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he conflict beeween good and evil has occurred

throughout Toril’s history and continucs to

permeate-the day-to-day lives of its people—but
netther good nor evil ever manages to get che upper hand
for long,

These archetypes tantalize and terrotize. reavers, crimmals,
miscreants, antiheroes, pwares, murderers, cultises, scducers,
servants ol dark ygods, villains, and archvillains, Evil compels.
Whether i attractive and seductive or depraved and disgusting,
cvi) stnnulates our imaginations and evohes trony responses.

What are heroes wighout great threats—and what 1f you arc
onc of these threats? What grand schenies can you prepare and
evil designs can you exceute i you're not hampered by good weals?
Champrons of Rnin oficrs many opportunitics for hoth players
and Dungeon Masters intereseed ta cxplormg the darker side of
Facrin,

what you Need 1o play

To usc chis sourcebook, you need the Dunarons & Dracons
Player’s Handbook, Dungeon Master’s Guide, and Monsier
Muannal, plus the Lorcorrin R ys® Campargn Setiing,
Finally, several books are referenced tieren. Tn myany cascs,
this reference 1 m the form of a superscript abbreviation of
the book’s ricle, which s tacked onto the end of the name of a
spell, monster, or some other game element. The books (includ-
g some of those mentioned above) and their abbreviations,
when applicable, are as follows. Book of Vile Darkness (BV),
Complete Warrior (CW), Dracononscon (Dra), Epi Level
Handbook (WL, Fiend Folis, Forcerin Riarms Campargn
Serting (FRCS), Lords of Darkuess (L), Magic of Faeriin

[, I~
TIRODUC [T01]

(Mag |, Monsicr Manual [T (MM}, Monstrous Compendirm:
Monsters of Faersin (Mony, Plaver's Guude o Faerin (PG), Racer
of Faverin (Racy, Sevpent Kingdoms (SK 5, Unapproachable East
(Unaj, and Underdart (Und.

How to use This Book
in Your campaign

Champions of Rurr provides players and Dungeon Masters
wleas, options, and tools for incorporating cvil into a campaigs.
It provides now evil races, feats, and magic 1ems. Imziate fears
Jend flavor to cvil divine spelleasters. Supremely evil, powertul
vitlains give the DM a gallery of new foes, patrons, or friends
for the plaver characters. The book 23 a whole of fors a wealeh of
murterial for expanding the role of evil iy a Fortorimy RFanms
campaigin, Alrernatively, much of the book can be used with
mumor adjustments m any seehing.

Intraduction: Wy arc somce people or creatures evil” Here
are 4 number of different phiosophics.

Chapter 1, Races: Three uew races are custom-designed for
Chasnpions of R Mcoct the extavinaar and the krith, two
vicious new races, and, at long last, a plaver can play a dracgloth,
using the monster class mformation provided here.

Cbhapter 2, The Tools of Evil: Morc than a dozen new feats,
moru than forty new spells, and a sclection of newly uncarthed
magic items let characters explore their umbral wrges.

Cbhapeer 3, Prestige Classes: Six new presoge classes are
detajled here, aloog with tps ou how to place them into vour
canupagn

Chapter 4, Evil Organizations: To join or oppose® The player
characters bave many opportunicies with these organizations.
Fach catry mdudes information on joiung the groups as well
as the costs and benehts of membership. )

Chapter 3, Evil Places. Tl nodes, shadow nodes, shrines, and
places of evil power await the brave, desperate, or devious.
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Chapter 6, Encounters with Evil: I lus chapeer of furs practical
advice on corporating vvil player characrers wnto a campaign.

Chapter 7, Charnpions of Evil: Learn more about the elder
evil of Faerun. Aumvor the Undying, Dendar the Night Serpent,
Soucillon the Queen of Whispers, Flltab, and others are detailed
in all thewr gore, glory, and greamuss.

philosophies of evil

Fvil characeers offer @ rich diversity of opportunities for roteplay-

ing. They can be complex people tormented by fadurce to hve up
to good ideals, although some evil characters never bothuer te
analyze whether their actrons are good or evil. Orhers bedieve
that the ¢nd justifics the means, and that good can ulrnnately
come of evil aces; somie are opportunists who serve no higher
purpose than personal advancement,

When playing an evil character, some people have a tendency
to view evil m black-and-whure terms and to @ssume thae the evil
character i the party s looking tor any opportunity to betray,
rob or murder his comparons. This 1 an cxtreme viewpomnt.

