
to move 5 feet in the desired direction.
Characters below the surface of the
gripsilt may swim back to the surface
with a successful Swim check (DC 25
+ 1 per consecutive round of being
under the surfacel

Pulling out a character trapped in
gripsilt is difficult at best. A rescuer
must make a DC 25 Strength check to

Aura Power
Sirdg b utson

:ratetnsrn utation

successfullypulloutavictim. Thevictim
must make a DC 15 Strength check to
hold on to the rope, branch, or other
itern used to reach him. Ifhe fails this
Strength check he must immediately
make a DC 25 Swim check to stay above
the surface.

Iron Coal

Far from any natural fissures or
crevasses exists a rare type of coal
that burns without smoke, emits
light like wood, and uses only a
negligible amount of oxygen. Iron
coal burng five times longer than
an equal amount of wood but gives
off just as much heat and light.
It fetches prices as high as 20 gp
per pound. A torch made with an
iron coal tip burns for 5 hours and
costs 5 sp.

Mineralmites

These microscopic pests weaken
stone in a way undetectable on the
surface. The mites pass through rock
and stone, leaving it the consistency
of chalk, barely able to support its own
weight, Dwarves call this softened
state rock rot. A character crossing a
floor with rock rot must succeed at a
DC 20 Reflex save or fall through. A
pit formed in this way extends 1dioxg
feet deep and widens out to 1dgps
feet in diameter. Most of the stone
becomes a fine dust that actually
creates a slight cushion that prevents

some of the falling damage {treat the
fall as 10 feet shorter for the purpose

of determining falling damage).

Pure Ore

Ores on the Material Plane have
purer counterparts on the Elemental
Plane of Earth. [tems made of metal
forged with at least an ounce of

pure ore are of masterwork quality
{included in the cost of the ore) and
have twice as many hit points and
double the hardness of items made

only from normal ore.
Type of Pure Item Cost
Ore tem Modifier
Light armor +800 gp
Medium armor  +3,000 gp
Heavy armaor +7,000 gp
Other items +400 gp/lb.
Silent Stones
Light tan pebbles resembling pumice,

silent stones naturally absorb all
spund within 5 feet, rendering the
area completely silent (as the silence
spelll. A silent stone only works
when exposed directly to the air and
does not function if placed within
a container of any kind., Jewelers
sometimes craft these plain-looking
pebbles into brooches or amulets,
which are often prized by those who
rely on stealth or oppose spellcasters.

A silent stone has hardness 1,1 hit
point, and is worth 1,000 gp. A silent
stone removed from the Elemental
Plane of Earth crumbles to worthless
dust one month later.

Although a natural part of the
plane, a silent stone is a magical effect
and can be detected and dispelled as
such (CL 3rd; faint illusion).

Stoneshrooms

This unique chalky fimgus can form
on any stone surfice. It has a small
stern and 2 hard cap and resembles a
typical toadstool. In the ecology of the
Elemental Planeof Earth stoneshrooms
are a source of two vital commodities:
food and breathable air. Stoneshrooms
survive off minerals in the rock, then
spread by releasing spores in a puff
of breathable air. This creation of air
contributes to the air currents flowing
throughout the plane.

Eating a stoneshroom provides
the equivalent of a meal's worth of
food. More importantly, for 24 hours
after eating a stoneshroom a creature
can hold its breath for twice as long
as normal. A stoneshroom remains
fresh and useful for only one day after
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being picked; afler that time it rots
away. Fresh stoneshrooms are worth
20 gp each.

Elemental Plane of Fire

An infinity of flame, lava, and molten
metal, the Elemental Plane of Fire is
frequently called the least hospitable
of the Elemental Planes. And yet,
despite its many dangers, mortals
are constanily drawn to it, seeking
out reported treasures or hoping in
some small way to harness the plane’s
undeniably destructive power.

Ash Willow
This willow tree has dark red bark and
at full height can reach 120 feet tall.
Ash willows thrive on heat and often
grow in pools of lava, growing several
feet 2 year and quickly dominating an
area. Ash willows continually smolder
and rain ash all around them, eventu-
ally creating a unique ashen landscape.
One tree can create 1 pound of ash
each day for every 10 feet of its height.
Fasl-growing roots extend runners
that spawn 1d3 new trees each month.
The trees spread within lava pools and
along rivers of lava, often changing
highly volatile areas into calm, slow-
buming forests covered with ash.
Treat areas in which ash willows
grow as arcas filled with snow for
purpases of visibility,

Cerulean Magma
This bright blue lava is generally
accepted as the hottest substance on

the Elemental Plane of Fire. If that
didn’t make it dangerous enough, its
slightly acidic nature produces highly
corrosive lime-green clouds of smoke.
A pool of cerulean magma tends to be
roughly 2o feet in diameter. Within
100 fieet of 2 pool of cerulean magma,
fire resistance (magical or natural) is
halved (fire immunity is unaffected)
and fire damage (including that from
the plane itself) is doubled.

The green smoke created by a pool
of cerulean magma covers a go-foot-
diameter area (centered on the pool).
The green smoke deals 2d8 points of
acid damage each round to anything
within it (DC 18 Fortitude save halves
the damage).

Ebony Mote

An ebony mote is 2 storm that con-
tains a frightening combination of
darkness and cold. Ebony motes
appear as lines of dark shadows cast

" from the distance. Despite their

= name, ebony motes are not small, and
& anarray of ebony motes can devastate

£ an area as they sweep through, leaving
. behind only thick trails of steam.

An array of ebony moles covers

{ an area roughly 4oo feet in diameter

~  and lasts 5d6 rounds. Ebony motes
' usually move in a straight line at a
" speed of go feet, although occasion-
. ally(20% of the time) they move spo-
* radically. An ebony mote array cloaks
| the area within it in darkness, as the

deeper darkness spell, and deals 2dio
points of cold damage per round to

w, DUN HIKE M ELEMENTAL HAZARDS

creatures and objects (DC 15 Forti-
tude save halves the damage).

Ember Root
Ember root grows under a strange
native plant that looks like a shriveled,
burnt coconut. The plant itself is
poisonous and useless, but its roots
hold a juice as close to natural water
as can be found on the Elemental
Plane of Fire. The liquid inside
an ember rool is immune to heat
(staying at 3 warm but drinkable 70
degrees no matter its surroundings).
The ember root plant (and thus the
roots themselves) grows on any solid
stone {never lava), but only in areas
of extreme heat (in excess of 300
degrees). A single ounce of ember root
Jjuice provides nourishment equal to
a day's worth of water, and a typical
ember root holds 1dg ounces of juice.
On the Elemental Plane of Fire,
fresh ember root is worth 200 gp per
root while the juice is worth 40 gp per
ounce. Finding an ember root plant
requires a DC 30 Survival check.

Fyrite

Veins of fyrite ore form near pools
of cerulean magma, which is also the
only substance a blacksmith can use to
work it. This glittering red ore always
feels cool to the touch.

Normal fire and forges cannot
sofien fyrite enough to shape it
but the intense heat of cerulean
lava breaks it down enough that a
blacksmith can use it. Fyrite armors



{and weapons) are immune to all fire
and heat, but take double damage
from cold sources, Fyrite armor
does not grant its wearer any kind
of protection from fire or heat; only
the armor itself is immune. Fyrite
items are automatically masterwork
(the cost of which is included in the
following prices) and otherwise have
the normal properties of the same
itemns made from steel.

Type of Item Cost

Fyrite ltem Modifier

Light armor +200 gp

Medium armor +400 gp

Heawy armaor +200 gp

Other items +50 gp/lb.
Hardfire

These small red and orange mottled
quartzlike rocks are usually found in
chunks weighing roughly a pound
and form on the banks of cerulean
magma pools. Holding a hardfire

stone unprotected deals 1d6 points of

fire damage every round.
When removed from the Elemental
Plane of Fire, hardfire falls apart at

a rate of 1 ounce per week until it
completely crumbles into worthless
dust. A hardfire stone has hardness
2 and 2 hit points per ounce. If ever
reduced to o hit points, the hardfire
stone explodes in a fireball that deals
1d6 points of fire damage per ounce in
a radius equal to 10 feet per ounce. A
DC 14 Reflex save halves the damage.

Generally ignored by natives of the
plane, efreet merchants sometimes
export hardfire to buyers on other
planes, where it sells for 150 gp
FH.'T' ounce.

Inferno Star

With a radius of a mile or more, an
inferno star dominates the landscape
of the plane for hundreds of miles.
These slow-moving, tremendous
yellow balls of flame emit an wora
of calm over a vast area. Within this
supernaturally still area, no wind
blows, sounds seem clearer (no actual
game effect) and the infermo star
slowly saps the strength of those
who come too close. An inferno star's
draining power penetrates both fire

resistince  and immunity to fire
Creatures subjected to the inferno slar
are affected as if exposed to varying
degrees of hot temperatures, even if’
immune or resistant to fire (see page
303 of the Dungeon Master's Guide for
more information about heat damage).
Inferno stars have a fly speed of 20 and
perfect maneuverability. They tend to
move in straight lines in one direction
until contacting something solid that
is at least a quarter of their mass or
larger, at which point they bounce in
a new direction.
The following
an inferno

chart shows
effects on its
surroundings based on the distance
from its surface.

star’s

Lambent Flames

Soffly glowing, semi-translucent,
flickering fields of purple fire ranging
in size from a few square feet to
dozens of miles form the cases known
as lambent flame fields. The plane’s
endless heat does not permeate these
areas, protecting everything within
from all but magical fire damage,

BN
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Nonnatives who come upon lambent
fields consider them divinely provided
respites from the torrential fires of
the plane. The area within a lambent
field is still hot—usually around 120
degrees—but not instantly fatal to
most nonnatives.

Unfortunately, lambent flame
fields are not stable. They change
size almost constantly, expanding,
shrinking andmovingunpredictably.
Occasionally, they simply wink out
completely, disappearing as quickly
as they originally appeared.

Althoughanatural partofthe plane,
a lambent flame is 3 magical effect
and can be detected and dispelled
as such. The size of a lambent flame
determines its effective caster level
and the power of its magical aura, as
shown on the following chart.

Wizards who investigate lambent
flame use detect magic to locate and
mark newly formed fields. A field
that lasts for more than a few days
becomes a popular destination for
nonnative visitors and sometimes

an equally popular hunting ground

Inferno Star Effects

Distance from _Heat uinhnt

1-10 miles

: hr.:t

for natives. As there is yet no way to
determine the duration of a lambent
flame, those who know of them do not

rely too heavily on their sanctuary.

Elemental Plane of Water
An endless ocean of infinite depth,
the Elemental Plane of Water is
more hospitable than its earth or
fire counterparts, but only to those
fortunate enough to be able to
breathe water. Nonnatives frequently
travel to the plane, using water-
breathing magic in order to survive
and thrive in the lightless depths
and upon the small chunks of solid
ground bobbing within.

Amber Barnacles

This small, thin-shelled, golden
barnacle grows on almost anything,
including ice and coral. An indi-
vidual barnacle can measure up to a
foot in diameter, but amber barna-
cles appear in beds of 2d10 creatures.
Amber barnacles are sensitive to
physical contact, and even the slight-
est touch sets off a barnacle’s defense

R oo L S

DC 15 Fort save
TR aChS desttovet

DC 15 Fort save each
round or be permanently
_ hlied

3190 f.radius 4th
'_ 311u!
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Caster Level

Aura Power

Faint evocation

Strong evocation
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mechanism: a powerful jolt of elec-
tricity. This jolt deals 1d8 points of
electricity damage to all within a 5-
foot radius.

Brine Coral
Brine coral is rust-colored coral with
high amounts of sulfur and salt.
Found floating in small pieces of less
than 1 foot in diameter, brine coral
constantly releases a highly acidic
solution into the water. This solution
spreads, making the water around a
brine coral caustic and nonpotable.
The following chart shows
the brine coral's effecls on its
surroundings based on the distance
from it. The listed damage is dealt
each round a creature is within
the range. A creature that succeeds
at a DC 2o PFortitude save takes

half damage.
Distance from Damage
Brine Coral {Acid)
=5 fi. sd6
5-10 ft. dd6
11-20 R. id6
21-30 f. 2d6
31-40 . 1da
41-50 . —

Chromatic Shells

These tiny transthucent shells have
toothlike serrated edges and float
along with the myriad currents of the
plane. The shells frequently change
colors, sometimes seemingly at ran-
dom and sometimes in response
to a local disturbance. Chromatic
shells change with the emotions of
creatures nearest them. These shells
never have living creatures within
them. Sages speculate that the mol-
Iusks producing these strange shells
live on the Astral Plane until death,
at which time their shells materialize
within the Elemental Plane of Water,
Beautiful and popular, a single
chromatic shell can fetch 250 gp.

Entangle Weed

An almost invisible seaweed that
bobs through the water, entangle
weed traps victims like a giant net,
A creature passing within 1o feet




of entangle weed can make a DC
22 Spot check to see the seaweed.
If the creature fails this check and

moves into a square occupied by the
entangle weed it must then make a
DC 20 Reflex save to avoid becoming
entrapped in the strands. If caught,
a creature may attempt a Strength
check each round to escape (DC
15 + 1 per failed Strength check)
For every failed Stremgth check a
creature makes, it takes 1d6 points
of nonlethal damage. After it takes
jo points of nonlethal damage in
this way, the creature automatically
becomes fatigued. After it takes
6o points of nonlethal damage in
this way, the creature automatically
becomes exhausted.

A patch of entangle weed usually
stretches about 6oo feet in diameter
and grows an additional 1dgsic feet
per day. Many communities fight
endlessly to prevent entangle weed
patches from spreading into their
areas. A patch of entangle weed has

hardness o and 10 hit points per 5-

. foot square.

Fluidstone

Taking on the appearance of a dark
blue glass when heated, in its natural
state fluidstone consists of a black,
oily tar that feels slimy to the touch,
Heating it to boiling hardens fluid-
stone, and right before it completely
solidifies it can be shaped like clay, In
light, solid fluidstone appears to con-
tain liquid inside.

A sculptor can work fluidstone with
ease, gaining a +2 bonus on any Craft
{sculpting) check made to form nearly
hardened fluidstone. Some agquatic
humanoids make fluidstone into
armor. Treat this as steel armor that
grants a +2 bonus on Swim checks,
thanks to its natural buoyancy. Solid
fluidstome taken from water immedi-
ately evaporateés and is destroyed.

Fluidstone appears in 1—5 pound
globs. To determine the price of a flu-
idstone item, use the original weight
but add & gp per pound to the price
of a masterwork version of that item.
Solid fluidstone looks like glass but
has hardness 10 and 5 hit points per
inch of thickness.

Liquid Air
This rare liquid appears as massive
spherical pockets of sparkling water,
almaost like air bubbles. It is a liquid,
though, with the same specific grav-
ity as water. An air-breathing crea-
ture within an area of liquid air can
breathe normally. Creatures that
breathe water cannot breathe inside
a pocket of liguid air. If removed
from water, liquid air immediately
evaporates. Nonnative creatures fre-
quently set up trading posts in areas
of liquid air, and groups of nonwa-
ter-breathing creatures sometimes
battle over particularly large areas
of liquid air.

Unfortunately, bubbles of liquid
air are not stable. Occasionally, they
simply dissipate, disappearing as
quickly as they appeared.

Although a natural part of the
plane, a liquid air bubble is a magi-
cal effect and can be detected and
dispelled as such. The size of an area
of liquid air determines its effec-
tive caster level and the power of its
magical aura, as shown on chart on
the following page.

Wizards who investigate lig-
uid air use detect magic to locate
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Liquid Air Size Caster Level
Less than 10 fi.-radius  1Ist

11-50 ft.-radius 2nd
51-100 &.-radius dth

101-500 ft.-radius Tth
501-1,000 ft.-radius Lith
1,001-2,000 ft.-radius 16th

2,001+ ft. radius 220d

and mark newly formed pockets. A
pocket that lasts for more than a few
days becomes a popular destination
for nonnative visitors and some-
times an equally popular hunting
ground for matives. As of yet there
is no way to determine the duration
of a liquid air pocket, and those who
know of them keep potions of water
breathing at the ready.
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Aura Power

Faint conjuration
Faint conjuration
Faint conjuration
Maderate conjuration
Moderate conjuration.
Strong conjuration

Overwhelming conjuration

Platinum Pearls

The rarest of pearls, found only on the
Elemental Plane of Water, have a silver-
white color and measure 2-3 inches
across. Platinum pearls are immune
to electricity and can absorb up to
10 points of electricity damage per
inch of diameter, A creature holding
a platinum pearl who is struck by
electricity damage has the first points

of electricity damage absorbed by
the platinum pearl. A platinum pearl
crumbles to useless dust after being
used once in this way.

A platinum pearl is worth 100 gp
per inch. They have hardness 1 and
1 hit point per inch of diameter and
degrade al the rate of 1 inch per week
if removed from the Elemental Plane
of Water.

This mass of barely perceptible
crystalline-coated gray slime floats
through the water in spheres roughly
so0 feel in diameter. It can detect
heat sources (such as the warm bod-
ies of exothermic creatures) within
1 mile and s automatically drawn
toward such sources at a Swim speed
of 20 feet. Shiver sludge is immune
to both fire and cold.

A creature passing within 10 feet
of shiver sludge can make a DC 16
Spot check to see the slime sphere.

A creature engulfed in shiver
sludge takes 1dz points of Strength
damage and its swim speed is
reduced by 5 feet {to 2 minimum of
o feet) for every round it remains
within the shiver sludge. Succeeding
at a DC 16 Fortitude save reduces the
Strength damage taken by 1 point
and eliminates the loss of swim
speed. When reduced to o Strength
and a swim speed of o, a creature
becomes frozen in ice.

