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An octagonal wooden bar, painted black and adorned with
astral whalebone, stands in the middle of an octagonal
common room. A scantily clad young woman with cloven
hooves instead of feet stands on the bar with a flagon in one

hand, regaling patrons with a sordid song about the Naughty

Gnome of Amoria. A tiny, incandescent blue orb whirls about
the woman'’s head as she croons and capers.

Tables and chairs surround the bar, and the ceiling soars to its
peak 40 feet overhead. Stairs crawl up the walls to an overlook-
ing balcony. Under the balcony, a double archway invites deeper
excursions into the establishment. Large fires fill a double
hearth set into the opposite wall. Standing on either side of it is
a dour dwarf. One has alabaster-white skin, opalescent eyes, a
golden beard, and feathered wings. The other has bat wings,
eyes like dying embers, and a smoldering ash-gray beard.

Mounted above the hearth are three broken weapons: a
greatsword, a quarterstaff, and a waraxe. An ugly iron chande-
lier hangs by a chain over the bar, its continual flames illumi-
nating the room and casting many shadows.

“Forgive my poor manners,” says the woman as she’s helped
down from the bar. “My father’s side, you know. He’s also to
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blame for my dismal dancing—ah, the pain of having two cleft
feet. Seriously, though, my name is Rhapsody Nethervane, the
proprietor of The Morningstar. Can | offer you a cold beverage,
a cozy bed, or something warm instead? Perhaps a fine wine
or pale ale? Flute or flagon, you pick the wagon. | also carry
Stygian Draft. It's bitter swill and hard on the nose, but it’ll
help you forget your recent woes. Sorry for the rhyme—I do it
all the time. Well, maybe not all the time.”
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A 10-foot-diameter gaping portal fills this otherwise empty room.

A swirling maelstrom of violet-black smoke fills the oval gate.




ASTRAL SHIPS

Building an astral ship requires the Craft Astral Ship feat. Flying the
ship requires the pilot (who must have an Intelligence score of 1 or
higher) to sit in a specially attuned chair called a helm. The helm
allows the pilot to propel the ship by thought at a speed (in feet)
equal to 10 times the pilot’s Intelligence score. When the ship pass-
es within a gravity well, such as that generated by a large chunk of
drifting matter, it slows to a default speed of 50 feet. The astral ship
can move at double speed and running speed. Piloting the ship is
always considered a full-round action, and the pilot cannot engage in
other activities while controlling the ship.

A pilot seated in the helm receives a 360-degree mental picture of
the area around the ship, out to normal visibility range. The pilot
feels as if he or she is flying directly over the ship and able to look in
all directions at once.

The helm radiates strong transmutation magic under the scrutiny
of detect magic. It serves as a conduit between the pilot and the ves-
sel and is rooted to the ship. Destroying any part of it (the chair itself
or the parts connecting it to the rest of the ship) renders the vessel
powerless and inert. A helm has the same hardness as the rest of the
astral ship and 3 times its hardness in hit points.

Rarely sold on the open market, astral ships can find their way into
someone’s hands by theft or other means. Excluding custom models,
astral ships generally share the following statistics:

4 Astral Ship: CR —; Colossal Construct; HD 8410 +1d10 per 10
feet of length; Init as the pilot — 4; Spd as the pilot (+30 ft. with psy-
chic sails) in the Astral Plane, fly 50 ft. (poor) in a gravity well; AC
varies (-8 size, +1 natural per HD); Atk as cleric of level equal to the
ship’s HD; Space/Reach 30 ft./10 ft. (or as ram); SA ram, mounted

weapons; SQ construct, hardness; AL N/A; SV as commoner of level
equal to the ship’s HD, with no ability modifiers.

Construct: Like most constructs, astral ships are immune to mind-
influencing effects, poison, disease, and similar effects. They are not
subject to critical hits, subdual damage, ability damage, ability drain,
energy drain, or death from massive damage.

Hardness: An astral ship is usually composed of different materi-
als but has an overall hardness of 5 to 10. An astral ship composed
mainly of wood might have hardness 5, while an astral ship made o
iron would have hardness 10. See the Attack an Object section of the

Player’s Handbook for more information on hardness.

Mounted Weapons: An astral ship can be fitted with heavy cata-

pults, light catapults, and ballistas (see Siege Engines in the
DUNGEON MASTER's Guide for statistics). An astral ship can have one
mounted weapon for every 2 HD it possesses, although nonmilitary
astral ships typically forego a full array of weapons in favor of having
cargo space. A heavy catapult counts as two weapons for the purpose
of determining how many weapons an astral ship can carry.

Ram (Ex): In any round in which no ship-mounted weapons are
fired, an astral ship can ram a Huge or larger creature or object. If the
prow of the astral ship is more than 50 feet away in a straight line
from a target, it can move up to double its speed to deliver a ram
attack using its regular attack bonus. The ram deals either bludgeon-
ing or piercing damage, depending on the shape of its prow. The
damage dealt equals 1d10 per point of the astral ship’s hardness. For
example, an astral ship with hardness 10 deals 10d10 points of dam-
age with a successful ram attack, or triple damage on a critical hit
(threat range 20).
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A large, lumpy chair composed of hardened resin and con-
toured to fit a humanlike form rests at the back of the room.
Ropy tendrils of hardened resin sprout from the chair’s back
and merge seamlessly with the walls of the ship.