Evil can manilest icsell 1 many wiy s, not all of them so
overt a5 stabbing the party’s paladin m the back or tossing
victtms 1nto the fiecry belly of a brazen dol. Whiie assaulc and
wurder are obvious manifustations of an ¢vil characeer’s behay-
jor, ruthless setfishuess can often be @ more potent expressian
of evil than the psychotic thuel who murders his compamons
in their sleep.

A character can be evil and yot not seem o be evil; e can
be evil yer consider himself the epitome of gooduess; or s ¢vil
muyght only show Itselt under cortain conditions, A character who
has contracted l)-callltllrop), tor example, 1ight donate treasure
to widows and orphans, bulld temples, slay dragons, and help old
ladics across the street

bur on the night of the full maon, he
hunts down and slaughters those widows and orphans and feeds
the same old ladies to the dragon. Most of the time he s good,
buz his curse wipes out all the good chat he docs,

A naturally good or neutral character mighe be driven to evit!
through the need o seck revenge, finding evil acts an casy way
to accomplish her goals Another might stray from rightcousncss
and goodness by usmg evil means o jwnify yood ends.

Of caurse, evdd can be self-evident. No one s going to ques-
tion whether the priest of Cyric 15 readly 1 good guy at heart;
he s’t—if he were, Cyrie wouldi’e grant im any spells. But
Just because he is ovil docsi’t meun he is going to slaughter his
companions and steal ther treasure ac the first opporcunity. U
evil were really that self-destructine, good wouldi’t have nearly
as hard a tine combatng it

At the same tinrg, st can be hard to understand what would
motivate a person to becowwe wvil, Tr o the rare imdwidual who
admits—much less embraces—hbemg evil, and most people con-
sider themselves, if not wholly good, certainly not irredeeinably
evil. Yet Faeran is filled with irredeemably evil antiherocs, gods
and monsters.

So what 15 evil?

It you wish to play an evil character, you might act exactly
a» you would play a good character, except in reverse. Instead of
gomg out to slay the red dragon that has been terrorizing the elf
village, you go out to slay the gold dragon that has been terror-
izang the ore village. However, if you are going to interact and
perhaps adventure with a party of good and ncutral characters,
you might need to explore your character’s cyvi] nature a lictle
morc deeply and try to find our what it is thac defines the cvil
alignment you have chosen for him.

Various phulosophies of evil are briefly discussed below. Each
section provicdes tps for what sorts of religion cach philosophy
follows; examples of organizations, deiries, character types, or
creatures that embody a particular phnlosophy; and the align-
nent or alignments comunonly held by those whoe pracrice the
philosophy.

readirion/therce 1s Nno evil

One potential cause for eval 1s sumply followmg the norms and
standards of your ancestors and society. Evil is defined by socicty,
not by the inhercut laws of gods or nature. What might be
considered the darkest taboo in one place might be a perfeerly
aceeptable praceice somewhere ¢lse. For example, slavery is illegal
m many parts of Facran but is (2irly common 1 Thay, where
cven a good person might keep a slave or two sunply because
it 15 2 socictal norm. In some regious, the use of narcotics and
hallucwogenic drugs 1 strongly discouraged, while in others it 1s
an meegral part of the daily spiritual tives of the people,

Other situations are not so obviaus. Sorcery, for example, is
forbulden n some regions for 1o other reason than that the people
distrust it. Anyone practicing sorcery m such a place nught well
e called evil by the region’s judges and sheriffs, whele just across
the border, sorcery s an honared profession. Tn civilized lands,
v1olent retrihution or revenge is the exclusive domain of the civil
or rehigious authorities. The rule of law is meant to protect the
invocent [rom lasty judgment by a grieving lather or angry mob.
11 you arc harmed and you lash out in recaliation, your actions
might be seen to be as eyl s the crime you are avengmy,. But
i horder regmions and lawless arcas where a person has to rely on
Tus own devices, personal acts of revenge are the norm and are
considered no more evil than an act of sell-defense. Tovil can often
be defined not by an mdwidual’s acts or personal philosophy, but
by the culture n which he 1s acting at the fune.