Thin Water

Thin water appears in large amoe-
bic-shaped bubbles roughly sco feet
in diameter. A bubble of thin water
is composed of crystal-clear water,
Creatures moving through an area
of thin water can move at double the
normal speed. A creature with a swim
speed can move twice its mormal
swim speed, while a creature without
a swim speed can move at halfits base
land speed (which is double what it
can move in areas of normal water).
An area of thin water forms over time,
usually near a vortex connecled to the
Positive Energy Plane, and slowly dis-
sipates after a few years, =




Ice, Magm, Oo;ze, and Smoke

by Eric Jansing « illustrated by Andrew Hou

here fire meets earth, fountains of magma
are borr. Air and fire combine to fill the
skies with poisonous smoke. Mountains of

ice loom on the borders between air and water. Vast pools
of oozeé suck down those caight between earth and water,
These are the homes of the paraclementals.

A single creature drawn from the merging of two
primal elemental forces, paraelementals dwell on the
boundaries of the Inner Planes, where features of
both neighboring planes hold sway. Because they are

ICE Moncu.lm

composed of two primal forces of nature, paraele-
mentals are unpredictable and dangerous.

The Manual of the Planes first presented the four
types of paraelémental creatures: ice. magma, ooze,
and smoke. The 3.5 Conversion Guide gives some basic
information to update these paraelementals: This guide
can be found at wizards.com/dnd under downloads.

This article presents more paraelmentals to use in
your game, including the mighty monoliths of cach
kind and a paraelement creature template that can
populate the borders between the elemental planes.

Paraclemental Monoliths

Complete Arcare fntroduced & more powerful form of ele-
mental—the monolith, These beings are great rulers and
princes among their kind and are far more mighty than
even elder elementals. Only the primal elementals (see
Epic Level Handbook) and archomrentals (see page 28) are
maore powerful.

Like their lesser kin, paraclemental monoliths arc'a

synthesis of two elemental forces within a single ele-
mental creature, They are so powerful that only the
“mightiest of summoning spells can draw them to the
Material Plane and compel their service, and even then
the caster dare not fake his attention from the monolith's
gomtrol for even & moment,

ke Monokith

This fowering treature seems to be a !m:rsilucent statue qf fee,
eovered head to toe in sharpened icicles. The glint of reflected
Hight gives the appmrunrr of capricious, winking eyes, :

Usuathy W Garg:mm:n ciemtntal (air, cold, mmplinﬁr}




Init +5; Senl.ﬂ.&érl:ﬂsiun 60t Listen
+43, Spot +43
i Langu:gu Hguan, Auran

AC 35, touch 15, flat-footed 26; Dodge,
Mability, Spring Attack
=4 size, +9 Dex, +20 natural)

hp 378 {35 HD) DR 15/—

Immune cold, eritical hits, flanking,
paralysts, petrification, poison, sleep
£ffects, sneak attachs, stunning

Fort +18, Ref +2%, Will +16

Weakness vulnerability to-fire

Speed 60 R (17 squares)

Melee 2 icicles +35 (Ad6+11/19-20 plus
ad6 cold)

Space 20 ft.; Reach 20 R

Base Atk +27; Grp +50

Atk Options Cleave, Combat Reflexss, Great
Cleave, Power Attack, Spring Attack

Special Action chill metal

ety red. Tivo glowing embers

Abilities Str 37, Dex 29, Con 22, Int 12,
Wiz 15, Cha 17

5Q elemental traits, ice walking

Feats Ability Focus {chill metal},
Alertness, Blind-Fight, Cleave,
Combat Reflexes’, Dodge, Great
Cleave, Improved Critical {icicle),
Improved Matural Attack (icicle), lron
Will, Mobility, Power Attack, Spring
Attack, Weapon Finesse, Weapan
Focus (icicle)

Skills Balance +11, Diplamacy +5,
Intiridate «16, jump +25, Listen +43,
Sense Motive +15, Spot +43, Tumnble +22

Advancement 37-54 HD (Gargantuan)

Chill Metal {Su) As a standard action,
an tee monolith can tower the air
temperature around it drastically.
All ereatures and chjects within
a 60-foot radius are affected by
chill metal (as the spell, Will DC 31
negates). Az with the spell; it takes
3 rounds for affected metal to reach
the freering stagc.'ﬂn:: it does,
it remains at that stage uritil the
ice paraglemental fakes a standard
action to end the éffect or the metal
leaves the area. The metal relorns
to its starting femperature 2 rounds

¢ fater, just as with the spell. The save
. DC is Charisma-based,

lcewalking {&}Thus ability works like the
splder climb spe]l bt the sur!':cts Ihe
iee monolith climbs must be +;.',.r Itis

: Ih\lﬂ]’s in effeet. ; :

Magma Monclith
This creature looks like & gigantic
o fiqure composed entirely
of lava. Colored like rodk goross

the chesi, arms, and legs, where
the lava has cooled somewhat,
the hands and feet are still

smolider where eyes should be,
amd @ massive firnace serves
ity mowth,

MAGMA
MONOLITH
Usually N Gargantuan

CR 17

elemental (earth,
extraplarar, fire)

Init —2; Senses darkvisich
&0 fl.; Listen +43, Spot +43

Langu:gcs Ignan, Terran

AC 24, touch 4, flat-footed 24
{4 size,~2 Dex, +20 natural}

hp 414 (36 HD); DR 15/—

Immune critical hits, fire, lanking,
paralysis, petrification, poison,
sleep effects, sneak attacks, stunning

Forl +27, Refl +10, Will +16

Weakness vulnerability to cold

‘S_p_el_ad 30 . |'|5 s ares)

Melee 2 slams +40 (6d8+16/19-20 plus
36 fire)

Space 20 ft.; Reach 20 .

Base Atk «27; Grp +55

Atk Options Awesome Blow, Cleave,
Great Cleave, improved Bull Rush,
fmproved Overrun, Improved Sunder,
Power Attack

Special Atk chili metal

Abilities Str 43, Dex 6, Con 24, int 12,
Wis 15, Cha 17

5O elemental traits

Feats Alertness, Awesome Blow, Blind-
Fight, Cleave, Great Cleave, Improved
Bulk Rush, Improved Critical {slam],
Improved Matural Attack (slam),
improved Dvercon, tmproved
Sunder, iron Will, Powsr Attack,
Weapon Focus {slam}

Skills Diplomacy +5, Intimidate +16,
Jump +29, Listen 443, Sense Maotive
+15, Spot +43

Advancement 37-54 HD {Gargantuan)

Burn (Ex) A magrna monolith's slam
attack deals bludgeoning damage
plus fire damage due to the creature’s

flaming body. Anyane hil by a magma
monolith’s slam attack must succeed
on a DC 34 Reflex save or ¢atch on
fire, The flarme burns for 1d4 rounds,
dealing 3d6 points of fire damage
each round. Unless it is still in.contact
with the magma monolith; 3 bumning
creature can take a-move sction to
put out the Hames, The save DT i5
Constitution-based.,

Creatures hitling a magma
monolith with natural weapons or
unarmed attacks take 3dé& points of fire
damage and alsa cateh on fire unless
they sucosed onta DC 34 Fefles save,

Ooze Monclith

A house-sized pool of muck flows for-
ward, slowly forming a torso, head, and
arms. If is brown, except for gaping hlack
indentations where eyes and 4 mouth
wonld be,

OOZE MONOLITH

N Gargantuan elemental [sarth,
exiraplanar, mtcr} - =

Init +5; Senzes darkvision 60 FI:. Lust:ﬁ
+41, Spot +41

Larigl.iage-s. Aguan, Terran

CRI7
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flat-footed 21;
Dodge
{~4 size, +6 Dex, +15 natural)

hp 414 (36 HD}; DR 15/~

Immune critical hits, flanking, paralysis,
petrification, poison, sleep effects,
sneak attacks, stunning

Fort +27, Ref +20, Will +16

Speed 20 r"g.."[-.h:qunrﬂ':. swim SO R,

Melee 2 slams +37 (6dB+14/19-20 plus
4dé acid)

Space 20 fi.; Reach 20 ft.

Base Atk +27; Grp +53

Atk Options Awesome Biow, Cleave,
Gréat Cleave, improved Bull Rush,

improved Sunder, Power Attack, acid

Abilities Str 38, Dex 22, Con 25, Int 12,
Wis 15, Cha 17

50Q elemental traits

Feats Awesoma Blow, Cleave, Combat
Reflexes, Dodge, Greal Cleave,
Improved Bull Rush, Improved

Critical (slam}, Improved MNatural
Attack (slam}, Improved Sunder, Tron
Will, Lightning Reflexes, Power Attack,
Weapon Focus {slam)

Skills Diplomacy +5, Intimidate +16,
Jump +27, Listen:+41, Sense Mative
+15, 5pot +41; Swim 2

Advancement 37-54 HD (Gargantuan)

'TAL PARAGONS

diszolve and become useless
immediately unless the apponent
succeeds on DT 35 Reflex
sayer. & metal or wooden
weapon that strikes an ooze
monalith also disgsolves
immediately unless its
wielder succeeds on
a DC 35 Reflex save.
The save DCs are
Constitution-based;
The aoze
monalith’s acidic
touch deals 35 points
of atid damage per round to wooden
of metal objects, but the ooze must
remain in contact with the abject for
I full round to deal this damage.
Skillss An ooze monolith has a +8
racial banus on any Swim check to
perform some special action or avoid
# hazard, It can-ahsays 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.

Smoke Monolith

An enormous pillar of thick, black

smoke approaches. Red-hot  cinders

serve ds eyes, while two massive arms

with tenebrous,  sickle-shaped claws

sweep about menacingty,

SMOKE MONOLITH CR17

N Gargantuan elemental {air, fire,
extraplanar)

Init +15; Senses darkvision 60 fi.; Listen
43, Spot+43

Languages Auran, lgnan

AC 31, touch 17, fRat-footed 20: Dodge,
Mability
{=4 size, +11 Dex, +14 natuiral)

hp 378 {36 HD); DR 15/—

Immune critical hits, fire, flanking;
paralysis, p-etriﬁv::t'ran. poison; sleep
effects, sneak attacks, stunning

Fort +18, Ref+31, Will+17

Weakness vuinerability locold

Acid (Ex): An goze monalith secretes a
digestive acid that diszolves organic
material and metal quickly bt
does not affect stome, Any meles
hit deals acid damage, and the
armor and clothing of an opporent

Speed fly 90 ft. (good)
Melee 2 claws +34 (3d6+ 11719200
Space 20 ft.; Reach 20 fi,

- Base Atk +17; Grp +50

Atk Options Cleave, Fﬁrhw' Attack, Great
Cleave, Power Attack, Spring Attack

Special Actions smoke claws

Abilities Str 32, Dex 33, Con 22, Int 12,
Wis:15, Cha 17

SQ elemental traits

Feals Alertness, Blind-Fight, Cleave,
Combat Reflexes; Dodge”, Flyby
Attack, Great Clesve, Improved Critical
(eclaw), Improved Initiative. Improved
Natural Attack (claw), Tron Will,
Mability, Power Attack, Spring Attack,
Weapon Finesse”

Skills Balance +13, Diplomacy +5,
Intimidate +16, jJump +37, Lister 43,
Sense Mative +15, Spot+43, Tumble +24

Advancement 17-54 HD [Gargantuaiﬂﬁ}w

Smoke CHE&E:] A smoke para-
elemental can engulf opponents by
maoving on top of them. it fills the air
around one epponent smaller than
itself without provoking an attack of
opportunity. The target must succeed
on a DC 34 Fortitude save or inhale
part of the creature, The save DC is
Constitution-based, Smoke ingide
the victim solidifies into a claw and
begins to rip at the surrounding
organs, dealing 6d6 points of damage
per round. An affected creature can
atternpt another Fortitude save each
subsequent round to cough out the

SEMIVAPOroUs Menace.

Paralementals Traits

Brooding on the borders of the ele-
mental planes, monoliths are a force
to be rechoned with: Monoliths are
normally only encountered away
from their home planes when sum-
moned by powerful spellcasters.

Strategies and Tactics

Mongliths fight much like their
lesser cousins, using their tre-
mendous physical attacks to bru-
falize foes that dare to challenge
them. Monoliths typically attempt
to . grapple dangerous  enemies,
catsing them harm while neutral-
izing their attacks.

Sample Encounters .
Except for when summoned, par-
selemental - monoliths are “rarely

encountered alone. Instead, thzy:ﬂ‘t‘ :
usually surrounded by a group of




lesser paraclementals and element
creatures matching their type.

Monolith Court (EL 18% While
traveling on the border between ele-
miental planes, the PCs stumble into
a small delve where a paraelemen-
tal monolith is holding court with
four - elder paraelementals of the
same type. Enraged at the interrup-
tion, the monolith demands to know
the characters’ reason for intruding
upon its domain,

Ecology
Paraelemental monoliths are
immortal beings and do not repro-
duce. They are instead formed of
the tension between the elemental
planes and are a manifestations of
that struggle. When one monolith is
slain there is a period of instability
unitil another forms

Environment: Farielemental monoe-

Iiths dwell on the boundaries between

Paraclementals in Your Game

Paraelementals should be treated a5 elementals of the samie size and sulbtypes
for the purpose of spells, feats, items, and effects, Thus, a paraslemental can
be summoned with surmmon monster or summon noture’s ally s.F._-II_r. atthe same
levels of an equivalent elemental. For example, 3 greater smoke paraelemental
can be summoned using a summon monster VIl or summoan nature’s ally Vi
spell, just like 3 preater fire elemental could; A Small coze paraelemental could
be selected a5 a familiar by a Sth-level arcane spelleaster with the Improved
Familiar feat, A cleric with the Water domain can use his elemental swarm
demain spell to summon ooze paraclementals instead of water elementals.
A ring of elemental commund (air} could be used to command an ice or smoke
paraclemental. Paraelemental monotiths can be summaned using the sum-
mon etlemental monalith spell, originally appearing in Complete Arcane

Summon Elemental Monolith
Canjuration (Summening) [see text]

Level: Cir 9, Drd 9, Sor/Wiz 9, Wu jen 8
Components; \, 5, M/DF

Casting Time: 1 round

Range: Medium (100 ft. + 10 ft./level)

Effect: One summoned elemental monolith
Duration; Concentration, up to 1 round/level (D)
Saving Throw: None

Spell Resistance: No

You conjure a tremendously powerful creature known
a5 an elemental monolith, It appesrs at the spot
you designate and acts immediately or your turn,
attacking your opponents to the best of its ability. If
you speak the elemental monolith's language and are
close enough to communicate with it, you can direct
it tor not attack, to attack particular enemies, or to per-

form- other actions. The monelith can't be summened

into an environment hostile to it in any way {for example,
you coilldn't surnmon a fire monolith underwater ar an earth

monolith high in mid-air),

When you use a summaoning spell to summaon a paraelrmental crea-

ture, it becomes a spell of that creature’s component types.

Arcone Materiol Component: A gam worth 100 gp—aquamarine for
air, ice, or smoke; tourmaline for earth, magma, or coze; garnet for fire,
magma, or smoke; or pearl for ice, poze, or water,

the elemental planes, As such, they ¢an
be found on ether of the elemental
planes that combined to create them.
As mentioned in Manual of ihe
Planes, entire planes can exist between
the Elemental Planes, These paratle-
mental planes are domains

the paraelementals toa single Paraele-
mental Plane rather than two Flemen-
tai Planes, For example, am ice mono-
lith weould have an environment enfry
of "Paraclermental Plane of Ice! rather
than "Elemental Pline of Air and Ele-
mental Plane of Water”

unto themselves, places
where their composite
elements dre combined
in:harmony. I you ase this
variant, thange the environment of

Typical Physical  Characteristics:
Paraelemental moneliths  generally
stand 40 et tall, bk thelr weight can
viry widly. Smoke monoliths weigh
1o more than 1o pounds, while coze

September 2006 DRAGON 347 57




and ice monoliths weigh about 50 tons.
Magma_monaliths are the heaviest,
weighing close to 75 tons.

Alignment: As elemental creatures,
monoliths are usually neutral.

Typical Treasure

Paraclemental monoliths have no
use for magic items and are rarely
found with any treasure of their
own. Their lairs are sometimes lit-
tered with the gear of those foglish
enough to attack them.

Paraclement Creatures

Along with the paraelementals, the
Manual of the Planes introduced sev-
eral termplates to creaté creatures
mude entirely of the matenial of their
native Elemental Planie. The regions
where these planes meet are home
to creatures composed of both ele-
ments of the planes they border. Just
as synthesis of two clemental forces
gives rise to paraelementals, it also
gives mise to beings whose forms
resermnble those of creatures found
on the Material Plane.

lce Element Creature

Tee element creatures dwell in the
more frigid regions of the Elemental
Planesof Air and Water. They appear
as roughly-hewn, translucent statues
of iceé in the same general form as
‘similar Material Plane beings.

Sample Ice Element Creature

This example uses a giant 3qu1d as
the base creature.

What appears to be & roughly-hewn,

pranshicent stafue of o massive squid-

b@ns to- move. Tts eyes sparkle with a
glint of light.

ICE ELEMENT GIANT SQUID CR11
. .N Huge el'ernennl {air, squatic, cold,

extraplanar, mwj

Init +5: Senses darkvision 60 f.; Licten

+10, Spot 411 o
AC 19, touch 13, flat-faoted 14 S
{-2 size, +5 Dexi Am‘turﬂ}

IANSING F‘ARAELEMENTAL F'ARAGDNS

paralysts, petrification, poison; sleep
effects, sneak attacks, stunning
Fort +0, Ref +13, Will +5
Weakness vulnerability to fire

Speed swim 80 . {16 squares)

Melee 10 tentacles +15 {1 di+8 phis 2d6
cold) and ;
bite +10 {2d8+4 plus 2d6 cold)

Space 15 ft.; Reach 15 ft (30 &, with
tentacle)

Base Atk +9; Grp +29

Atk Options chill, constrict{lds+8 ph.ls o
Jet {Ex} Anice element giant squid can

2d cold), improved grab
Special Actions ink doud

Abilities Str 26, Dex 21, Con 13, int 1,
Wis 12 Cha 2

SQ elemental traits, jet

Feats Alertness, Diehard, Endurance,
Toughmness (2)

Skills Listen +10, Spot +11, Swim +16

Advancement 13-18 HD (Huge); 19-36
{Gargantuan]

Chill (Ex) An ice element giant squid
deals an additional 2d6 points of cald
damage with its natural weapons.