NEW FEAT: CRAFT ASTRAL SHIP [ITEM
CREATION]

You can create an astral ship—a vehicular construct designed exclu-

sively for travel on the Astral Plane.

Prerequisite: Spellcaster level 15+.

Benefit: Provided you have the material resources, you can build
an astral ship that harnesses the power of thought to ply the Astral
Plane. The cost of building an astral ship includes the cost of the hull
as well as all the materials and spell components that are consumed
or become a permanent part of it.

The first task is to construct a facility (either a spacious workroom
or warehouse)—at a cost of 2,000 gp. The second task is building the
astral ship’s body or hull. You can assemble the hull or hire someone
else to do the job, but the builder must have at least 10 ranks in the
Craft (shipmaking) skill.

The real work of creating an astral ship involves extended magic
rituals that require two months to complete. The rituals allow you to
“grow” the ship’s helm—an organic chair that attunes the ship to the
thoughts of the pilot. You must labor for 8 hours each day in the facil-
ity where the ship is being built. The helm can be shaped and config-
ured according to your whim. Once fully grown, it can propel the ship
through the Astral Plane at a speed (in feet) equal to 10 times the
pilot’s Intelligence score. A helm must be attached to a specific astral

ship and cannot be removed and used to control another vessel.
(Removing the helm destroys it and renders the ship immobile.)
However, any creature with an Intelligence score can use the helm
once it is installed.

When not conducting the rituals, you must rest and can perform
no other activities except sleeping, eating, and talking. If you miss a
day of rituals, the process fails and must begin anew. Money spent is
lost, but XPs spent are not. The astral ship’s hull can be reused, as
can the facility.

Hull Cost: An astral ship’s size (primarily its length) and hardness
both factor into the cost of its hull.

The hull costs 25 gp per foot of length. If the astral ship’s width or
depth is half of its length or less, no additional hull costs for size
apply. A hull with a width or depth greater than half the ship’s length
costs 25 gp per foot of added width or depth. Multiply the cost by the
ship’s hardness (usually a number between 5 and 10) to get the final
cost of the ship’s hull. For instance, a 120-foot-long astral ship hull
with hardness 8 would cost 24,000 gp (120 x 25 x 8).

Helm Cost: An astral ship’s helm is double the cost of the ship’s
hull. To create a helm, one must spend 1/25 of the helm’s price in XP.

Psychic Sails Cost: Sails designed to catch the psychic winds of the
Astral Plane may be added to the ship at a cost equal to half the hull
cost. Psychic sails increase an astral ship’s speed by 30 feet.
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Great pillars carved with sneering githyanki faces support the
ceiling of this 20-foot-high chamber. Torches set into sconces
along the outer walls illuminate five square pits in the floor.
Crisscrossing iron bars jut from the walls of each pit, just
below floor level, effectively sealing them. From the floor near
each pit rise two iron capstans, while above each pit dangle
four sets of chains ending in shackles.

Two lifeless yet animate humanoid corpses grip each cap-
stan, but they are the least of the chamber’s horrors. Five
human prisoners in shredded clothes dangle above the pits,
their wrists caught in the iron-wrought grip of the shackles.
They tremble helplessly at whatever fate awaits them in the
pits below.
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Silvery light pours into this sparsely furnished chamber
through four great windows along one wall. A painted statue
stands bathed in the astral luminescence: an imperious, 8-
foot-tall githyanki in ornate golden armor, her greatsword
poised threateningly as if to impale a fallen foe, her face a
mask of ruthless contempt. Bas-reliefs on the walls depict a
legacy of slaughter and conquest, showing fierce githyanki
knights waging war against the vile illithids in stalactite-ridden
caverns. Lovingly sculpted alabaster benches line the walls
beneath these scenes of violence.

A brass table with legs shaped like curling tentacles domi-
nates the room, and atop it rests an alabaster game board
with a set of small, exquisitely sculpted obsidian figurines.
Spaced around the walls are a dozen small niches containing
black candles that cast blue flames. Between the niches hang
tapestries depicting epic githyanki battles against mind flay-
ers, githzerai, astral dreadnoughts, and other creatures.




WEB SUPPEEMENT




WEB SUPPLEMENT

Eight identical githyanki stand at attention in this room, form-
ing two columns. Each warrior is clad in black full plate and
has a red gem embedded in his right eye socket. A black raven
perches on each warrior’s right shoulder.




A 10-foot-diameter gaping portal fills this magically lit but oth-
erwise empty room. A swirling maelstrom of violet-black

smoke fills the oval gate.
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NEW ITEM mind-affecting burst of psychic energy and be stunned for 1d4 rounds.
| Rod of Astral Vengeance: Fashioned from gray-black astral driftmet- Moderate enchantment; CL 9th; Craft Magic Arms and Armor,
al, this 13-inch-long rod can be wielded as a +2 club. Any creature dam-  Craft Rod, greater magic weapon, can only be created on the Astral

aged by the rod must succeed at a DC 15 Will save or succumb to a  Plane; Price 26,000 gp; Weight 1 Ib.
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THE MORNING STAR

OMNE SCHFARE = 5 FEET

KYN'DL STREET

SECOND FLOOR OiMLE ELT_I.-I.!".H_E. = 10 FEET

.

“’GR{}UND FLOOR

OMNE SGLARE = 5 FEET




BASTION OF JRYN'ZALAS

ONE SQUART = 5 FEET )_ _ _(

THE WILL OF GITH

ONE SOUARE = 5 FEET

GROUND FLOOR ) -‘(