Characters might use this philosophy to justify their actions,
and they could very well be correct, depending on thewr mdividual
crrcomstances. A half-ore from the Spine of the World or a drow
character from the Underdark might have a much more hberal
interpretation of what constitutes cvil compared to someone from
Silverymoon or Cormyr,

In any case, acher the player or the DM must assign an
alignment to the character, if for no other reason than the
fact that alignment plays a eritical role in how certain magic
works—/ar biddance spells, or damage reduction thac is overcome
by a certaun kind of aligned weapon, for example. Marally am-
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biguous characters can be assigned the same abgnmient as their
patron dgity, if no other solution presents itsclf.

Religion: Characters holding this philosophy are ateracted to
small regional or cultural religions and cults. '

Example: Cult of the Dragon.

Comsmnon Alignments: Neutral evil, chzotic evil.

I Am Not evil

Some people recogmize that evil exises i the world, but they
do not in any way think of themsclves as evil, no matter how
depraved their actions nught be. The Eldeech Velouthra (discussed
on page 78 and further detailed i Lords of Darkness)is a perlect
example of an cvil ergamzation that thinks its cvery action s
in the service of good.

A character with this philosaphy must sall be assignied his
correct alignment, no matter what he thinks of himsclf, for the
same reasons as characters who believe in che Teadition/There Ts
No Tvil philosophy. Exther the player or the DM should assign
alignment according to the preponderance of the character’s ac-
tions. If” he occasionally docs good things but most often resorts
to evil ends to justify his cvil means, he should be given an evil
alignnient, no matter wiat hs objections.

Religions: Characters with chis philosophy often worship gods
of good.

Example: Eldreth Veluothra.

Common Aligoment: Lawful cvil

evil curse

The character has become evil through some magacal agent—a
curse from a god, a discase such as lycanthropy, throngh contact
with an artifact, or another form of powerlut magic. In some
cases, his outlook with respect to law and chaos docs not change.
The curse is usually cesisted at first, but the longer it is in effect,
the more Likely 1t 15 that the character will give i to the curse’s
evi) characteristics.

Religions: The character nuight attenipt to retam his lormer
religion, but will gradually gravitate toward a rehigion that most
closely matches his aligniment or that weleomes bim for what
he is now.

Example: Malac.

Special: Good paladins and clencs under an cvil curse usually
lose their divine abilities.

Commov Alignments: All

seduction

The character has been lured with promises of power, glory,
wealeh, or pleasurc into perfornung evil acts. He 1s not proud of
his actions, bue his desire far these rewards outweighs his distike
of what he has become. He might cven come to accept his evil
nature and relish it. A character can be magically seduced through

powcrful enchantment spells or by being awed in the presence

of an cvil god. Seduction ditfers from an evil curse m that the
characeer 3s not opposed to what s happening to hun He snight
ot at firse cven be awarce that he 1s acting im an evil manner, but
when he does realize ity he doesi’t seek to change his ways.

Religions: The character 15 usually acthive withm an evil
rehigion, since it 15 wost often the rcligion, or hus association
wiath ity that has seduced I,

Example: Shar.

Common Alignments: All

Driven To curl

A character could be driven to evil i several ways. His tife or
circunistances might have been so harsh ¢hae he had to commit
evil acts just to survive. He nnght be seeking recribucion for some
unmaginable wroug donc to him or those he loved. He might
be fighting firc with fire, so to speak, duven to ovil just to keep
a worse evil at bas.

Unlike the characrer who docsivt accept-that he js evil, this
type of clharacter often docsiv'e see himself as truly evil—but he
docsn’t deny thac what he has done in the past could be taken
that way. Often, be has sorue grandiose intention to make up for
what he has doue; of course, by that time 1t might be too late
for i to change his ways.

Religions: Any. This sort of uevil is not associated with a
particular religion.