Constrict {Ex) An ice element glant squid

deals 1d6+8 points of damage plus
2d6 points of cold damage with a
successful grapple check.
improved Grab (Ex) To use this ability,
an ice element giant squid must
hit an opponent of any size with a
tentacle attack, tcan then attempt
1o start 2 grapple s a free action
without provaking an attack of

“opportunity. it wins the grapple check,
it establishes & hold and can’constrick.
An ice element glarnt sgquid Has 3 +4
racial bonus on grapple checks. 2

ink Cloud (Ex) A giant squid can emit 2
cloud of jet-black ink 20 feet high by
20 feet wide by 20 feet long ance per
mminute 3s a T‘n:c action. The cloud
provides total concealment y which
the squid normally uses to-escape
a losing fight. All vision within the
eloud is obscured,

jet backward once per round, a5 a
full-round action, at a speed of 320
feet. It must move in a straight line,
but it does not provoke attacks of
opportunity while jetting.

Skills An ice element glant squid has a
+& racial bonus anany Swim check to
perform some special action or avaid
2 hazard. It can always choose to take
10 an a2 Swim check, even if distracted




ar endangered. It can use the run
action while swimming, provided it
swims ina steaight line.

These voracious creatures can have
badies more than 2o feet long and
attack almaost anything they meet.,

Strategies and Tactics

Ige element giant squids are direct
opponents, using their deadly tenta-
cles to lash creatures before grabbing
anc to squeeze using its constrict
ability. If seriously threatened, an
ice element ghant squid uses its ink
cloud and jet abilities to escape.

At gpponent can attack an ice ele-
ment plant squid's tentacles with a
sunder atternpt as if they were weap-
ons. An dee element giant squid's

an ice element ghant squid is cur-
rently grappling a target with the
tentacle being attacked, it wsually
uses another limb to make its attack
of opportunity against the opponent

tentacles have 10 hit points each. 1If

ke Element Creatures

Hit Dice Damage Reduction
1-3 —

47 —

2-11 Sfmagic

L4 Hfmagic

making the sunder attempt. Sev-
ering one of an ice element giant
squid's tentacles ‘deals 5 points of
damage to the creature. An ice ele-
ment grant squid usually withdraws
from combat i it loses five tentacles:
‘The creature regrows severed limbs
in1diosio days:

Creating An lce Element Creature
“Ice clement” is an inherited tem-
plate that can be added to any cor-
poreal aberration, animal, dragon,
fey, giant, humanoid, magical beast,
monstrous humanoid, plant, or ver-
min (referred to hereafter as the
base creature),

Am ice element creature usesall the

base creature’s statistics and abilities

EY

ERSNTAL N

Additional Cold Damage
1d4
1dé
2d6

except as noted here. Do not recal-
culate the creature's Hit Dice, hase
attack bonus, saves, or skill points.
Size and Type: The creature’s type
changes to elemental, and it gains
the air, cold, and water subtypes: Size
is unchanged. Ice élement creatures
encountered on the Material Plane
have the extraplanar subtype.
Challengre Rating: HI 1 or less, as
base eriature; HD 4 1o 9, a5 base creature
+1; HD 8 or more, as base creature +2.
Alignment: Usually neutral.
Attack Options: An jce element
creature retains all the attack options
of the base creature and also gains
the following option.
Chill (Ex}): In addition to the dam-
ape from their attacks; ice element

GAMING (ON?

THERE'S
GOT TO BE A

?_:WH.E LEFT OFF WHERE YOU WERE q
SHEAKING ARDUND THE RUINS, AND SUDDENLY
YOURE AMBUSHED BY TROLLS!

p'-. > ¢ - -
nﬁ‘_hﬂ_(by Aaron Williams
.-" YOURE PARTICIPATING WO,
IN A CHARITY MARATHONT AT A SANE? THAT'S LIKE

WE PLAY

FORMULATE My
STRATEGY WHAT'S
MY "TO HIT AL
ZERD" STAT,




ke Element vs. Cold Element

A cold element creature was included among the element creatures
presented in the Manual of the Planes. At first glance, an ice element
creature-might seem redundant. However, the cold element creature
is better suited to the optional Elemental Plane of Cold, whereas an
ice element creature is closer ta the spirit of the ice paraelementals it
is meant to emulate. Both types of creatures can be used, however, to
create @ wider variety of creatures to inhabit the frigid regions of the

Magma clement creatures

Elemental Planes.

creatures deal additional cold dam-
age with their natural weapons
{including bite, claw, slam, or tail
attack]. The amount of damage
depends” on the HD ‘total of the
creature (see the Ice Element Crea-
ture table).

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

Special Qualities: An ice element
creature retains all the special quali-
ties: of the base creature and also
gains the following qualities:

Darkvision out to 6o feet.

Damage Reduction (Ex}: An ice ele-
ment creature's body is resistant to
harm, giving it damage reduction.
Consult the Ice Element Crea-
ture table for the amount of dam-
age reduction. If the base creature
already has damage reduction, use
the better value,

If an ice element creature gains
damage reduction;- its: nato-
fal weapons are treated as
magic weapons for the pur-
pose of overcoming damage
reduction.

Skills: Same as the base

the Elemental Planes of Earth and
Fire. They have the same general
form as Material Flane beings b
are composed entirely of lava; hard-
ened into tock in some places while
still fiery and molten at joints and
other spots. Burning coals sit where
eyes should be, and the mouth is a
furnace of flame.

Sample Magma Element Creature
This example uses a rhinoceros as
the base creature.

This creature apbears to be a rhinec-
eros, except that if is formed entirely of
lava. Tty body and legs are rock-colored,
where the lava appears to have cooled
somewhat, Ts feet and horn, however,
are still fiery red. Tiwo glowing embers
serve as eyes, and its mouth is a gaping
maw of fire.

MAGMA ELEMENT CR&
RHINOCERCS
M Large elemental {earth, extraplanar, fire)
Init -1; Senses darkvision &0 fi.) low-
light visian; Listen +14, Spot +3
AC 18, touch B, flat-footed 18
[=1 size, =1 Dex, +10 natural)
hp 76 (8 HD); DR 5/magic

Immune critical hits, fire, flanking,

paralysis, petrification, poison, sleep
effects, sneak attacks, stunning

Fort +11, Ref +5, Will +3

Weakness vulnerability to cold

Speed 20 . (6 squares)

Melee gore +14 (2d6+13 plus 1d6 fire)

Space 10 ft; Reach 5 L.

Base Atk +6; Grp +19

Atk Options heat

Special Actions powerful charge
Abilities Str 28, Dex &, Con 21, Int 2,

Wis 13, Cha 2
SQ elemental traits
Feats Alertness, Endurance,

Improved Natural Attack
(gore)

Skills Listen «14, Spot <3
Advancement 9-12 HD
{Large} 13-24 {Huge)

Heat (Ex} & magma
element rhipoceros

creature. If the ice element
creature - has ' an - Intel-

deals an additional 1dé
points of fire damage

ligence score of 4 or

greater, it speaks Agquan

and Auran,
Environment:  Ele-

with its natiiral
WEIpONS,
Powerful Charge
(Ex) In addition to

mental Plane of Air ind

the narmal benefits

Elemental Plane of Water.

and hazards of 2

Level  Adjustment:
Sarne as the base crea-

fiare +4.

charge, this ability
allows a magma element
rhingceros to make 3.
single gore attack with -
Ml 2 HLataskbonus that
- deals 448426 points
of damage plus 1d6

points of fire damage. -




Magma Element Creature

Hit Dice Damage Reduction Additional Fire Damage
-3 - =
& — 1d4
B-11 &fmagic 1dé
12+ 10/magic
bite,

A mapma element rhinoceros is 8
feetlong, 4 feet high at the shoulder,
and weighs-up to 6,000 pounds.

Strategies and Tactics

When it is harassed or annoyed, a
magma element rhinoceros lowers
its head and charges.

A magma elemenl rhinoceros’s
natural attacks are treated 45 magic
weapons for the purpose of over-
coming damage reduction.

Creating A Magma Element
Creature

“Magma element”
ited template that can be added. to
any corporeal aberration, animal,
dragon, fey, giant, humanoid, mapi-
cal beast,
plant, or vermin (referred to hereaf-

is am inher-

monstrous hurmnanoid,

ter as the base creature).

A magma element creature uses all
the base creature’s statistics and abili-
ties except as noted here. Do not recal-
culate the creature’s Hit Dice, base
attack bemus, saves, orskill points.

Size and Type: The creature’s type
chanpes to elemental, and it gains
the earth and fire subtypes. Siie is
unchanged. Magma element crea-
tures encountered on the Material
Plane have the extraplanar subtype,

Challenge Rating: HID 3 or less, as
base creature; HID 4 to 7,38 hase crealure
+1; HD § or more, 25 base creature +2.

“Alignmment: Usually neutral.

Armor Class:  Natural

imiproves by +3:
Attack Options: A magma element
- creature retains all the attack options
©of the base creature and also gains
the following option.

Hmt{h}.lnaddit;m 1o the damage

ATMOT

: wi’ththnf natiral mpa’ns ﬁmhtding

~ from their attacks, magms ﬂtmmt-.
~ creshires: dﬂﬂ} add:ﬁcnal fire damiage

claw, slam, or tail attack)
The amount of damage
depends an the HD total of
the creature (see the Magma
Element Creature table).

Abilities: A fire element
creature’s - ability scores
are modified as follows;
Sr+z, Dex -2,

Special Qualities: A
magma element crea-
ture . retains all  the
special - qualities: of
the base creature
also gains the following
qualities:

Darlovision cut to 6o feet.

Damdge Reduction (Ex):
A magma element crea-
ture's body is resistant to

and

harm; giving it damage reduction
Consult the Magma' Element Crea-
ture table for the amount of dam-
age reduction. If the base creature
already has damage reduction, use
thie better value,

If a magma element creature gaing
damage reduction, its natural weap-
ons are freated as magic weapons for
the purpose of overcoming damape
reduction:

Skills: Same as the base creature,
If the magma element creature has
an T_ntclhgence score of 40 greater
it speaks Ignan and Terran.

Environment: Flemental Plane of
Earth and Elemental Plane of Fire.

Level Adjdstment: Same as thc
base creature +5.

Oize Eliment Creafure

Dore t'lrm!a:t mi’mma alrtimr amd
crawl through the Elemental Platies of

Earth and Water. They ap?_e#rax a dark

brown mass of muck in the same

general form as similar Material Plane
beings, with gaping black pits where
eyes and mouth would be,

Sample Ooze Element Creature
This examiple uses a behir as the
base creature.

At first, the creature appears a3 a huge
snake made of dark brown muck, stith-
ering across the ground at grmf speed.
Then, without slowing, 1t unfolds a dozen
feqs from ils serpentine body snd runs
forward to strike. Pits of darkness gape
where i eyes and mouth should be.

OOZE ELEMENT BEHIR ~ CR10

. NHuge elemental (earth, \t;:!ra.pnllam.arf e

watm} s
init +1; hﬁﬂdﬁ&mn ﬁ!‘.’rﬂ:. Iw :
light vision, scent; Listen +4, Spat’«i

“Languages Aquan, Common, Termn

AC 20, touch 9, flat-footed 1__9!
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2 1 Dot o1 )
paralysis, petrification, poisan, !I'eep

effects, sneak-attacks, stunnmg
Fort +11, Ref 47, Will +5

PARAELEMENTAL PARAGONS

Speed 40 ﬁfwsqu:fes], cﬂﬂih 15 &,

~ awam 50,

Melee bite £15 {MIE plus 1dé acid)

Space 15 fi.; Reach 10 . :

Base Atk +6; Grp 415

Atk Options Cleave, Power Attack,
acid; constrict (2d8+8 plus 1dé acid),
improved grab, rake (1d4+4 plus 1d6
acid), swallow whole

Special Actions breath weapon

Abilities Str 26, Dex 13, Con 21, nt 7,
\Wis 14, Cha 12

SQcan't be tripped, elemental traits

Feats Alertness, Cleave, Power Attack, Track

Skills Climb +16, Hide +5, jJump +1.2, Listen
+i, Spot +4, Survival 42, Swim +16

Advancement 10-13 HD (Huge);
14-27 [Gargantuan)

Acid {Ex) An ooze element behir
secretes a digestive acid that
dissolves arganic material and metal
quickly, but does not affect stone,
Any melee hit deals acid damage,
and the oppanent's armor and
clothing dissolve and become useless
immediately unless the opponent
succeed on DC 19 Reﬂu saves. A
metal or wonden weapon that strikes

- an oare dmm behir hlﬁ! dissalves

: immediately unless it succeeds on a

_ DC 19 Reflex save; Tﬁ: saye [.'!C; are

:Eﬂn;tﬂuhm based. - o

="' The ooze element behir’s mdlr.

touch deals 19 points afdamaﬁt per
- round to wmd!n or metal objects,

but the voze must remain in contact

.-.wiﬂri the object for 1 full round to

i deal this dﬁmagc

 Breath Weapon (Su) 20-foot ili'h‘r.
once every 10 rounds, damage 7d6
electricity, Reflax DC 19 half, The save
DC s Constitution-based.

Imstrid.{&}ﬁn goze element behir
_dﬂls 2d8+8 points of damage p‘lus
ldﬁ paima:f' cid dmage witha

* attack. It can then atrempttostart
a grapple a5 2 free action without
provoking an attack of upﬂﬂrtunlt;.r

IF it wins the gr:ppbe check; it

establishes a hold and can attempt to

constrict the oppanent. oF swallow the
opponent in the ﬁ:rﬂmlirg round.

Rn&q {Ex} Six claws, attack banus +15 _
melee, damage 1d4+4 plus 1d6 acid

Swallow Whole (Ex] An oore element
behir can try to swallow a grabbed
Medium or smaller opponent by
making a successful grappie check.
A behir that swallows an opponent
can use its Cleave feat Lo bite and grab
another apponent.

A swallowed creatiure takes
2d8+8 points of bludgeoning
damage and & paints of acid
damage per round from the behir's
gizzard. A swallowed creature can
cut its way out by using a light
slashing or piercing weapon to

deal 25 points of damage to the
gizzard (AC 15). Once the creature
exits, muscular action closes the
hole; another swallowed opponent
must cut its own way out. An ooze
element behir's gizzard can hold 2
Medium, 8 Small, 32 Tiny, or 128
Diminutive or smaller opponents.

Skills An ocze element has a +8 racial

bonus on Climb checks and can’

always choose to take 10 on Climb
rhecks, even if rushed or threatened.
: It also has a +8 racial bonus an

any Swirn check ta perform some

special action or aveid. a hazard.

It can always chms& to hkc 10 an

a Swim check, Even !Fdh:tr:cted

or cndaﬁgnmi It can use the run

action while swimming, prmrldcd it
SWims In 3 ﬁtralghf. line.

Stﬂtnglu :nd Tnﬂiﬂ

An . m:rz: :lement 'bctu: usuaﬁy'
bites :md gnhs its pn:y ﬁrst thr.n.._

_ an ooze element béhlf_rqust__hﬂa -
v creature of any size with its bite
Z '?jlmmm u'itw.af hrls eladﬂﬁ’tﬁﬂjlnkmg,'

"_l:ﬂi employ its claws unl},' agsunst
foes canght in its coils. If beset b

a large number of foes, 1t taes ﬂ;s'
breath weapon. ' cr
- An ooze clement behir's naxuraf i

: .al‘tzuks are treated as magzcmpnns !
for the purpose of um:nmmg dam-

age :e&utﬂan

Cruﬁngmom Ellmmtl:rethlﬂe :
“Doze element” is an. m]:l.Entcr:i tem- :
-~ plate that can be added to any cor- -
: purﬂ:] animal, aberration, animal,
- dragon, fey, giant, humanoid. magi-
“gal  beast, monstrous

humanoid.
plant, or vermin (referred to hereaf-
ter as the base creature).

An coze element creature uses
all the base ereature’s statistics and
abilities except a8 noted here. Do not
recalculate the creature’s Hit Dice,
base attack bonus, saves, or skill
points.

Size and Type: The creature’s type
changes to elemental, and it pains
the earth and water subtypes. Size is
unchanged. Ooze element creatures
encountered on the Material Plane
have the extraplanar subtype.

Challenge Rating: HD 3 or less, as
base creature; HD 4 to 7, as base crea-
ture +1: HD 8 or miore, as base crea-
hire +2.

Alignment; Usually neutral.

_Speedi An ooze element creature

-~ gains aswim speed of 5o feet.

Attack Options: An ooze element

. ereature retains all the attack options
* of the base creature and also gains

the following option.
Acid (Ex): An ooze element crea-
ture secretes a dlgﬂmc acid that

dkmlves organic material and

metal quickly but does not affect

_ stone. Any melee hit deals acid

damage, the armor and clothing uf-‘-
ﬁnmze element htharﬁ al'mﬂ 40 M::_ :

long and weighs ubout 4,0::-0 pomid& '

an: Dppunen{ dissolve and become -

“useless immediately unless the
.appontntxm;nffds an Reﬂe:srm:fs ;




Qoze Element Creature

Hit Dice Damage Reduction Additional Acid Damage
1-3 — 755
§-7 = id4
B-11 S5fmagic 1d6
1+ 10/magic 26

it succeeds on a Reflex save. The
save DC isequal to 10 +1/2 ooze ele-
ment creature’s HD 4 ooze element
creature’s Constitution modifier,

The ooze element cresture’s acidic
touch deals damage each round to
wooden or metal objects, but the goze
st remin in contact with the object
for 1 full round to deal this damage.
The amount of damage is equal to 10
+ 1f2 ooze element creature’s HD +
ooze element credtune’s Con modifier
per full round of contact.