Eramples: Many a thieves’ guild is Glled with these types of
characters.

Commoo Alignment: Neutral cil,

Just plain mean

The character 1s mcapable of controlling his viokent or anti-socia)
impulses. He nvght be kind, itelligent, and perfectly capable
of completing a cask, holding a conversation, and workng suc-
cessfully at a craft. Bur when somethimg sets hun off, chere s
no telling what he’l) do. There 11 no way of knowmg from one
day to the nexe what will igmte his fury; he usually blames hus
outbursts on others and doesn’t accept that he has done anything
wrong, nor docs he fedd repret or semorse.

Religions: A, This sort ol evil 1 not associated with a
particular religion

Examples: Figheers, chicves, and barbarians.

Common Alignment: Chaotic eval.

Natural sorn evil

The character has been brought up in a sociery 1 which evil s
the rule of chumb, and he knows no other way of life. He was
born on 2 bactleficld or i an orc den, learned to deceive atmost
belore lic learnced to talk, and probably commuteed his first eruty
vile act before he was ten years old.
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dikely to hate and fear anything that s different from himself.
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This type of evil character 1s the most likely to undergo an evil ch 01ce

ahgnment shift onee expased to other cultures. He is also the most X . ,
For some reason, the character has chosen to act m an evil

R o . manner, onc that he admits s cvil and lor which he feels no
Religions: The character prefers the shamamstic relimon or ) .

. remorse. 3is reasons might be selfish, he might be bent on revenge
cult in which he was raised. .
. by any mcans possible, or he might be driven to complete a task
Examples: Monster socictics. ‘ . . .
. or achieve a goal, and will let nothing stand m hs way. On the
Commonr Alignments: Chaotic evil, lawful evil 4
other hand, he could simply be a sociopath equally capable of

aces ol extreme good or extreme cvil, neither of which move hun

mad, 1 rell you

emotionally or spiritually, and in which he is incapable of

Because of some psychoss, sceing any cont_mdxction,Charactcrs of l:hIS bent
find it casy to conccal their aligniment

and move about 1n polite society.
Religions: Auy rchigion that
serves his sclfish purpose, -

obsession or overpowertny
phobia, the character s
driven to perform acts of -

comprehensible evil. Even cluding good-aligned anes.
characters dedicated  to

the plilesophy of evil or
to cvil gods often find this

Examples: [ron
Threoue, Arcane Broth-

, ) erhood.
character’s actions beyond

the pale of acceptable
behavior. Depending on
the mature of che mad-

Common Align-
ments: Lawful cvil,
neutral cvil.

ness, the character could

Betrer 1o
rule 1n
Hell than
Serve 1n
Heauen

fecl remorse for the things
he does, but he cannot
stap himself lrom repeating
them. Another character
mught delight in the things
he does, or he might not even
be aware of what he 1s dony.

Religions: Depencdung on the . . .
6 P 5 This character is actively

opposed to good, Ands
goodness to be repellent in
every form, and thinks being

madness and how 1t mamfests,
the character might be incapable
of parucipating m organized reli-

on of any type, or he mighe be a leader . .
& y ol & He good 15 a sign of weakness of

of an evil rehigion or cult. He mmight even
8 5 character. He 15 driven by hate and

be 2 patron of a goed reiigion. But underncath
he hudes a terrible secret, an mipulse that drives

lust and revels in the thwarting of goodness

him to do things that would hornfy a damon. On E{,;,A:Zi’,:;;”’vmm ; at every e, . :
’ y tnsanily Religions: Tlic mast active and radical evil

rehiglons and organizations artract this type of character.

Examples: Cyric, Bane, Shar.

the other hand, sote evil religions and organizations

cauld welcome hun after discovering his madnouess so that they can

manpulare him and mzahe use of Tus particular tulenes, :
. Common Alignments: Any evil.

Examples: Bang, Cyric,

Commeu Alignments: All, cspeaudly those with chaoti

rendencics, 'l"he E[lds‘] USTifllJ The MeQns

. This path follows a slppery . slope. The character seeks sotne
ID hef(':nTllH vl greater good, perhaps the overthrow of a heinous villam or the
: seablshment of a good clhurch or zation in the face of
The character’s race dictates that he i« ovil. This s usually eotablhment of a good church o org:lm:zntllon m. the face o
adversity; nothing will stop her from achieving this goal, even

only the case with certain monstar races, especially undead and . . o
. il she must do evil to accomplish it

outsiders, Religions: The character might bel ligion, but
. i . : The characte t to any a
Rel]gl()ns: M0|]§[Q[ rehglons' |f an)-‘. £ lglons 1w C raceer lTl]g 1 C Oﬂg (0] 'IT]) rc |g]OT] U
Example: Night Masks.

Common Alignments: Any cvil.

good-aligned deities rarely look with favor upon evil acrs.
Exaraples; Mystra, Shaundakul, Qghma. .
Common Alignments: All.




ome yaces are rumored to have a predisposition

toward evil; in fact, this trair varies greatly from

race to race; Tieflings often cxperience prejudice
aganst them because of their evil ancestry even though many
of themn are neutral or cven good. The stercotyping of ticfings
as inherently evil often lacks substance. In contrast, the races
presented here merit their reputations as truly malevolent.
While pot every dracgloth, extaminaar, or krinth follows an
evil philosophy, most are cvil or at best neutral, good members
of thesc races are rare. ‘ '

Draeglo_’rh

Dracgloths are hali-fiend terrors that are ritually created by
drow priestesses who test their devotion to Lolth by wating with
sagmmoned demons, Only once in a great whle does this coupling
producc a child, and the birth of & dracgloth is scen as an omen of
the goddess’s favor, often sparking wars, assassinations, and other
intriges. Draegloths are genderless, sexless creatures incapable of
procreation. Most dracgloths are ncredibly loyal to the priestess
that bore them, serving them as enforcers, bodyguards, and oc-
castonally lovers. When a draegloth’s mother dies or the bouse
it serves iy destroyed, 1t 1s of ten efe to wander the Underdark,
becoming a scourge wherever it goes.

Dracgloths are cruc] creatures known for their great strength
and stealth. They hune the tunnels of the Underdark for food and
the opportunicy to spread evil. A lone draegloth can terrorize an
entire village of deep gnomes or grunlocks, and it will vsually
move on before a concerted effort to slay it can be put together.
Dracgloths rarely venture out of the Underdark, knowmg that
their nacural advantages would be nevtralized in the world above,

@ES

and that thor unique ancestry would make them targets for
beroes and villans alihe.

racial HisTory

The pomt of origin of the draegloth race 15 unknown. Many of
the historically dommant drow houses have their own legends,
cach of which claims that the house was the fiest ta reccive Lolth’s
hlessing, Of course, the veracity of such claims is questionable at
best, and they have heen responsible fos more than one conflict
between matron mothers. Draggloths have been around loug
enough that no one can say that any of these claims aye mvalid,
hut House Baenre of Menzoberranzan was likely the first ben-
eficiary of 4 dracgloth servant. This cheory probably holds moce
truth than others; a draegloth loyal to House Baenre is known to
have sheltered 1w leaders during the sirife thar eventually made
than the undisputed rulers of Meuzoberranzan.

Foy thousands of years, dracgloths were extremely rare, ap-
pearing infrequently i a fow drow enclaves across che Underdark.
Starting around two thousand ycars ago, dracgloth sightings
became more and more (requent, cven being reported far from
the nearest deow enclave. Such reports were often disimissed
as the lreightened ramblings of Underdark travelers, but it was
truc—a small number of dracgloths had broken free of their
dependence on che drow, who were, of course, unconcerned by
this development. After all, free-roaming dracgloths had been
present an thelr ¢icies Jor some time, having been set Joose as
wars and jnternal conflicts saw their matron mothers and houses
destroyed. This oversight would prove to be costly to the drow
enclave of IrSylm.