Special Qualities: An ooze element
ereature retains all the special quali-
ties of the base creature and also
gains the following qualities:

Darkvision out to 6o feet.

Damage Reduction (Exk An ooze ele-
ment creature’s body is resistant to
harm, giving it damage reduction,
Consult the Qoze Element Crea-
ture table for the amount of dam-
age reduction. If the base cregture
already has damage reduction, use
the better vatue.

If an oore element creabure
gains damage reduction; its natural
weapons are treated as magic weap-
~ ons for the purpose of overcoming
damage reduction.

Skills: Same as the base creature.
If the ooze element creature has an
Intelligence score of 4 or greater,
it speaks Aguan or Terran. Since it
has & swim speed, an ocoge element
ereature has a +8 racial bonus on any
Swim check to perform some spe-
¢ial acon or avoid 3 hazard, It can
always choose fo take 10 on-a Swim
ceheck, even if distracted oF endan-
gered, It can use the run action while
: swimmming, provided it swims in a
straight line,

Environment: Elemental Plane of
Earth and Elemental Plane of Water.

: Level AdJustmmI:: ‘.mme A8 ?hc
: 'hm CrEature +4.. :

Smoke Element Creature

Smoke element creatures dwell on
the Elemental Planes of Air and Fire.
They have the same general form as
Material Plane beings but are com-
posed entirely of thick, black smoke
with red-hot cinders: for eyes and
tendrils of smoke that end in wicked
claws in place of arms,

Sample Smoke Element Creature
This example uses a dragonne as the
base creature.

Eooking like it is part glant lion and part
dragon, the treature seems to be composed

entirely of thick. black smoke. & pair of

vaporaus wings sprouts from its shoul:
ders, and its forearms end in tenebrous,
sickle-shaped claws. Smoldering cinders
burn under its brow, forming eyes.

SMOKE ELEMENT CRY

DRAGONNE

M Large elemental (air, extraplanar, fire)

Init +%; Senses darkvision 60 fi., low-light
vision; scent; Listen +11, Spot 411

ng'uagﬂ Auran, Dracanie, lgnan

AC 21, touch 14, flat-footed 16
(=1 size, +5 Dex, +7 natural)

hp 76 (9 HDJ, DR $/magic

Immune critical hits, fire, flanking,
paralysis, petrification, polson, sleep
effects, sneak attacks, stunning

Fort +2, Ref +11, 'Will +4

Weakness vulnerability to cald

Speed 40 . (8 squares), fly 90 It. (good)

Melee bite +12 {dd6ed) and
2 claws +7 (2d4+7)

Space 10 f.; Reach 5 1.

Base Atk +%; Grp +17

Atk Options Blind Fight, Combat
Reflexes, potnce

Special Actions roar, smoke claws ;

Abilities 5tr 19, Dex 21, Con 17, int 6,
Wis 12, Cha 12

5Q elemental fraits

Feats Blind-Fight, Combat REFEEIH

e

Iams

Iby Aaron Will

WELL, WE

BASICALLY HD TO
RETRAIN NELSON'S BRAN
TO ACCEPT D20 RULES.
WE TOOK HIM THROUGH
SECOND EPITION Dab
AND WE JUST STARTED

HiM ON THIRD
EDITION.

HUH. IT SOUNDS A LOT
LIKE THAT STAR TREK EPISODE
WHERE UHURA'S MIND GETS ERASED,
SO HOW'S HE TAKING IT?

A5 WELL AS HE DID
THE FIRST TIME
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tmproved initiative, Track

Skills Listen +11, Spot +11

Advancement 10-17 HD [Large) 13-27
(Huge)

Pounce (Ex) If 2 smoke element
dragonne charges. it can make a full
attack in the same round.

Roar (Su} A smoke element dragonne
can loose 3 devastating roar
every 1d4 rounds: Al creatures
except dragonnes within 120 feet
miist succeed on 3 DC 15 Will
save or become fatigued. Those
within 30 feet who fail their saves
become exhagsted. The save DC s
Charismia-based.

Smoke Claws (Ex) A smoke element
dragenne can engulf oppanents by
moving on top of them, It fills the air
around ane opponent smaller than
itself without provaking an attack of
opportunity, The target must succeed
on a DC 17 Fortitude save or inhale

part of the creature. The save DC is

Constitution-based. Smoke inside
the victirn solidifies into a claw and
begins to rip at the surrounding
organs, dealing 1d6 points of damage
per round. An affected creatiine can
attempt another Fortitude save each
subsequent round to cough out the
SEMIVAPOTOUS MENToe

Skills Dragonnes have & +4 racial bonus
on Listen and Spot checks.

A smoke element dragonne is about 13
teet long and weighs about 30 ponnds.

Strategies and Tactics
A smoke element dragonné uses its
flight effectively in battle. If appo-
nents attempt to charge of encirele if,
the dragonne simply takes to the air
and finds a more defensible position.
A smoke element dragonne's natu-
ral attacks are treated as magic weap-

ons for the purpose of overcoming

damage reduction

Creating A Smoke Element Creaturs
“Smoke element” is an inhernited tem-
plate that can be added (o any eorporeal
aberration, animal, dragon, féy, giant,
humaneoid, magical beast, monstrous
humaneid, plant, or vermin [feferred
to hercafter as the base creature):

A smoke element cresfure uses
all the base ereature's statistics and
abilities except as noted here. Bo
not recalculate the creature’s Hil
Dice, base attark bonus, saves, or
skill points.

Size and Type: The creature's type
changes to clemental; and it gains
the Air and Fire subtypes. Size is
uncharged. Smoke element crea-
tures encountered on the Material
Plane have the extraplanar subtype.

Challenge Rating: HI} 3 or less, as
base creature; HD 4 ta 7, a5 base crea-
ture +1; HD 8 or more, as base crea-
ture +X,

Alignment: Usually neutral.




_ Hit Dice Damage Reduction Sm!u'ﬂlmbnw

-3 —
4-7 —
8-11 5fmagiec
12+ 10fmagic

Speed: A smoke element creature
has a fly speed of go feet with good
maneuverability, unless the base
creature has a i:ngh:r ﬂy speed,

Special Actions: & smoke ele-
ment creature retains all the spectal
actions of the base creature and also
gains the following action.

Smoke Claws (Exk A smoke element
- creature” can engulf opponents by
- moving on top of thern, It flls the air

around one oppanent smaller than
itself without provoking an attack of
opportunity, The target must succeed
on a Fortitude save or inhale part of
the creature, The save DC 1510 + 12
smoke element creature’s HD + smoke
element creature's Constitution mod-
ifier. Smoke inside the victim solidi-
fies into a claw and begins to rip at the
surrounding organs, dealing damage
each round. An affected creature can
attemnpt another Fortitude save each
subsequent round to cough out the
semivaporous menace. The amount
of damage depends on the HD total
of the creature (see the Smoke Ele-
ment Creatire table)

‘Abilities: Increase from the base

creature as follows: Dex +6:

Special Qualities: A smoke ele-
ment creature retains all the special
qualities of the base creature and
also gains the following qualities:

Darkvision out to bo feet,

-Damage Reduction (Ex): A smoke
:Ele'mfnt creature’s body is resistant
4o harm; giving it damage redue:
tion, Consult the Smioke Element
Creature table for the amount of
- damage reduction. If the base crea-
" ture already has damage reduction,

i use the better value,
I a2 smoke element creature
i g;ims damage mlukmn.m ’mmrai
_ weapons are trt:aic&ﬂ magic weap-

1d4
1d6
2d6 -

Skills: Same as the base cresture.
If the smoke element creature has an

lnteﬂigenne score of 4 or greater, it

speaks Auran and Ignan. ;
Environment: Elemental Plane of
Air and Elemental Plane of Fire.
Level Adjustment: Same as the
base creatire +4.

Sample Encounters
Paraelement creatures fill roles sim-
ilar to their Material Plane counter-
parts, roaming the lands between
the elemental planes they inhabit.
Encounters with these creatures
become common as the borders
between the planes draw close,
Squid Cave (EL 11} An old and
particularly angry ice element giant
squid dwells within a submerged
cave in a titanic iceberg floating on
the border between the Elemental
Planes of Air and Water. The beast
roams from its lair only occasionally
hut when it does so all of the nearby
creatures, including a group of local
merfolk, flee from its terrible wrath.
Lava Charger (EL 6} The fiery
mountain passes are full of creatures
belligerent to outsiders. The magma
element rhinoceros is one such crea-
ture; and any who draw near it are
likely to face its deadly charge.
Muck Tyrant (EL 10} The muck-
filled caves and plains that make
up the border between the Elemen-
tal Planes of Earth and Water are

home to a wide variety of creatures.
-Ome such beast is known only as the

Muck Tyrant, an noze element behir
that dominates a wide swath of terri-
tory and who allows passage only to
those who pay it fealty.

Curious Wisp (EL g A smoke t1¢~-:

ment dragonne prowls the region.

. between the Elemental Planes of Air
and Fire, curious about any trea-

tures not native to the area. Those

_ If the base creature has mﬁe
- paraclement creature has
amount uf‘masure.z

who pass underneath its endless

tion, causing it to follow ther a
bit from above. If the characters

‘attempt to communicate ‘with the =

creature it gladly lands to chat with
them. Should they ignore it, the

creature grows angry and attacks.

Ecology - o
Paraelement creatures are not natu-
ral beings and do not reproduce;

Instead they are formed of the siufl
of their respective planes.

Environment: Paraelement crea-
tures . dwell ‘on the boundaries
between the Elemental Planes. As
such, they can be found on either of
the Elemental Planes that combined
ko create thems

As mentioned in Manual of the
Planes, entire planes can exist
between the Elemental Planes.
These Paraelemental Planes are
domains unto themselves, places
where their composite elements
are combined in harmony. If you
use this variant, change the envi-
ronment of the paraelement crea-
tures to a single Paraelemental
Plane rather than two Elemental
Planes. For example, an ice ele-
ment giant squid would have an
environment - entry of “Paraele-
mental Planie of Ice” rather than
“Elemental Plane of Air and Ele-
mental Plane of Water.”
Paraelement creatures keep the gen-
eral physical characteristics of their
base creature with the exception of
weight. Ice, magma, and ooze ele-
ment creatures weigh two to three
times their normal counterparts
whereas smoke creatures weigh only
if1oth to 1f2oth of the weight of the
base creature.

Alignment: As ekmn:ntﬂ crea-
tures, paraelement treatur!es are.
usually neatral.

Typiﬂl Trﬂ!ﬂrg:

patrols are likely to draw its atten- 5
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t home in raging flames, surfaceless seas, ungiving granite,

or limitless voids, the elemental weirds often make their

way to the myriad worlds of the Material Plane, These har-

bingers of the fickle fates promise to reveal furtive secrets
of the unforeseeable to the mortal races, although often at a
hefty price. Indeed, these creatures of pure elemental form
possess alien minds and needs well beyond the understanding
of those whao seek them out.

HISTORY OF TE ELEAENTAL WELRD

The oldest of legends from the most ancient of races speak
of prophecies, decreed fates, and soothsayers. This suggests
the presence of ereatures like oracular weirds at least par-
allels the mortal races of the Material Plane—and possibly
predates the plane itself.

In many myths, elemental weirds are said to possess
immaortal heritages, often tracking their lineages back to spe-
cific deities and the primordial elements of the world. Some
such tales speak of deities lying with the unspailed rivers and
teaming oceans, giving birth to nixies, sifines, many of the
mortal aquatic races, and the eldest water weirds. Inspired by
their divine legacies, whispered to by the rolling waves, and
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confided to by all the creatures of the sea, it is said that what-
ever water touched, these weirds knew,

Similarly, myths of volcano spirits that bestowed truth and
the gift of fire to the early races describe the role fire weirds
played in the legendary past. Said to be the corporeal messen-
gers of deities, fiends, or possibly some indefinable inteflect
of the nner Planes, these living flames brought much needed
hope and warmth to the dark days of prehistory—revealing
insights and laws all sentient creatures were meant to know,

Much like water weirds, legends tell of earth weirds spring-
ing from divinely inspired mountains, canyons, and lightless
depths. Described as treacherous harbingers of suffering
the rotting dead supposedly whisper their secrets to earth
weirds, who thus foretell times of waste and death. Despite
their morbid words, earth weirds are said to know the will
of the world, serving as emissaries of some greater planetary
consciousness. Their dark words and fearful, underground
demesnes are at least partially responsible for the widespread
distrust of emissaries of the earth, particularly the fey.

Air weirds fipure only subtly in legend. Rituals of praying to
an open sky—a heaven above—partially arise from the ancient
practice of seeking guidance from these spirits of the air



The offering of incense, ash, and flow-
ers to the winds suggests a long history
of seeking direct guidanece from those
clementals who call the sky home.

[HYSIOLOGY OF THE ELENENTAL WEIRD

The corporeal form of all weirds share
many characteristics. Bach appears as
a striking female figure comprised of
a single element, whether air, earth,
fire, or water. These homogenous
forms behave in a manner similar
te true elementals, being resilient to
weapons and the vulnerabilities of an
organic body. They also prove highly
resistant to spells, shrugging off most
with little worry.

As elemental weirds are made up
only of the elemental essence of their
kind, organs, flesh, nerves, and blood
are alien to their composition. The
very energies that flow through these
creatures, however, far surpass those
the
Elemental Planes, granting immense

of many -other creatures from
intelligence, spell-like powers—par-
ticularly related to powers of divina-
tion—as well as other strange abilities.

Seemingly as a limit to these pow-
ers, though, all weirds are bound to an
elemental pool to which they remain
permanently tied, Of diverse shapes

KNOWLEDGE OF THE ELEMEN
The following table shows the result of a Knowledge (the planes) check as it relates
to elemental weirds. Those who study the Inner Planes, worship the powers of the
elements, or are knowledgeable of prophecies ar similar mysteries might possess
this information, The elemental weird appears on page 90 of Monster Manual 11,

WEIRD

Knowledge (the planes)

DC  Result

10 An elemental weird is like an elemental, but is often less prone to destruction.

15 Elemental weirds typically appear s beautiful humanoid women. Each is tied
to a specific element that determines its form and powers, but also binds it to
a pool of concentrated elemental matter from which it can never leave,

20 Elemental weirds possess immense magical powers, potent oracular
abilities, and guard portals to the inner Planes; These elemental augurs
command great influence over other elemental beings and can even
wrest control of such creatures from their summoners.

25 Elemental weirds typically demand rare offerings or services for their
insights. These oracles are sometimes guarded by elemental servants

known as guardian weirds.

30 Air weirds specialize in information relating to guidance. Earth weirds
warn-of impending doom. Fire weirds weave prophecies of peace and
prosperity. Water weirds hold knowledge of antidotes and healing,

and sizes, at their smallest these pools
fill an area 20 feet across and g0 feet
deep, but whole lakes, volcanoes, or
larger tracts of land or sky might com-
prise them. These pools are more than
merely pure accumulations of natu-
ral elements, though. Each is in fact a
small projection from an Elemental
Plane, which contains a portal to that

hostile realm. An elemental weird holds
great control over its pool, possessing
the power to summon creatures r_hrnuHh
it for aid, as well as the ability to allow
others to enter the pool and pass onto
its home plane. The draw of the Inner
Planes is powerful, though, and a weird's
control is not absolute. Thus, many
have accidentally entered the pool of an
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elemental weird and met swift deaths,
either from the inherent dangers of the
flowing and grinding elements or upon
the unforgiving Inner Planes. Just as
frequently as mortals seek to employ an
elemental weird’s gift of foresight, they
often request use of a weird's portal to
the Elemental Planes. Weirds are quick to
bargain for their pool's use, but are just
as likely to wantonly refuse—supposedly
out of some prophetic elemental insight,

Being spirits of the Inner Planes,
weirds must maintain their link to their
homes and cannot be separated from
their pools—never straying more than
1o feet, Once, however, an elemental
weird can make use of its pool'’s portal
to travel back to its elemental home.
Upan passing through, the portal closes
and the weird's pool is drawn back to
its mative plane, leaving no evidence of
the oracle's passing, Weirds usually only
leave the Material Plane when they face
assured destruction, risk having their
site forcibly used by the unworthy, or
when their prophecies so demand. Tt
is conceivable that unbound elemental
weirds might be found on the Elemen-
tal Planes, but none have ever been seen.
Some propose that, upon retreating to
their native planes, elemental weirds
merge with the plane, imparting their
vast intellect and observations back to
the realm that spawned them.

SICHOLOGY XD SOCTETY F THE
FLEMENTAL WEIRD

While aloof toward the mortal races of
the Material Flane, elemental weirds pos-
sess a certain fondness for creatures tied
to their source element. Most often, this
relationship resembles that between a
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puardian and a servant or a demigod and
a worshiper. Since a weird cannot travel
away fram its pool, these attendants serve
vital roles as scouts, messengers, and the
eyes and ears of the weird,

In regards to their own kind, weirds
often live solitary lives; although on rare
occasions as many as four might collect
in places of particular power, impor-
tance, or elemental convergence. Inter-
racial hostility is unknown to weirds,
and groupings involve weirds of mul-
tiple kinds as often as weirds
of the same kind.

Often the
existence of
multiple
weirds in
close proximity spawns

numerous legends and local traditions
relating to seeking mystical guidance,

The four most commeon weirds dis-
play a wide range of unigue traits and
affectations. These tendencies often
hint at the type of information likely
to provide,

Air Weirds: These weirds speak of
facts and places, yet they speak of such
in a manner more direct than most.
For these elementals, the world exists
as a compass with many choices, with
each choice a possibility and each con-
taining its own dangers and rewards.
Unable to predict the actual future of a
chosen direction, they supply informa-
Hion regarding the facts of the journey.
These flighty creatures offer neutral
indecisiveness to most mortals, seeing
all paths as equal but leading to vastly
different journeys.

In trade for their insight, air weirds
often Tequest artifacts from far-flung
nations, lost environments, or even other

planes. A rock from a mountain that long
ago eroded to sand or a gear from Tvash-
tri's Laboratory on the Cutlands would
not be unusual offerings.

Earth Weirds: Possessed of a cold,
calculating mindset terrifying to most
mortals, and capable of foretelling
the death of thousands or the arrival
of great wealth with equal dispassion,
these weirds speak of future events the
same as those in the past, Viewing the
passage of time with the same indif-
ference as mountains, earth weirds
often speak of general fates, under-
standing that mortal minds lack the
ability to comprehend exact details on
an immutable future,

Emblems of finality and the bounty
of the land most appeal to earth
weirds. The skull of a thousand-year-
old lich, crushed to powder, or a stone
that has never been exposed to any
sort of light might both appeal to one
of these elementals,



Fire Weirds: Fire weirds represent
the most empathetic of the weirds,
Foretelling dreams of hope, love, and
nourishment, these weirds provide
the light in the dark to those who seek
them out. Offering hope, however, falls
short of actual investment in the well-
being of those who seek their council.
Fire weirds provide what aid they can
while retaining the same reclusive
nature and quid pro quo manners of
their sister weirds.

Fire weirds favor offerings that embody
positive feelings and the wishes of other
creatures, such as the aged heifloom of
a noble family, a kingdom's royal crown,
or, ultimately, a preincarnate soul from
the Bastion of Unborn Souls on the Posi-

tive Energy Plane. Fire weirds care little
for the emotional or moral associations
mortals place on such items, so stealing
such a gift matters little to them.

Water Weirds: Great hopes of the
sick and needy, water weirds grant life
where only death walks, assisting those
who need more than faith to survive,
These weirds grant boons in the way of
curative secrets and answers to over-
come the unconguerable. Due to their
direct opposition to many in positions
of power, most leaders see water weirds
as embodiments of anarchy and dis-
cord to be rooted out, In response, they
remain the most secretive of weirds.

Water weirds seek rare items with

healing properties, the regalia of fallen

tyrants, and secrets capable of unseating
whole dynasties, The longest segment of
the Rad of Seven Parts—capable of casting
heal once per day, the noose that hung a
deposed despot, or the illicit diary of an
empress might all tempt a water weird,

FLEAENTAL WD LAIRS

Few creatures claim to know how, where,
and why pools containing elemental
weirds form. Even elemental weirds
themselves seem to have little choice
in where they lair, with some dwelling
in regions cut off or inhospitable to
most other sentient forms of life. While
some claim weirds simply appear in |
areas strong with their associated ele-

ment, others propose these elementals

exercise their incredible foresight when

choosing a lair, selecting homes where

they might someday be needed.

The lairs of weirds often take advan-
tage of their elemental nature, while
allowing limited access to allies and sup-
plicants. Places suitable to maximize the
abilities of summoned elemental protec-
tors also constitute preferable territories,

Alr Weirds: While air weirds prefer
open spaces, such as wide plains or high
mountains, any place with expansive
open space provides the proper ele-
ment for these oracles. Alternately, an air
weird'’s pool might linger above a rocky ‘
coral reef under the great sea sky or at
the heart of an enormous underground |
cavern—where air is most rare. |

Earth Weirds: Remote wilds make
ideal lairs for earth weirds, The green-
ery of life and death appeals to these
creatures just as much as the grim,
lifelessness of often-barren tunnels
and lightless chasms. Mountain peaks
and desert wastes also please the harsh
mentalities of these weirds.

Fire Weirds: By far the most
restricted by the natural appearance of
their element, fire weirds prefer lairs
within volcanoes or places deep within
the crust of the earth. Boiling springs,
geysers, and voleanic fields, as well,
sometimes make comfortable homes
for these prophets. Fire weirds have
been known to appear in the midst of
great forest fires, meteor strikes, and
even blazes in communities resulting

September 2006 DRAGON 347




ECOLOGY

70

PROPHECIES

Elemental weirds are known for their mystical foresight and puzzling prophecies.
The fallowing examples show the forms of speech and type of word games to
expect from the four commaon elemental weirds.

Air 5
“Walk the realm of angry winds to find

and an angry roar shields the spirit. A

kerchief comforts the bloodiest pit of
lamentation, which falls to the stor.”

This advice from the air weird Sister

Storm directs travelers through two
portals to the star-shaped gatetown of
Tradegate on the Outlands. The first
portal is guarded by an androsphinx
ta the painfully noisy layer of Pandemo-
nium called Cocytus, the layer of lam-
“entation. & handlkerchief is the gate key
to the second portal, at the bottom of a
nﬂﬁ?pﬁmm‘wﬂdﬂimﬂm&-

Earth

“When the blackened sea is stolen,
“And plague pyre fills the sky,
“and four are fortresses fallen,
“Then You and I must die.

“With eyes aboie the steppes,
“And & heartless iron roar,
“Night's tide eternal rises,

T man exisis no more."

The eaith weird known s the Obsidian

Duchess of Geoff spoke this forbidding
rhyme, seemingly referring to some

from lightning strikes. In such cases,
fire weirds tend to realize the short-
lived nature of their surroundings and
escape through their pools before the
flames burn out,

Ice and Snow Weirds: Ice weirds
commonly remain near glaciers or
constantly frozen lakes, while snow
weirds enjoy the deep tundra (see
Frosthurn). The occasional weird might
use its portal to perpetually freeze
unnatural areas; such as an entire
island during summer, an ancient
tree that remains snow-covered year
round, or a mountain perpetually cov-
ered by a glacier.
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retreating back to the Plane of Earth.

“7:19 And on the shore black madness
reigns, and a bounty of gems buys dis-
cord and dork hearts. 7:20 Yet over seas
'q_f!ﬁt#niiwrﬂufdurim Jies sealed
the sister of vice, whase lust uninds a
dauble death.”

The much-debated “Wells of Dark-
ness" passages from the Etheric
Serolls, a collection of prophecies dic-
tated by the three fire weirds together
known as the Oracle of Ashes.

Water

M mie ies the cure.
“Wind in ugmr chalice.
“From his pride springs Iife.”

When entreated for aid to cure a
devastating plagm:, the water weird
called the Spirit of the Silver Stream
spoke this haiku. Adventurers even-

tually employed the weird's portal to
‘travel to the City of Glass on the Ele-

mental Plane of Water, Once there,
they discovered that the well-loved

garden of a jann leader, Sheik Yasuf,

held a rare kind of grape whose wine

possesses healing properties.

Water Weirds: More adaptable than
most might expect, water weirds occupy

deep ocean bottoms, great rivers,

underground springs, tny streams,
or even the occasional town well In
some cases, a great flood or tusnami has
moved a water weird's pool, though just
as often a weird retreats back to its home
plane to avoid potential destruction.

LESSER ELEMENTAL WEIRDS

A sinuous elemental serpent rises up
before you, its body cumprrsrd qf
raging  primie-
val force.

LESSER ELEMENTAL WEIRD

N Medium elemental (extraplanar, see
below)

Init +8; Senses darkvision 60 ft.; Listen
46, Spot +5

Languages Aguan, Auran, Ignan, or Terran

CRS

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

hp 36 (8 HD)

Fort +3, Ref +3, Will +4

Spd 20 ft. {2 squares), burraw 90 fi. or fly

90 f. (perfect) or swim 90 fi.

Melee slam +7 (1d4+1 plus 1dé& energy
damage®)

Ranged elemental blast* +10 (2d6)

Base Atk +6; Grp +7

Special Atk constrict, elemental blast,
elemental command, improved
grab, suffocate

* Energy damage varies by subtype.

Abilities Str 12, Dex 19, Con 11, Int 12,

Wis 15, Cha 11

SQ Elemental glide, elemental

invisibility, elemental subtype

Feats Dodge, Improved Initiative, Mobility

Skills Hide +15, Listen +&, Move Silently
+14, Spot +8

Advancement 9-14 HD (Medium}; 16—
30 HD {Large); 31-45 HD {Huge)

Elemental Blast (Ex) Once per round,
a lesser elemental weird can release a




blast of elemental energy that deals
1dé points of damage per 4 Hit Dice.
The energy type of this damage differs
for each type of weird: air weirds fire a
ball of electricity, earth weirds expel a
glob of acid, fire weirds shoot a burst
of fire, and water weirds discharge a
blast of incredibly cold water. The range
increment for this blast is 30 feet. The
type of damage dealt is the same type
dealt by the weird's slam attack.
Elemental Command (Su) A lesser
elemental weird can attempt to gain
contral over any elemental of the same
subtype as it that it successfully hits
with a melee attack. The elemental
must make a successful DC 14 Wil
save or succumb to the weird's contral.
An elemental that saves against this
attack is immune to that weird's
elemental command ability for 24
hours. There is no limit to.the number
of elementals that a weird can control.
The save DC is Charisma-based.
Cince under the weird's contral, an
elemental serves the weird for 1 day,
until either it or the weird dies, until the
weird disrmisses it, or until the duration
of its summoning expires, It obeys
the weird explicitly, even if ordered
to attack the being who originally
summened it. The weird does not need
to communicate to maintain control
over any elemental it commands.
Improved Grab (Ex) To use this ability, a
lesser elemental weird must hit with
its slam attack. It can then attempt to
start 3 grapple as a free action without
provoking an attack of opportunity,
if it wins the grapple check, it
establishes a hold and can suffocate.
Suffocate (Su) While being grappled by
a lesser elemental weird a creature is
deprived of air. Mormally, a creature can
hold its breath a number of rounds equal
to twice its Constitution score befare it
begins to suffocate. While being grappled
by a weird, 2 creature can only hold its
breath if it makes a DC 8 Constitution
check every round. Each round, the DC
increases by +1. When the character
finally fafls its Constitution chedk, it
begins to suffocate. In the first round,
it falls unconscious {0 hit points). In the
following round, it drops to—1 hit points

and is dying; In the third round, if st
being grappled by the weird, it suffocates.

Elemental Glide (Ex) A lesser elemental
weird can glide through the same
element as its subtype as easily as a fish
swims through water. lts passage leaves
behind no tunnel, nor creates any sign
of its presence. A gust of wind, move
earth, wall of fire, or similar spell that
manipulates elements cast on an area
containing a burrowing weird flings the
elemental back 30 feet, stunning the
creature for 1 round unless it succesds
on a DC 15 Fortitude save.

Elemental Imvisibility (Ex) As a full-round
action, a lesser ebemental weind fully
submerged or surrounded by the same
element as its subtype can turn invisible.
True seeing and similar spells reveal these
creatures as normal,

Elemental Immunities Lesser elemental
weirds passess a subtype related to the
element they embady. This subtype,
air, earth, fire, or water, determines the
damage type of a weird's elemental
blast and slam attack, its immunities
and vulnerabilities (see Chapter 7 of the
Monster Manual), and its movement type,

Lesser elemental weirds are immature
versions of oracular elemental weirds.
Lacking the insight of true weirds, these
lesser versions stay in constant contact
with the elements that comprise them,
letting these primal forces whisper tales
and portents they might one day grow
wise enough to decipher. While most
commonly found on their home planes,
lesser elemental weirds sometimes dwell
near their mature brethren, protecting
them and learning their secrets, although
they might also answer the calls of other
magic-users. It is thought that through
some process lesser weirds evolve into
true weirds, but such does not always
seem to be the case, as ancient and pow-
erful lesser weirds are not unknown.

Lesser elemental weirds exist for at
least all four common types of elemen-
tal weirds (air, earth, fire, and water),
and others might exist. These creatures
understand the language related to their
elemental type {Auran for air weirds, Ter-
ran for earth weirds, and so on), although
they cannot actually speak. =

ELEMENTAL GUARDIAN

- Conjuration (Summoning)
Level Clr 5, Drd 4, Sor/Wiz 5
VoS
_mmmmlm :
'ws&m{zsﬁ_ﬂwzmk;
d lesser

You Wﬂ;l'm‘ﬂf a lesser ﬂamzmi
weird to guard an area you dﬁtg-
‘nate. Choose one of the four types
of elemental weirds: Inﬂﬂ!hﬁ‘tk.
- g-foot area comprised of the same
“elemnent, The weird cannot move
~more than 100 feet from that spot
“and cannot leave the element that
it is hﬂuﬂd-tﬂ.FﬂEmﬂ'Iﬂ!; a lesser
wmw&dﬂnﬁh; pointin a pond
could not leave the pond or go more
than 100 feet from the point it is
' hnundmgmiiu:_m air elemen-
tal would have free range within a
~space or open air but could not fly
farther than 100 from the designated
point.. Thl.’ lesser demmﬁ mii_ :

"u{_wfd :tta:h anfw;e_uum'
than you that comes within range of
its attack. If you speak the same lan-
guage as the weird you can provide
it with more detailed instructians,
like to not attack specific individu-
- als or members of mﬁc races, or
to only attack certain creatures. The
elemental weird obeys your com-

mands mﬁlﬂ&urﬂzsdm or
the spell's duration expires, at which-
time it dap:‘rt: back to %hﬂppmpﬂ-
ate Elemental Plane.

- Aagth level caster mﬂpmw—
neacy and expend 3,500 XP to make
this spell permanent. This effect binds
the lesser elemerital weird mthemi
until it is n‘eamrd.

Material Componert: A bowl or
b:ﬁur Flled with an element cor-
wﬁlﬁng to the lesser elemental
wﬁrdwu plan to summon.
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pellcasters have been obsessed with the four elements
Sfur centuries, The mercurial freedom of air, the stability

of earth, the destructive power of fire, and the cleansing
nature of water each represent a facet of power many seek
to control. Through the years, a number of creators have
crafted a collection of potent magical treasures to master
these elements.

Boofs of fire Walking

While wearing the boots of fire walking, you can climb a
conflagration without feeling the heat of the flame.

Description: Crafted from the skin of a salamander,
these comfortable boots, covered in red scales, adjust to fit
the size of your feet,

Activation: Wearing these boots activates their abilities,
Effect: When worn, the boots of fire walking grant you the
ability to walk on lava as if it were solid ground and to climb

flames as though they were solid rock (requiring a DC 15
Climb check). While wearing boots of fire walking, you and
your equipment are immune to environmental heat damage,
although the baots of fire walking offer ne protection from
attacks that deal fire damage {magical or otherwise) Thus,
you could attempt to climb a slow-moving lava fall or climb
to the top of a bonfire, but you are not protected from a
scorching ray or a _fireball,

Aura/Caster Level: Faint abjuration and transmutation;
CL sth.

Construction: Craft Wondrous Item, protection from enevqy
(fire}, spider climb, 13,750 gp, 1,500 XP, 38 days.

Weight: 1 b

Price: 37,500 gp.

Bracers of Whirlwind

Bracers af whirlwind transform you into a viclent storm in
which vou may trap your foes.
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A Hastery of

Description:
This set of thin
electrum bracers
is engraved with
images of blowing
leaves and swirling
clouds, The bracers, slim enough to let you easily hide them
under loose clothing, adjust to fit when you don them.

Activation: Once per day as a standard action, you may
cross your arms at the wrists and invoke the power of
the bracers of whirlwind by exhaling a deep breath. The
transformation lasts for 15 minutes, although you may
dismiss the power of the bracers early and return to your
normal form as a move action,

Effect: The bracers transform you into a violent
whirlwind made of air, granting you DR 10/magic and a
flight speed of 100 feet (perfect). The whirlwind form is
4o feet high and behaves in all ways as the whirlwind of a
Large air elemental (see page g5 of the Monster Manual),

AurafCaster Level: Moderate transmutation; CL 7th.

Construction: Craft Wondrous ltem, gaseous form, 4,000
£€p. 392 XP, 10 days.,

Weight: 1 |h.

Price: g.8o0 gp.

(andle of Sweet Breezes

The candle of sweet breezes fills the area around you with
clean, breathable air.

Description: White swirls decorate a slim blue candle
held within a relatively plain silver candleholder.

Activation: Lighting the candle of sweet breezes as a
standard action activates its abilities.

Effect: When lit, a candle of sweet breezes creates a faint gust
that forms a bubble of pure air in a radius of 6o feet that
eliminates scents as well as airborne diseases and poisons.




Other air is displaced by the
bubble. The air within this
bubble is safe to breathe
1 round after lighting the
candle, regardless of any vapors
or previous lack of air. The breeze
created by the candle is very slight and
does not disturb anything heavier than
dust, Characters gain a +z bonus on
saving throws made to resist breath
weapons that enter the area of the
candle. The candle burns for 1 hour,
after which time its magic fades and
any previous environmental effects
reestablish themselves normally. Once
lit, the candle canmot be reused. Due
to the magic of the candle, lighting
the wick cannot result in an explosion,
even if the candle is ignited within a
flammable gas,

AurafCaster Level: Faint evocation;
CL3rd,

Construction: Craft Wondrous Item,
gust of wind, 750 gp, 6o XP, 2 days.

Weight: 1/2 1.

Price: 1,500 gp.

(hoker of the Sirens

This choker grants you several qualities
of a siren, including a captivating song
and the ability to breathe water.