The drow of Tr'Sylin chought nothing of rumors that a
dracgloch had heen tervonizing a nearby settlement of Juergar.
Refugees from the dwarf enclave told of a rampaging, four-
armed derson that dragged bodies away to be caten. When this
lone draegloch appeared at the edge of Tr’Sylm, the lizard riders
guardmg the ¢ty greeted 1t with a cautious deference, for even
a free dracgloth i Loltly's ¢child. The dracgloch did not attack
immediately, instead bidmg its time until the enclave’s ruling
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matron mother demanded an audicnce. There, the dracgloth
sprung his trap; wichwn seconds, the matron’s eliee guard had
been torn apart, and the roguc dracglotit’s slaveriyg jaws were
inches from her throac. A tedepors contingency saved her hife
and preserved the tale of Lr’Sylin; atl the other members of the
enclave were either slaughtered m their homes or hunted down
in the following wecks.

Since that tune, the drow have attempted to maintain tighter
controls on draegloths who are without a house. They are not
allowed to live i drow cities without a housc
affiliation or the sponsorship of a powcrfuli
noble. Rogue draegloths find themselves
watched at all tunes—even if they do have a |
sponsorship-—and some sech out new macron
mothers to pledge themselves to in arder
ta avoud this suspicion. There has been at
least one case of falsifying the birth of a
dracgioth 11 order to legitimize a housc’s
claim to Lolth’s blessing. Such deceptions
were considered blasphemous hefore Lolth’s
disappearance, but now they have an
almost cultlike effect on those who wish
to believe that the Spider Queen has
returncd to their housc.

Smce their-goddess’s disappearance,
draegloths have become wmore mde-
pendent, many no longer serviug the
matron mothers without demanding
equal status. Mare and more have
gone wandering the Underdark m
scarch of advencure and a means
to cither restore Lolth to ler
former glory, or, barring that,
to increase their demonic
swes’ power on the Material
Plane. As 2 result, demon cults
have found themselves with
unexpected allies, and dracgloths
are starting to form their own
cules to clevate their fathers’
names. Dracgloths rarely work
together, but they are not above
working with others to achieve their goals.
This 1s especially true for the younger muembers of the race, m
whom Lolti’s grip never firmly took hold.

outlook

Dracgloths are sly and cunning createres with a penchant for
wild rages that end i the deaths of those arouund than They
are excellent advisors, because thetr minds are scemingly cre-
ated for understanding the many threads of drow intrigues,
and their innate savagery allows for a plethora of options in
deahng wirh any coemies. They can be patient listeners when

Draegloth

around those they respect, and Lolth has given them the
ability to meditate and pray for hours while scarching for a
solution. Their unique combination of patience, cunguing, and
ruthlessness makes then among the most feared hunters in
the Underdark.

Dracgloths sec all ereatures in the world other than drow and
other Lolth-blessed beings as cattle or puppets. They have no
problem with killimg other sentient beings for food or pleasure.
This does not mean that they cannot respect another being for her

— _ status or power, and dracgloths make excellent

i comparnons and servants to the matron mothers
who bore them, But outside of this well-defined

" religious and social role, selfiess acts on behalf

of another arc outside the drdegloths’ realm of
comprehension.

The only thing that outshines-a draegloth’s

loathing for other creatures is its faith,

Worship of Lolth (or more recently
Vhacraun) drives a draegloth’s ex-
istence, and many become clerics
devoted to her. They act as body-
guards and advisors to the matran
", mothers out of respect for Lelth,
and cven now that she has disap-
peared, most dracgloths continue
to worship her with their customary fervor.
However, same dracgloths have lost faich
i the Spider Queen and now look to their
demonic sires for gudance. For other denizens
of the Underdark, these are the most dangerous
draegloths, because while theis faicthful cousins
war with the drow and search for signs ol
Lolth, thase whe have left her arc organizing
demon-worshiping hurmanoids around then.
Such dracgloths have started interacting
with more weak-minded humanoids
recently, racher than hunting them as
they once would have, it order to gain
power and reach for ther new organiza-
tions. Grimlocks are their favorite recruits,
thanks to thosc creatures’ barbaric ferocity and
willingness to follow a strong leader in exchange
for the abihty to thrive in the dangeraus Un-
derdark cnvironment.