Description: The choker of the sirens
is a black leather choker edged in lace
with two pearls set at its center. In
addition to the two obvious pearls, the
choker possesses an empty setting for a
third stone. It occupies the same slot as
an amulet.

Prerequisite: The ability to breathe
water functions regardless of the
owner's gender, but the captivating
song functions only for females.

Activation: The ability to breathe
water functions as long as the choker
is worn and does not require any
activation. Once per day, you can
captivate others by singing. You do not
need ranks in Perform {sing} to use the
captivation ability. A male character
canmot use the captivating song feature
of the choker of the sivens,

Effect: While worn, the choker of the
sirens enables you to breathe water in
addition to breathing air, as the spell
water breathing.

Omly a female

character can call forth the true power
of the choker of the sirens. Oncee per day,
when you sing, all creatures within

go feet of you must make a Will save
{DC 12 + your Charisma modifier) or
become captivated. This is a sonic,
mind-affecting, charm effect.

A captivated victim moves toward
you in the most direct way possible.
The creature can avoid hazards and
moves to avoid attacks of opportunity
when able, A creature that takes
damage is granted a second saving
throw with a +2 bonus,

Captivated creatures can take no
actions other than to move toward
you. A victim within 5 feet of you
becomes fascinated and helpless, and
it doesn't break free of the fascination
effect unless it takes at least 1 point
of damage (which grants it a saving
throw with a +2 bonus). The effect
continues for as long as you sing, to a
maxirnoum number of rounds equal to
3+ your Charisma modifier (minimum
1 round}. A bard's countersong ability
allows the captivated creature to
attempt a new Will save,

Attaching a pearl of the sirens
{ Dungeon Master’s Guide, page 263) to
the empty setting of the choker of the
sirens increases the choker’s DC by +2.

Aura/Caster Level: Moderate
enchantment and transmutation:
CL 6th.

Construction: Cratt Wondrous Item,
water breathing, enthrall, 21,800 gp, 1744
XP, 22 days.

Weight: 1/2 |b.

Price: 43,600 gp.

Hlemental Elixir

This elixir infuses you with the
raw power of the Elemental Planes,
changing your body,

Description: Found in a metal flask,
this elixir comes in four varieties—
ane for each element; air, earth, fire,
and water. Each flask contains only
one dose,

Activation: Drinking the elixir
grants you its power.

Effect: A dose of elemental elixir
transforms you into an elemental of
your size and of the kind the elixir is
keyed to. The transformation lasts for
30 minutes, although you can dismiss
the transformation as a standard
action before the duration expires.
For example, a halfling drinking
an air elemental elixir transforms
into a Small air elemental, while an
ogre drinking a fire elemental elixir
becomes a Large fire elemental. For
the duration of the transformation,
vour type becomes elemental and
your subtype changes to match your
new form. You gain the Strenpth,
Dexterity, and Constitution scores of
the new elemental form but retain
vour own Intelligence, Wisdom,
and Charisma scores, You also gain
all extraordinary and supernatural
special attacks and qualities
possessed by the new elemental
form. Neither changing into the new
elemental form nor returning to your
natural form results in the healing
of any hit point damage. If slain, you
revert to your original form, although
you remain dead,

Aura/Caster Level: Moderale
transmutation; CL 7th.

Construction: Crafl Wondrous
Item, polymorph, 700 gp, 56 XP, 2 days.

Weight: 1/2 b,

Price: 1,400 gp.
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(foves of Burrowing

Gloves of burrowing allow you to
tunnel through the ground.

Description: Appearing as flexible
cracked rock, a pair of gloves of
burrowing are made from the stony
hide of a xorn or similar elemental
creature with the ability to burrow
through earth,

Activation: Simply putting on
the gloves grants you the ability to
move through earth and stone, In
addition, ence per day, you can make
a sudden chopping motion to grant
you the ability to mold stone as clay,
but doing so causes the gloves of
burrowing to lose all power for 1
hour afterward.

Effect: While worn, the gloves of
burrowing grant you the ability to
push through earth or stone with a
burrow speed equal to one half your
base land speed. Your passage is like
that of an earth elemental, leaving
no tunnel behind for others to
follow and indeed no signs of your
passage at all. In addition to the
ability to move through the ground,
gloves of burrowing grant you the
ability to use stone shape once per day
as a gth-level sorcerer.

Aura/Caster Level: Moderate
transmutation; CL gth.

Construction: Craft Wondrous
[tem, passwall, 40,500 gp, 3,240 XP,
81 days.

Weight: 121

Price: 81,000 gp
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Lascit's Aquatic Earring

This piece of fine jewelry allows you to
understand the creatures of the sea.

Desecription: This earring bears a
small sapphire carved in the shape of
a ]r:Lp‘inH fish h;mging inside a golden
hoop, Almost imperceptible, the words
“Ear of the Sea”are engraved upon the
hoop in Aguan.

Activation: Wearing the earring
allows you to understand and speak
Agquan. In addition, once per day you
may purposefitlly rub the sapphire
with a drop of seawater, as a standard
action, in order to activate the speak
with animals power of the ¢arring. Las-
cit's aquatic earring doesn't take up any
magic item slot,

Effect: Lascit’s aquatic earring grants
vou the ability to understand and speak
Aquan as a constant effect. In addition,
once per day, the wearer can speak with
animals as a sth-level druid, but with
aquatic animals only.

AurafCaster Level: Faint divination;
CL sth.

Construction: Craft Wondrous Item,
speak with animals, comprehend languages,
9,750 2p, 790 XF, 10 days,

Weight: —

Price: 19,500 gp.

fiing of Immolaion

A ring of immolation wreathes you
in flames that provide a powerful
deterrent to foes that get too close.
Description: This brass ring is
crafted in the shape of two flames
whose tips meet to form a circle about
your finger. The ring of immaolation is
always warm to the touch, regardless of
the actual ambient temperature,
Activation: Putting on the ring
engulfs you in violet flames,
Effect: Fire encircles your
body, igniting nearby flammable
objects and dealing 1d6+7
points of fire damage to those
who attack you with a melee
attack. Enemies using
amelee reach
weapon are

Q

Qo 9

not subject to this damage. In addition,
you can deal 1d6+7 points of fire
damage to 3 foe with a successful touch
attack. You cannot suppress the flames
as long as the ring is worn, but they are
instantly extinguished if you remove it,
The flames radiate light as a torch.

Auraf/Caster Level: Moderate
evocation; CL 7th.

Construction: Forge Ring, fire shield,
28,000 gp, 2240 XP, 56 days.

Weight: —

Price: 56,000 gp.

Ming Boulder

As lhﬂf sling boulder flies toward your
enemy, it changes from a simple sling
stone to a great boulder.

Description: A plain burlap bag
contains 2dq simple polished stones
usable as ammunition for a Small or
Medium sling,

Activation: You fire a sling boulder
like any other bullet. The magic of the
sling boulder can only be used once and
is expended when fired, whether or
not the sting boulder hits,

Effect: These +1 sling stones are more
than they appear. When fired from a
sling, the stone instantly transforms
into a large boulder that deals 2dé+1
points of damage (plus your Strength
bonus), instead of the normal 1d4 for a
sling bullet.

AurafCaster Level: Faint transmuta-
tion; CL 3rd.

Construction: Craft Arms and
Armor, shrink item, 184 gp, 15 XP,

1 day.
Weight: 12 Ib each.
Price: 167 gp each. w
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SCRIPTURE OF
ELEMENTAL EVIL

by Owen K.C. Stephens « illustrated by Vincen! Dutrait

The compiled blasphemies known as the Scripture of Elerental
Evil have a long and confused history, tying back to the atrocities
of the dreaded Temple of Elemental Evil, the foul rites of evil
archomentals, and the plots of the mad god Tharizdun (Sce
page 123 of Complete Divine)l Numerous fiend worshipers and
dark cultists have employed these spells in the past: fanatical
priests of supposedly forgotten deities; the fiendish acolytes of
Zuggtmoy, Demon Queen of Fungi; and the deluded cultists of
the Elder Elemental Eye

In truth, worshipers of the god Tharizdun produced the
ariginal Seriphure of Elemental Evil after their lord was imprisoned
and became unable to affect the world directly. His most devoul
followers believed if they could create spells in their god's honor
and persuade others to cast them, the escape of his profane
enengics would result in his eventual freedom. Convincing
members of other religions that the spells were j__::.c:ur.wl by
forgotten deities, they spread their blasphemous works, tricking
their dupes into speeding Tharizdun'’s unholy release. To hurther

hasten their sinister work, these zealots also formed the cult of
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the Elder Elemnental Eve, a mysterious religion that still lingers
today. Most worshipers, however, are unaware that the Elder

Elemental Eve is truly an aspect of Tharizdun.

BLAZE BONES

Evocation/Necromancy [Evil, Fire]
Levek: Clr 2, SorfWiz 2

Components: V, 5

Casting Time: 1 standard action
Range: Short (25 {1, + 5 ft. aflevels)
Targets: One corporeal undead
Duration: 1 round/level

Saving Throw: Will negates (see below)
Spell Resistance: Yes

You wreathe one corporeal undead creature in a corona of

flames. Unintelligent undead receive no saving throw against

this spell. The undead creature gains a +2 bonus on all melee

attack rolls and deals an additional 1d6 points of fire damage




with every successful melee attack. It
also takes 1d3 points of fire damage
every round. Any eflect that prevents
the 1dj points of damage {such as
fire resistance) also ends the blaze
bones spell.

If the undead drops to o hit points
while under the effects of this spell, it
explodes in a small burst of flames. The
flames deal 2dé points of fire damage
to all creatures adjacent to the undead
{Reflex save for half).

BURNING-HATE

Enchantment/Evocation [Evil, Fire|
Level: Clr 2, Sor/Wiz 3
Components: V, 5

Casting Time: 1 standard action
Range: Short (25 ft. + 5 ft. 2/levels)
Target: One creature

Duration: 1 round/level

Saving Throw: Reflex half

Spell Resistance: Yes

You fire a balt of flame at the target,
both dealing darnage and marking it as
the target of your hate. The bolt deals
1d6 points of fire damage per two levels
{maximum 5di). A successful Reflex save
halves this damage. A thin halo of flames
surrounds the target for the remainder
of the spell's duration. The flames deal
no damage, but they inspire great hatred
in you and your allies when looking at
the target. You and your allies gain a +1
morale bonus on all attack and damage
rolls made against the target for the
duration of the spell.

CAUSTIC DISDAIN

Enchantment/Evocation [Acid, Evil]

Level: Clr 4, Sor/Wiz 4

Components: V, 5

Casting Time: 1 standard action

Range: Medium (oo fl. + 10 ftlevel)

Target: One creature

Duration: 1 round/level

Saving Throw: Fortitude
(see text)

Spell Resistance: Yes

partial

You encase one target in a field of
acidic vapor, The field deals 1d6 points
of acid damage each round, with a
Fortitude save allowed for halfdamape.
(A single save is made for the duration

of the spell.) The aura of acid lingers
around the targel, causing a foul odor,
making its appearance haggard and
unkempt, and mapically dampening
the enthusiasm of characters wishing
to assist your target.

Any creature wishing to cast a spell
noted as “harmless” (in the saving throw
line of a spell's description) on the
target during the duration of the spell
must make a Will save, On a failed save,
the caster loses the spell and that part
of his action. A caster may make a new
save each round. Once a caster saves
against the caustic disdain, he ignores the
effect for the remainder of the duration.
This spell does not prevent the targeted
creature from being affected by area-of-
effect spells,

COLD O

THE GRAVE

Evocation/Necromancy [Cold, Evil]

Level: Clr 2, Sor/Wiz 2

Components: V, 5

Casting Time: 1 standard action

Range: Close (25 ft. + 5 fl.[2 levels)

Target: One creature or object

Duration: Instantanecus

Saving Throw: Fortitude
(see text)

Spell Resistance: Yes

partial

You fire a ray of deathly cold necromatic
energy. You make a ranged touch attack

against one target, dealing 1d6 points of

cold damage and 1d6 points of negative
energy damage. The target takes 1 point
of Strength damage +1 additional point
of Strength damage per 4 caster levels
{max 5 points), A successful Fortitude save
negates the Strength damage,

LIFEROT

ConjurationfNecromancy [Evil]
Level: Clr 3, Sorf/Wiz 4

Components: V, 5

Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Target: One creature

Duration: 1 minute/level

Saving Throw: Will partial

Spell Resistance: Yes

The target of this spell begins to sprout
fungal growthsacross its body, particularly

.i-,DUM. SCHOOL SPELLS . _
| Some of the elemental spells pre-
[ sented in the Scripture of Elemental 1
-Buil are dual-schooled, 2 concept
rs't introduced in the Player's
© Handbook II. Dungeon Masters
without that bosk can either simply
Lrestrict the spells to spellcasters
| with access to both schaols {pre-
i‘cnting a specialist wizard with no
:.:-. chantment spells from casting
Urning hate, for example), or treat

arcund wounds or injuries. For the
duration of the spell, the target cannot
be healed by any magical means, as every
wound is filled with life-leaching fungi.
A successfill Will save allows the targel
to receive half the benefits of magical
healing for the duration of the spell.

This spell is immune to the effects
of dispel magic but can be ended with a
remove curse, remove disease, or diminish
plants spell,

STORM SLAVE

Enchantment{Evocation [Electricity,
Evil]

Level: Clr &, Sor/Wiz 6

Components: V, 5

Casting Time: 1 standard action

Range: Medium (100 ft. + 10 ft.flevel)

Target: One creature

Duration: 1 round/level

Saving Throw: Reflex partial

Spell Resistance: Yes

Chains of lighining hind a target, entan-
gling it and dealing 2d6 electricity dam-
age each round. (An entangled creature
moves at half speed, cannot run or charge,
takes a—2 penalty on attack rolls and a —
penalty to Dexterity, and must make a DC
15 Concentration check to cast spells) A
target may escape by taking a full-round
action to make a DC 25 Strength check or
a DC 30 Escape Artist check.
Additionally, the target can choose to
free itsell from the chains of electricity
by submitting to a charm monsier effect.
The target becomes aware of this
option t round after the spell is cast.
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If the target allows this, the storm slave
spell ends, and the target is affected
as if by charm monster with no Wil
save {the target is considered to have
consciously failed any saving throw).

If the target of the storm slave makes
its Reflex save, it is not entangled by
the lightning and takes only 1d6 points
of electricity damage a round. It may
still end the spell by allowing itself to
be affected by a charm monster effect.

A creature that touches the target of the
spell (to heal it, aid another, or even make
an unarmed or natural weapon attack)
takes 1d6 points of electricity damage.

PARNAYATA

Comjuration (Summoning) [Evil,
see text]

Level: Clr §

Components: V, 5, DF

Casting Time: 1 round

Range: Medium (100 ft. + 10 fL.{ levels)

Effect: One summoned avatar of ele-
mental evil

Duration: Concentration, uptoa
round/level

Saving Throw: None

Spell Resistance: No
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You conjure a being equal parts
elemental foree and unabashed evil
known as an avatar of elemental evil
(see page 7 of Monster Manual 1V).
You can use this spell to summon a
cyclonic ravager, a holocaust disciple,
or a waterveiled assassin. You must
be caster level 18 or higher, though,
to coerce a black rock triskelion into
answeringyoursummons. The creature
you summon appears in the spot you
designate and acts immediately on
your turn, attacking your opponents
to the best of its ability. You must
concentrate to maintain this spell's
effect, but commanding the creature
is a free action.

If you speak the avatar of elemental
evil’s language and are close enough
to communicate with it, you can direct
it to attack particular enemies or to
perform other actions. An avatar can't
be summoned into an environment
hostile to it in any way (for example,
you couldn't summon a holocaust
disciple underwater or a black rock
triskelion in midair).

When you use a summoning spell
to summon an avatar of elemental
evil related to air, earth, fire, or water,
it becomes a spell of that type. &

 ELEMENTAL EVIL
Ihaf Seripture of Elemental Evil pos- |
_' ses5es several new spth,

!ﬂc Spells
-Level Cleric Spells

. Blaze Bones: Enhance an undead
__w:th flames that also damage it. !
| Burning Hate: Deal 1d6 fire dam- ~ §
age/two levels and inspire hate
toward your target.

Cold of the Grave: Deal 1d6 cold

' ’damagt, 1d6 damage from negative

ausﬁc Disdain: Deal 1d6 acid 4
- damage/round te target and make
others less willing to aid it.

. Bth-Level Cleric Spells

. Storm Slave: Entangle target in

¢ fightning and possibly cause it to
“accept a charm monster effect, k.
_ Bth-Level Cleric Spells '
‘ Summon Avatar of Elemental Evil:
iCalls powerful being of elemental
# evil to fight for you.

e e i

* Sorcerer/Wizard Spells

and-Level Sorcerer/Wizard Spells

"-* E*ﬂﬂ Bones: Enhance an undead.
i flames that also consume it. L
- Cold of the Grave; Deal 1d6 cold g.,
damagr. 1dé damage from negative
ern:rgy and Strength damage.
3rd-Level Sorcerer/Wizard Spells
'Eumrng Hate: Deal 1d6 fire dam-
jeftwo levels and inspire hate =
oward your target. HES
‘# -Level Sorcerer/Wizard Spells

i, Coustic Disdain; Deal 1d6 acid :
 damage/round to target and makes |
athers less willing to aid it. i
. Liferot: Cover target in fungi,:
g aking it unable to benefit fr
agical hﬂl}ng

e
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OFEICIAL ANDWERY
{0 1OUR QUESION

This month, the Sage delves into the mysteries of magic. Send your
questions for the Sage to sageadvice@paizo.com.

What are the Challenge Rating adjust-
ment and level adjustment for an
awakened animal?

The rules don't state such values, soit’s
up to the DM to decide. Chapter 4 of the
Monster Manual suggests that an animal
should gain +1 to its Challenge Rating
per 3 extra HD; since awaken adds 2 HD
along with an Intelligence and Charisma
boost, +1 seems like a reasonable value,

Since most animals don't have a
level adjustment listed, calculating the
effect of an mwaken spell on LA is more
complicated. Your best bet is to look at
the final result and determine a level
adjustment for that creature (rather
than calculating separate level adjust-
ments for the original animal and the
awaken eflect), Page 25 of Savage Species
has advice on setting level adjustments.

Does an awakened tree gain skills
and feats?

Here we must determine which of
two statements takes precedence. The
awaken spell states that the tree “has
characteristics as if it were an animated
object” {except for its type and its Intel-
ligence, Wisdom, and Charisma scores),
while the Monster Manual indicates that
any creature with an Intelligence score
has skills and feats.

The Sage believes that the spell's
description should take precedence, so
the tree wouldn't gain any skills or feats.

Upon casting awaken undead (Libris
Mortis, page 62), does the undead in
question gain skills and feats?

Awaken undead specifically states
that the targets “do not regain any
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skills or feats they had in life," which
strongly suggests that the creatures
don't gain skills or feats of any kind
{other than the armor and weapon
proficiencies they had in life, as indi-
cated in the next sentence),

What happens when multiple crea-
tures dominate the same target?

In most cases, both dominate effects
would work normally. Each time one
of the controllers pives the target a
command, the target follows that com-
mand to the exclusion of all other
activities. As long as the commands
don't conflict, the tarpet simply follows
all commands given.

The only sticky situation comes
when the orders conflict, but that's
handled on page 172 of the Players
Handbaook: “1f the controlled creature
receives conflicting orders simul-
tanecusly, the competing control-
lers must make opposed Charisma
checks to determine which one the
creature obeys.”

Is a character who remains within the
area of effect of an Evard’s black ten-
tacles spell subject to being grappled
again after avoiding the tentacles ini-
tially, or only upon entering the area?

It appears that Evard’s black temtacles
attack anyone a) in the spell's area when
the spell is cast, or b) anyone entering
the area, but not ¢) anyone within the
area of the spell on later rounds but
free of the tentacles. Thus, if you avoid
the initial attack er free yourself from
the grapple, the tentacles won't attack
you again.

Do spells like Evard’s black tenfacles
and ice storm affect a creature with

damage reduction overcome by magic
and bludgeoning? Do the tentacles and
hailstones deal magical bludgeoning
damage?

Any damage dealt by a spell or other
magical effect is unaffected by dam-
age reduction.

How does Evard’s black tentacles work
on the Ethereal Plane? How about the
Astral Plane?

Just fine, thanks for asking,

The Sage is guessing, however, that
vou're more interested in knowing
how the spell works with no surface
to be cast upon, rather than when cast
on another plane, {Both the Ethereal
Plane and Astral Planes include small
areas of solid ground.)

Evard’s black tentacles only func-
tions if there is a surface from which
the tentacles can spring. The spell
includes “water” as a surfice from
which the tentacles can grow, but it's
unclear whether this means the surface
of a body of water or simply anywhere
within a body of water (the Sapge leans
toward the former option, as it often
makes more sense). The spell simply
fails to function if cast in open space,
whether that's the void of the Astral
Plane or simply the air a hundred feet
above the ground.

Canyou detect explosive runes with detect
maygic before they actually explode?
Assuming you don't cast detect magic
while actually reading the runes, yes.
For example, a character casting detect



magic from across the room, or on a closed book with explo-
sive runes on an interior page, would detect the explosive
runes but wouldn't set them off.

If my character moves from a square within the ares of a
grease spell to an adjacent square outside the spell’s area,
does he have to make a Balance check?

Wo. As a general rule, terrain effects only apply to char-
acters entering a square with the terrain cffect, not to
those leaving such a square. A creature leaving a greased
square need not succeed on a Balance check to do so
(of course, he must have succeeded on a Reflex save to
remain standing).

Is a character in the area of a grease spell flat-footed?

Yes. Any character who is attacked while balancing is con-
sidered flat-footed unless he has 5 or more ranks of Balance
(Player's Handbook, page 67).

If a creature standing in the area of a grease spell takes
damage, does it have to succeed on a DC 10 Balance check
or fall down?

Yes. Any creature who takes damage while balancing must
make another Balance check against the same DC (in this
case, 1c) to remain standing {Player’s Handbook, page 67).

Could a person use a full-round action to move 5 feet
through difficult terrain as a way to get out of the area of a
grease spell without making a Balance check?
No. This action {described on page 144 and page 140 of the
layer’s Handbook) simply represents the fact that no matter
how difficult the terrain is {or how slow your movement has
become), you can still move at least 5 feet each round.

Can you choose not to bring along an item you carry when
you cast teleport? If you're manacled, can you teleport out
of the manacles?

The teleport spell states that you “can"bring along objects,
which indieates that it isn't mandatory. Thus, a manacled
wizard could cast teleport to free herself from captirity.

Mordenkainen's disjunction does not say that it actually
physically destroys an item. Can a wish restore the item's
original magic abilities?

The wish spell has a specific list of effects that it can safely
produce, but “restore the magic of an inert item” isn't exactly
one of them. However, it does allow you to “create a magic
item, or add to the powers of an existing magic item,” which
seems pretty close. This costs twice the normal XP cost for
crafting the item, plus an additional 5,00 XP,

Would Mordenkainen’s disjunction affect an intelligent
magic item?

Mordenkainen’s disfunction states that it affects all “magic
items” within the radius of the spell. Even though intelligent
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items are considered to be creatures
(specifically constructs, according
to page 268 of the Dungeon Masfer’s
Guide), they are also still "magic items”
and thus can be affected by Morden-
kainen's disjunction.

The Sage can already hear the
next question: What's the difference
between a golem (creature; immune
to Mordenkainen’s disjunction) and an
intelligent magic item (creature; not
immune to Mordenkainen's disjunction)?

Unfortunately, this is just one of
those places where two completely
separate arcas of the rules have
grown together in an unusual man-
ner. Historically, golems and intel-
ligent magic items haven't shared
much (if anything) in common. But as
the rules for golems have made them
more like magic items (in that they're
crafted in a similar manner) and the
rules for intelligent magic items have
made them more like golems (in that
they're considered creatures with the
construct type), weird situations like
this occur. Two adjacent branches, but
growing from slightly different trees,
and therefore interacting slightly dif-
ferently in occasional corner cases of
the rules.

Here's the important distinction:
Golems are not magic items, and
Maordenkainen'’s disjunction only affects
“magical effects and magic items.”
Intelligent magic items are, as one
would expect from their name, magic
items (even though they're also crea-
tures), so the spell affects them.

If Mordenkainen's disjunction stated
that it only affected objects, the answer
might be different (since an intelli-
gent magic item is a creature, not an
object). But it doesn't, so it's not.

Can a Mordenkainen’s disjunction
destroy magic items stored in a bag of
holding? What happens to the items
within if it destroys the bag of holding?

It's mot entirely clear where items
stored within a bag of holding (or
similar storage item) actually “are”
(whether stored inside a bigger-than-
it-looks container or actually floating
in some extraplanar void). The bag's

T [

entry (Dungeon Master’s Guide, page
248) simply describes it as opening
“into a nondimensional space” with
an “inside larger than its outside.”

The Sage’s suspicion is that most
DMs consider items within a bag of
holding to be "not there"—that is, the
items aren’t actually bouncing around
on the owner's hip but are instead
suspended in an extradimensional/
extraplanar “somewhere else.” The
Sage further suspects that this deter-
mination is a combination of a) ease
of game play and b) a leflover legacy
of previous editions of the game.

The simplest solution, then, is to
say the items in a bag of holding aren't
actually present to be affected by Mor-
denkainen’s disjunction (or any other
effect that might otherwise damage
items stored in a bag or pack).

That doesn't, however, render such
items perfectly safe. The rules don't
state this clearly, but the entry for
the bag of holding strongly suggests
that if it is destroyed by any means,
the contents are “lost forever." Thus,
a Mordenkainen's disjunction spell that
successfully turns a bag of holding into
a normal bag also “destroys” anything
held within the bag. (A dispel magic or
similar effect that simply suppressed
the bag's magic would strand the items
temporarily, but they'd be reachable
again as soon as the magic returned.)

When you grow larger with righteous
might, do you also get the -2 pepalty to
Dexterity for growing from Medium
to Large? The spell deseription does
not indicate that, but other descrip-
tions for size increase do.

No. The changes to statistics by size
indicated in Table g=2 in the Monster
Manual are primarily a guideline for
monster creation, rather than hard-
and-fast rules. Although many size-
change effects mimic the numbers
given on that table, each such effect
has its own unique properties that
don't necessarily match the table.
(The enlarge spell, for example, grants
only a +2 bonus to Strength, in con-
trast to the +8 bonus listed on Table
4=2.) -

[by Aaron Williams

SOMEONE N THE COMPANY
SCREWED THEM OVER. _
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WiLDERNESS MARKERS

hose who live in the wilds use

a system of markers to com-

municate with one another,
providing details of the lands they
protect and explore. Such markers
are composed of only a few straight
notches to allow guick carving and
easy memorization. Keeping a basic
shape allows outdoorsmen to cre-
ate’ new symbols when needed.
Even though new markers don't
always communicate their ‘\'PI."I.':”I'
meanings, the peneral idea of the
marker is obvious.

Wilderness markers tend to be
relatively permanent, as their users
engrave them into tree bark and
rocks, Wilderness markers come ina
variety of different groupings. Mosl
g'l'i.?'li]'!:“ Iil:l'.i.' 4 Ccommaon "'|]':.l|_.H' ‘!|F||.'||'I
which all other markers are based.
Larger geographic features form an
exception, as the symbols used to
represent them resemble the fea-
tures themselves and thus do not
have a single basic shape.

Wilderness markers come in a
variety of different groupings. Most
groups have a common shape upon
which all other markers are based.
The most frequently used wilder-
ness markers appear here,

Rogues and other scalawags within
ijifj .'I.'I'Iti. |.'|r|'|ii'|'| I‘TIH'ET(}T]IIIEIITF use
another set of markers that reflect
the hazards and opponents they
might face. Check out "Urban Mark-
ers,” in the Adventurer Class Act on
page 86 of DRAGON #343. -




SHELTER
The basic shape for a shelter is two parallel vertical lines with a high horizontal line connecting them. It represents a door-

way or portal leading into a shelter. Usually, an arrow indicates the direction to the shelter,

Shelter Cave Hovel Cabin Lean-To . Sanctuary  Castle Fort or Trading Post
Outpost

Hunting GrounDs

The basic shape for foraging and hunting grounds is a bisected vertical line. It represents the stem of a plant or the spine

of an animal respectively.

e Rt et b

Foraging Edible Edible Medicinal Sacred Spell Srmall Medium  Large Game
and Hunting  Plants Roots Herbs Herbs Components  Game Game
Dancer

The basic shape for danger is a diamond. It represents the el eye.

Qe Kb R Ko %

Quicksand Hot Ash or Bluffs or Crevasse Avalanche Traps or Loose Sail or

Danger
Lava Flow Cliffs Snares Sink Holes

Warter

The basic shape for water is a "W," which represents waves,

WML Y W W R XX

Water Good/Safe Bad/Unsafe Good River or Strong Current Swamp or
Drinking Drinking Fishing Stream Marshes
GeocrAPHIC FEATURES

Pictographs of notable geographic features represent the features themselves,

ST F— % &k

Mountains - Deciduous  Evergreen Ocean Geyser Salt Flat Valeano
or Hills Forest Forest Spnng
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by Peter van Bleichert » illustrated by Eva Widermann

~ ARCHAEOLOGISTS

rchaios Logos: In ancient Greek, it
means “discussion” or "study of
the ancient.”

Archaeologists- collect and classify
material evidence of the past—usu-
ally long-dead cultures of prehistory
or that history has lost. Seeking physi-
cal remains, the archaeologist explores
the Underdrak, underwater, and across
the planes, whileé an equal amount of

time is spent in the libraries of

the great cities, flipping among
dusty tomes and transcribing clues

and facts that lead to lost places
and relics.

As a scholar, an archaeolo-
pist cherishes the opportu-

nity to penetrate a sealed

tomb or temple. He deci-
phers and records glyphs
and runes or covets
artifacts . and
While most other

relics,

PCs adventure
for the glit-
ter of gold
ar  sparkle
of magic items,

the archaeologist

traces his hand
over the texture of
rock, pausing to
read a wall panel
or clear a vine-
concealed mural.
\ According to the

\ archaeologist,

treasure adds another piece to the
world’s knowledge of all events trans-
piring before the present.
Archaeologists fall into two general
camps: collectors (sometimes called
acquirers) and true archaeologists (called
antiquarians), Bards and wizards excel as
archaeologists; with diviners being the
best of the best. Other classes sometimes
find the intellectual lure of the past too
intriguing to pass up, but they frequently
lack the all-consuming passion for infor-
mation found in wizards and bards.
While bard archaeologists have the
advantage in skill points, much of what
a bard can do with skills a wizard can do
with spells. Almost every divination spell
a wizard can cast is-useful to a collector.
Second only to divination is transmu-
tation. Mending repairs valuable finds
that history has been unkind to, reduce
person grants the archaeologist access to
areas otherwise cut off from him, knock
gets the archaeologist past the trickiest
locks, fly puts him out of reach of some
dangers and into reach of some riches,
and stone shape opens walls and speeds
digs (among other uses]. At the higher
levels, telekinesis allows the collector to
retrieve distant finds or set off pressure-
plate traps, move earth also speeds digs,
and control water eliminates (or at least
reduces) one of the most common and
frustrating obstacles in lost tombs,

THE CoLLECTOR

Operating at a quicker pace than the true
archaeologist, the collector pauses only
mamentarily to admire the architecture
of whatever ruins he finds. Archaeology
is useful to the collector as a means of
accomplishing goals, and he rarely uses
its techniques for pure research or for
the sake of written records. Dedicated
to acquiring rare and unique items of
great value (whether mundane or magi-
cal), collectors focus their time and



energy on discovering relics and finding
ways past ancient guardians and wards,
An acquirer lacks the care and patience
of an antiquarian, but his results are
frequently just as exciting—at least to
those interested only in the gold-piece
value of an uncovered treasure.

The collector Dbenefits from infil-
tration skills (Balance, Chmh, Disable
Deevice, Jump, Open Lock, Search), as well
as Appraise, Decipher Script, and various
Enowledge skills (especially geography
and history) Gifted with many use-
ful class skills, as well as the invaluable
bardic knowledge class ability, a bard
makes an excellent choice for a collec-
tor. A wizard who follows this path does
well to consider taking a level of rogue
and supporting his spellcasting with
Practiced Spellcaster {Complete Arcane). A
spellthief {Complete Adventurer) collector
can make for a very interesting charac-
ter as well. Regardless of his beginning
class, a collector can also benefit from
the temple raider of Olidammara pres-
tige class (Camiplete Divine, page 67},

THe TRUE ARCHAEOLOGIST

Once he arrives at a site, the true
archaeologist divides it into 3-foot-by-
3-foot squares. He and his assistants
draw schematics of the site’s topog-
raphy and log and record finds in situ
(where they are found). He then care-
fully removes, inventories, and prop-
erly stores each find. When the anti-
quarian returns from the field to the
academy, college, library, or museum
that lunched the expedition (digs arc
expensive and need backers), items
are dated and organized by epoch and
the creating civilization, Such work
requires huge investments of time,
making it impractical {or at least dull)
for most adventuring groups. Thus, a
true archaeclogist PC benefits from
the Leadership feat: he can set up the
dig and leave the messy and boring
details to his cohort,

The true archaeologist benefits from
interpersonal skills (Bluff, Diplomacy,
Intimidate, Sense Motive), Decipher
Script, Knowledge skills (especially
geography and history), and Speak Lan-
guage. An antiquarian with the Leader-

ship feat has a ready supply of followers
in his students. A bard who follows the
path of the true archaeologist should
not be afraid to use his bardic music
abilities in order to enhance his other
talents. Meanwhile, methodical research
and analytic deseriptions of discov-
eries are pillars of both archaeology

and wizardry,
ArcHAEOLOGIST FEATS

The following feats assist archaeclo-
gists in performing their duties, Other
characters interested in uncovering
and interpreting the past or locating
items of great value might also find
use for these,

CHRONICLE [GENERAL]

You can accurately discern the date
of an art object and sell it to a proper
establishment for a higher-than-nor-
mal rate,

Prerequisite: Int 13, Appraise 4 ranks,
ability to cast arcane spells,

Benefit: You gain a +1 bonus on
Appraise checks, By succeeding at a
DC 20 Appraise check you can discern
the approximate age of a nonmagical
art object (any treasure that isn't coins,
gems, or jewelry). If you succeed at this
check, you may sell the item toa college,
musenm, schiool, or university for more
than its actual value, depending on the
age of the item, You may only attempt
the special Appraise check once. You
must sell the item to an academic
institution, and not to an individual,
merchant, or shop. The age of the item
determines how much more you can
get for it, as shown on the following
chart, Your DM might adjust the listed
vears to better match the age of his
campaign world,

Object's Age Extra Value
<100 years —
100-199 years +1%
200-499 years +5%
500-999 years +10%
1,000-1,999 years +15%
2,000+ years +20%

Special: If you belong to an affilia-
tion (Player's Handbook II, page 163) that
15 an academic institution (a college,
museum, school, or university), you may

THE ARCHAEOLOGIST'S
TOOLKIT

Besides starting gear, the follow-
ing additional equipment serves an
archagologist well: silk rope (5o ft.),
bullseye lantern or comman lamp,
light hammer and pick, net, fine
brush, spade shovel, thieves' toals,
and traveler's outfit.