pecsonaliry -

Dracgloths ar¢ possibly the most purely evil race in all of Toril.
They arc born from the confluence of two great evils into a world
where vileness 15 normal and goodness is as absent as the light
of the sun. Members ol this race enjoy inflicting great cruelty
on others, and they learn how to do so from their mothers,
who nurture this trait wich great relish and care. Draegloths
are known for their lack of appreciation of beauty. Unlike most
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other races, they do not have any aesthetic sense, they do not
appreciate art in any form, and they are not swaycd by attracoive
members of their own race or others. Tt 15 wlnspered that the
only tyme 2 dracgloth fecls peace 15 when it 1s commitemyg acts
of evil and depraviry.

physical pescription

Dracgloths resemble impressively Jarge drow, with black skin, a
long white mane, and glowering red cyes. They stand between
7-1/7 and 8 fect tall and weigh beeween 300 and 375 pounds.
Thewr tegs have two yoints, makmg them execemely quick and
agile, and their bodies are framed with thick, powerful muscles.
A draegloth’s face is elongated and skeletal. It has four arnts, two
of which 2rc normal-looking drow arms that appear undersized
compared to its body and are often used for spellcasting, The
other two arms arc long and powerful extremicics, ending
in wicked claws and with hands banging low, much like an
apc’s. Dracgloths do not feel the need eo wear clothing, since
cach individual’s body is covered with a fine coat of winte Tur,
Draegloths are born fully developed and hive to be about 300
years old, although the savage life of the Underdark robs most
of thawr full hifespan.

relations

Most dracgloths spend therr lives around drow, who either revere
them, fear them, or both. For their part, the half<danons enyoy
their special place in the drow community, and might act ar-
rogantly toward what chey often see as the Jesser half of thar
Uincage. They regard the rest of the Underdark vaces as tittle morc
than ammals, there only o please tham or provide them wich
food and treasure. The deacgloths have exhibited a particularly
strong antipathy toward gloammgs (sce Underdark page 127, who
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Base
Hit Attack Port Ref Will Skill

B+ Intmod) x+ 1

Level Dice Bopus  Save Save Save Points

Lst 1d10 +1 +2 +2 +2

2nd 2410 +2 +3 +3 +3 8 + Int mod
3rd 2d10 +2 +3 +3 +3

4th 3d10 +3 +3 +3 +3 8 + Inc mod
5th 3d10 +3 +3 +3 +3

Sth 4410 +4 +4 +4 +4 8 + Int mod
7th 4d10 +4 +4 +4 +4

8th 5410 +¥ +4 ++4 +4 8 + Inc mod
9th 5d10 +5 +4 +4 +4

10th 6410 +6 +5 +5 +¥ 8 + Int mod
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rcturn the cnmotion wach equal otensity. Some arcasusts who are
familiay with both races have suggesred chat the feud originates
amangst the damons wiio spawned the races, but to date no one
has corroborated such claims.

"On the rare occasion thar a draeglorh leaves its Underdark
habitat, 1t finds nonc of the surface races to he palatable compan-
ons. These dracgloths of ten Tive i surface caverns, only leaving
at nyhe, while others find drow contmunities such as those
the forest of Cormanthor in which to live.

Al i(;'n meny

Dracgloths are creatures of pure evil, no matter which side of
the fanuly cach individual favors; they desire to be nothing
more than they are. They favor the chaotic adigument of both
parents as well, although their devotion to their mothers often
drives them to orderly behavior in thar service. Dracgloths who
remain without the gnding force of a matron mother for a long
period of time are Lkey to abandon their house and wander the
Usnderdark alonc.

Drueglo‘rh Lands

Dracgloths arc found primarily m the drow cities scartered
chroughout the Underdark. They tend to stick close to their
creators unless their house 15 destroyed or weakened so badly
that it becomuey dangerous to remam. At that point, they ven-
ture off to find new areas to exploit and new vicums for their
depraved minds. Some of these dracgloths might remain in the
crey, having built up thar own independent power bases while
serving thar matrons,

While some displaced draegloths are content to wander the
dark tunncls beneath the surface of Facrin, others decide to see
what lies above. Sowe are drawn by rumors of drow encampments