A hand crossbow and dagger
sults the archaealogist better than
larger weapons. Some choose to
combine tool and weapon into ane,
as with the whip.

instead sell items at the normal amount |
to gain a +1 to your affiliation Score for

every 2,000 gp you forgo (to a maximum

of +10),

FIND RELIC [GENERAL)]
You possess an uncanny ability to find
lost treasures,
Prerequisite: Ability to cast locate object,
Benefit Whenever you pass within
1o feet of an item or object worth more
than 1,000 gp you are entitled to a
Search check to notice it as if you were
actively looking for it.

RELICGUARD SPELL
[METAMAGIC]
Your spells do not damage objects.
Benefit: A relicguarded spell has no
effect on objects. It cannot target an
object and any object caught within its
area is immune to its effects, even if a
creature helding the item is affected.
Creatures immune to spells that do not
affect objects (such as constructs and
undead) are also immune to a relic-

guarded spell,

TRAP MASTERY [GENERAL|
You are adept at locating, disabling, and
evading traps.

Prerequisite: Knowledge (architec-
ture and engineering) g ranks, Investi-
gator or Nimble Fingers.

Benefit: You gain a +1 bonus on Dis-
able Device and Search checks made to
locate and disable traps, In addition,
you gain a +1 bonus on all saving throws
made to avoid the ill effects of traps, =
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- Lost ONEs

hey say everyone has his faith
shaken now and then. Maybe
a beloved family member dies
n:yﬁTerinusJ-.. or 2 war tears ap;grt
homes and ideals. Even the most pious
of a deity’s worshipers are sometimes
left shaken by tragedy. Usually, though,
these feelings of unease pass and faith

is restored, if not strengthened.

But not always,

Those who wander the world,
looking for answers to questions per-
taining to gods and men, are known as
“lost ones.” Paladins, clerics, favored
souls, and even druids and rang-
ers can all succumb to hopeless-
ness and doubt. Despite their
misgivings, only rarely

do lost ones completely
renounce their former
deities.  Typically,
lost ones only seek
explanations ko
their guestions.
Once they have
their answers
they

nothing

want

It & T €
than to
regain
their

ties’ good graces.

dei-

Some losl ones band
together, and these

frequently
wide

.\.L:].IT'I'P“
llllli}i{' :1r|'.'q. 5
of alignments and
A lost one of
Obad-Hai, for example

might work with a

leliefs,

lost one of Ehlonna in
order to discover the

true path together;
and once they

find what they seek they might discover
the uselessness of their rivalry. Other
outcasts and lost ones occasionally search
for these bands in hopes of finding
acceplance and camaraderie, but they
rarely succeed. If such folk are worthy,
a group of lost ones find them frst.
Lost ones watch taverns, adventuring
guild houses, temples, and other places
where discouraged souls who need some
sassurances of faith might dwell.

A lost onme worships every day,
almost always in a loose and informal
style. He finds himself free of the strict
codes of his church; enabling him to
contemplate his deity’s workings in
the world. This practice puts a lost
one in danger of never returming to
the comforting embrace of his deity,
Frequently, such a lost one begins to
worship a more ideal version of his
deity, losing sight of the true being he
revered in the first place. Sometimes,
a lost one goes as far as refuting the
existence of the actual deity. Tt is then
that the lost one becomes truly lost.
A truly lost character loses all class
features of the divine spellcasting
classes he had until he finds a way to
return to his deity'’s good graces (this
psually requires a quest of some sort
and is never as easy as just casting
atonement). Alternatively, other, more
simister deities |:nigi'|‘. work to convert
the character to their worship, often
through subtlety and subterfuge.

Regardless of the deity he worships,
the class features of a lost one's
abilities frequently change—a signal
of his new-found status. A lost one's
alignment cannot match that of his
deity, nor can it be diametrically
opposed. This might cause the lost
one to change his alignment, which
might make the lost onc lose access
to his class features (such as a paladin
taking a level of lost one)




Becoming a lost one might cause a
character to change his alignment.

Variant Ciass FEATURES
When a character begins to doubt his
own faith, his abilities change to reflect
his newfound status. The following
variant class features list the lowest
level at which they may be taken. Vari-
ant class features first appeared in
Player's Handbook 11,

DOMAIN FOcus

Clerics lose their way the most easily,
especially at lower levels, Even more
experienced clerics sometimes become
shaken by unexpected tragedies. When
a cleric loses his way and sees only the
“pure” version of his deity, he focuses
on a single aspect of his deity to the
exclusion of all others,

Level: 1st.

Replaces: 1f you select this class fea-
ture, you lose the ability to spontane-
ously convert prepared spells into cure
or inflict spells. You also lose access to
one of your domains and all spells on
that domain spell list are permanently
removed from all your spell lists,

Benefit: You gain many of the ben-
efits of your remaining domain as if
you had taken it twice.

You gain double the benefit from
your remaining domain’s granted
power, if applicable. If your remaining
domain granted power has a limited
number of uses per day, you mayv use
the domain granted power twice as
many times per day; if your remaining
domain granted power offers a
bonus, the bonus is doubled. If your
remaining domain granted power
has limited uses and also grants a
bonus {(such as the granted power of
the Destruction domain), you must
choose which to double: the number
of times per day you can use it or
double the bonus; you do not gain
both, The number of uses per day that
doubles does not count additional
uses based on ability scores. For
example, domain granted powers
that grant you the ability to turn or
rebuke elemental creatures grant
you that ability a number of times

per day equal to 6 + your Charisma
maodifier, and not 6 + double your
Charisma modifier.

FOCUSED ANIMAL

Those allied with nature are perhaps
the hardest to distemper, but even
druids can lose their faith. When a
druid no longer reveres the entirety of
nature, he sometimes learns to com-
municate with his closest ally: his ani-
mal companion.

Level: 1st.

Replaces: If you select this class fea-
ture, you do not gain trackless step,
wild shape, or woodland stride,

Benefit: You gain the effects of a
continuous speak with animals spell, but
you may only use it to speak with your
animal companion. In addition, for the
purpose of determining your animal
companion’s beonus Hit Dice, natural
armor adjustment, Strength and Dex-
terity adjustment, bonus tricks, and
special abilities, you are treated as a
druid two levels higher than you actu-
ally are, This does not allow you to gain
a more powerful alternative animal
companion at an earlier level. See page
36 of the Player’s Handhook.

POWER OF THE SELF

Paladins are hardest hit by becoming
lost ones. They lose the strict rigidity
of their knightly nature and are cast
out into the world without a moral
guide or a strong sense of who they
are. Lost one paladins lose many of
the blessings bestowed upon them by
their deities, and must adapt to a life
where their personal skills are more
important than their divine gifts.

Level: 4th,

Replaces: [f you select this elass
feature, you do not gain divine grace,
divine health, or your special mount. 1f
you have already gained on or more of
these abilities before becoming a lost
one, you immediately lose access to
them upon becoming a lost one,

Benefit: At gth level and every
four levels thereafter (8th, 12th, 16th,
and zoth), you gain a fighter bonus
feat, just as if you had taken levels
in fighter.

SOLITARY HUNTING
A ranger who loses his faith also loses
his most obvious blessing of nature: his
animal companion. In return, though,
he becomes even more self-reliant,

Level: 15t

Replaces: If you select this class
feature, you do not gain your animal
companion, If you already have an
animal companion, it abandons
you immediately.

Benefit: Your favored enemy bonus
also applies to your attack rolls.

ResuiLDING Your
CHARACTER
Variant class features require you to
acquire them at specific levels. But
what happens if your character loses
his faith at a higher level? If you have
already reached or passed the level at
which you can take the feature, you can
use the retraining option described on
page 102 of Players Handbook IT to gain
an alternative class feature in place of
the normal feature gained at that level,
As described in Player’s Handbook 11,
retraining is similar to attaining a new
level, and in fact the option can only be
chosen during level advancement,

THE PROCESS

You can trade the necessary clase fea-
tures of one of your character's classes
for a variant class feature of that class.
If the variant class feature gained has
prerequisites, not only must the char-
acter meet them in his current state,
but you must alse be able to show that
he met them when you could have cho-
sen the level originally.

The new option must represent
choice that you could have made at
the same level as you made the origi-
nal choice. Also, the new choice can't
make any of your later decisions ille-
gal—although it might automatically
change class features acquired later if
they are based on the initial choice,

Dvine Conversion

Page 193 of Flayer’s Handbook 1T also has
rules to allow a cleric to willingly change
his deity. The retraining rules can't be
used to accomplish this task. =
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- THE RANGER GUIDE

here useful.
Two-Wearon FiGHTING

is vital to the archer

Feats: Dual Strike

Two-Weapon  Detense

Fighting (Complete Adventurer).

strikes and natural weapons),

but  both

apply lo every attack,

his guide employs charts, rules
clarifications, - suggestions, and
rulebook references to enhance
and ease the playability of rangers.
While designed for rangers, fighters,
rogues, and scouts might also find
much of the informatien presented

The Two-Weapon Fighting feat tree

(Complete
Adventurer),  Greater Two-Weapon
Defense { Complete Warrier), Improved
{Complete
Warrior), and Oversized Two-Weapon

Combat Expertise adds its penalty
to all attacks but its AC bonus only
once. Power Attack doesn't apply to
light weapons {except for unarmed

You can use a light thrown weapon
with the two-weapon fighting rules,
but you need Quick Draw to draw
enough weapons for your
attacks{exceptforshuriken)
Rapid Shot works with
Two-Weapon Fighting,
penalties

Prestipe Classes: Dervish (Complete
Warrior) and {Complete
Adventurer),

lempest

ARCHERY
The Point Blank Shot feat tree is vital
to the archer.

Feats: Complete Warrior provides
Improved Rapid Shot, Ranged Disarm,
Ranged Pin, Ranged Sunder, Sharp-
Shooting, and Zen Archery.

Prestige Classes: Arcane archer
Master’s  Guide), cragtop
archer (Races of Stone), order of the bow

(Dungeon

initiate (Complete Warrior), peerless
(Silver  Marches),
(Complete Psionic), and warsling sniper

archer soulbow

{Races of Faeriin),

SCOUTING AND TRACKING
The Players Handbook contains clear
mechanics for Listen {page 78), Search
(page 81} Spot (page 83 and for
tracking (page 101). Terrain and weather
maodifiers, though, make scouting more
complicated.

Feats: Alertness, Quick Reconnoiter
(Complete Adventurer), and Skill Focus.

Prestipe  Classes:  Bloodhound
(Complete Adventurer), consecrated harrier
(Complete  Divine),
(Compiete Adventurer), justicar [Complete

highland stalker
Warrior), and secker of the misty isle
(Complete Divine),

AnimaL CompaNIONS

Ranger animal companions gain
special abilities at a reduced rale
Although an amimal companion
gains Hit' Dice; it does not increase
1Tt . SYEC. R‘L"I-_{Hli!l animal l.'{!l'l'-'.'l.i'!-;”'ll{ﬂ'l.‘i
have good Fortitude and Reflex saves,
but dire animal companions have all
good saves,

Feat: Natural Bond

Adventurer).

(Complete




ARCHERY MODIFIERS

Prestige Classess Animal lord TRACKING CREATURES
(Complete  Adventurer) beastmaster ~ Circumstances Penalty Survival
(Complete Adventurer), waverider (Savage Firing into meles -4 DC Modifier
Species), and wild plains outrider Firing into melee = Creature Size! (for tracking)
(Complete Adventurer), with Precise Shot Per three creatures -1

Firing into grapple ~~ Random in group being tracked

WiLp EmpaThy et Fine .8
The wild empathy ability allows rangers Rapid Shat -2 per attack Diminutive +d
to improve the attitude of animals. A improved Rapid Shot i Tiny +2
wild empathy check equals 1dzo + your ~ Small +1
ranger level + your Charisma bonus. Target's Medium +0

Circumstances AC Bonus ~ Large : : =1
Favoreo ENemiES Targetkneeling  42AC Huge 2
Favored enemy bonuses apply to Bluff, or sitting Gargantuan E e |
Listen, Sense Motive, Spot, and Sur- Target prone +4 AC Colossal -8
vival checks, as well as weapon damage Target helpless - ~ Every 24 hourssince  +1 ;
rolls, used against a favored enemy. nrph*mul : e trail was made e

Feats: Favored Power Attack and
Improved Favored Enemy (Com-

Every hour of rain since 41
trail was made

plete Warrior), SURFACES AND TRACKING Fresh snow cover since  +10
Prestige Classes: Darkwood stalker  Surface Survival DC trail was made :
{Complete Warrior), gnome giant-slayer Verysoft ground. - 5 1 For a group of mixed sizes, apply
(Complete Warrior), and hunter of the Soft ground 10 only the modifier for the largest
dead (Complete Warrior) focus on types of Firm ground 15 size category
favored enemies. = Hard ground 20
PRECIPITATION AND TRACKING
Precipitation Spot Listen Search Survival
Effect Modifier Modifier Modifier Visibility DC Modifier
Rain -4 £ Reduced by ¥4 Visibility' (for tracking)
Snow -4 4 -4 Reduced by ¥4 Overcast or w0
Heavy snow —4 o -4 Reduced to 5 feet moonless night
Sleet -4 -4 -4 Reduced by 14 Maonlight +3 |
“Hail +0 —4 40 No reduction Fog or precipitation +3
Storms -8 -8 -8 Reduced by ¥4 Tracked party hides trail 45
Strong wind +0 = +0 No reduction {and moves at half speed)
Severe wind +0 -4 +0 Mo reduction 3 Apply only the largest modifier
Powerful storm?  — — - Reduced ta 0 from this cotegory

2 In @ powerful storm (such as a severe windstorm, hurricane, tornado, or
blizzard), Listen, Search, and Spot checks are impossible. Additional effects
appear on pages g4—95 of the Dungeon Master's Guide.

TWO-WEAPON FIGHTING

T e e i OF
Circumstances Hand Hand
Initial —New Attitude (DC to Achieve) — Normal penalties -6 -10
Attitude Hastile Unfriendly  Indifferent Friendly  Helpful Off-hand weapon  —4 -4
Hostile ~ Less than 20 20 B 35 50 is light
Unfriendly* Less than g 5 15 25 40 Two-Weapon -4
Indifferent’ —  Lessthanl 1 15 I8 Fighting feat
Friendly - - Less than 1 1 20 Off-hand weapon -2 -2
Helpful i S = Less than 1 1 is light and
4 Most wild animals begin with an attitude of unfriendly, Two-Weapon

5  Most domestic animals begin with an attitude of indifferent. Fighting feat
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by Aaron Williams "M we learn from histery is that we learn
nothing From history.” -Hegel

PIFFANY? IT'S IMPORTANT TO DE-
MAUGHTIFY THE ICHOR IMPS. BEFORE COUNT BILE,
EOT IT? AND ARTAX, FIREBALLS AREN'T YOUR

. STRONG SUIT 50 DOW'T USE THEM. IVIR.




_ COMICS

D°YA EVER THINK l

YEAH. LIFE
THE BIG QUESTIONS.
\WHY ARE \WE HERE?
WHAT'S THE MEANING OF
IT ALL? IS THERE A

CREATOR?

"* MORE 10 THIS?

/vesg seL AT

£F JusT THIS END
| TOIL IN THE D n&:% N,
g ) DAY IN AND DAY...

ARE WE ALONE

I HIS
i ey \6F IN THE UNIVERSE? St
i h - LOOK AT
3 i
= IS THERE MORE
TO EXISTENCE THAN THE GRIND!

Hﬂ‘%gﬁt

: WONDERING :
| MONSTER |
TABLE.

©2006 SHETLAND PRODUCTIONS JOUN@KOVALIC.COM WWW.DORKTOWER.COM
HTTP://WWW.LIVEDOURNAL .COM/USERS/MUSKRAT _JSOHN
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AsAl STOP

SURRENDERI!

THE ORC BUT HE POTSONED A
F =4
SURRENDERED! ARMER'S WELL! KILL PRI 1
WE ARE NOW WE ALL Saw HIM DO IT] DOES NOT SONERS
KILLING PRISOMERS IS EVIL!
OBLIGED TO WHY SPEND 8 DAYS
TAKE HIM TO A DRAGGING HIM TO THE WE ARE NOT EVIL!
CITY FOR A MEAREST CITY?! ;
FAIR TRIAL.

TELL YOU WHAT...IF IT BUGS DINDIL, YOU'RE A RATIONAL 1 THINK DOMATO 1€

YOU SO MUCH, TURN AROUND. ORC-HATING DWARF. DO AR Anote Loy
I'L DO THE YOU THINK WE SHOULD ITS BVIL TO KILL A
DIRTY WORK. | ABSOLUTELY MOLLYCODDLE THIS EVIL PRISONER.

FIME! I GIVE up!
LET'S SHEPHERD SAW THIS ORC POISON

THIS ORC FOR DAYS | A WELL. WE WANT HIM
AND DAYS 50 HE |
CAM HAVE & TRIAL!

WO VINODOL MMM 0O0F B ATINSOW ANOL
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COMICS

Order:Stick. o Rich g

We were just
talking, you know, about this is really gonna
h H:ﬁb?:zr?rc’rh': nothing in particular, and blow your mind: My
._ “isf;m:v‘ . ; nfwnsmﬂEmnhmehas

. Wait, I thought
8. But my Mom My Wisdom it wos weird enough
says that's just i on 8 tool that we all had the same
becaouse I don't battleaxe, or were all
g wearing black. :

%'.1 ='f-\§4 e %:g

5 :i’;m*?m

I think I have an
idea, Everyone open

! me
your maney pouch ieces. to0, 244 gold
and tell me how B picces.

much you have, ;

_tg‘._..-..#

©2006 Rich Burlew Read more Order of the Stick online at www.GiantiTP.com. A Moment of Self-Realization
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