CR Special

Feat, 2 claws 1d4, resistances (acid, 5 cold §,

electricity 5, fire ¥), dancing lights 1/day

2 +2 Str, +1 natural armor, faeric fire 1/day,
darkness 1iday

2 +2 Dex, darkness 2/day, bite 1d6

3 12 Str, v2 Ing, desecrate 1iday

3 +2 Con, resistances (acid 10, cold 10,
elecericity 10, fire 10), immunity to poison

3 12 Str, darkness 3/day

4 +2 Sty, +3 natural armor, unboly blight 1/
day, 2 claws 146

4 r2 Dex, darkness 4iday
+2 Str, Large s1z¢, 10-ft. reach, bite 1d8

) -2 Str, 13 natural armor, resistances

(acid 20, cold 20, clectricity 20, fire 20)
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on the surface, whilc others leave 1 order to avowd bemg hunted
by their numerous enemics.

religion

Draegloths arc very devored to Lolth, the deity whose blessing
brings them mto existence. They have been as distraught as the
matron mathers over Lolth’s recent disappearance, and the vast
mjority of dracgloths reman devoted to hier cause. Some drae-
gloths have wavered in their faich, however, and find themselves
drawn to ane of the other destics of the Dark Scldarme; Vhaeraun
has gamed a few powerful followers this way, and he 1s actively
recruiting them wto his forees. Sclvetarm accepes dracgloths
into his worship, but only temiporanly, since he plans to return
them to Lolth should she ever regain her power. The recruitment
of the dracgloths mto Vhacraun’ service is said to have been a
warning to Selvetarm that the Mashed Lord was agtively working
to supplant Lolth’s rule of the drow gods.

I,Qnguoge

Dracgloths speak the languages of the Underdark drow, as well
as the Abyssal tongue of their sirvs.

Adventurers

Draegloth advencurers arc most often on & nussian directed by
their matron maothers, or have been curned loose to wreak havoc
on their house rivals. Individual dracgloths adventure to find a
way to get closer to their demonic sires, or to cause tmisery and
destruction to anyone who comes across them. Therr chaotic
nature makes 1t difficule for them to stay m one place without a
clear goal, and they enyoy taking the treasurc and lives of others
more thain they care about enriching themsclyves,

praegloth racial rraits

+  +2 Constitution. Dracgloths are meredibly tough. They hecome
stronger, tougher, and more agile as they gam draegloth levels
(se¢ the table below for additional abdity modificrs).

< Draegloth base land speed is 30 feet.

«  Darkvision out to 60 feet.

« Tmimune o sleep-inducing spells and cffects.

+ +2racial bonus on saving throws against enchantment spells
or effects. -

+ Automatic Languages: Abyssal, Elven, Undercommon, Bonus
Languages: Aquan, Cammon, Dracome, Drow Sign Language,
Gnome, Goblin, Kuo-toau.

« Favored Class: Cleric. A mwlticlass dracgloth’s cleric class does
not caunt when determining whether he takes an experience
pount penalty.

« Level Adjustinent +4: Wich 1its ¢ Hic Dice, this adjustment
gives the draegloth an FCL of 10 (see the mouster class table
for details).
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CLAsS SKILLS
A draegloth’s class skills (and the key ability for each shill) are
Climb (Str), Concentration (Con), Cralt (Int), Hide (Dex), Jump
(Str), Knowledge (arcana) (Int), Knowledge (the plancs) (Iny),
Knowledge (religion) (Int}, Listen (Wis), Move Silently (Dex),
Search (Inf), Spelleralt (Int), Spot (Wis), and Survival (Wis).

CLasS FEATURES
Al of the following are class featurces of the draegloth monster
class,

Weapon and Armor Proficiency: Dracgloths arc proficient
with all simpie weapons, but not with armor or shuclds.

Peats: A draegloth receives one [cat at 1st level and addicional
feats at 4th and 10th level. After 10th level it gains feats nocmally
according to its character level,

Claws: A dracgloth has two claw attacks that are nacural
weapons dealing the indicated damage plus Strength bonus.

Bite: Starting at 3rd level, 2 draegloth gains a bite artdck
that 1s a natural weapon dealing the indicated damage plus 1/2
Strength bonus.

Spell-Like Abilities: A draegloth can usc these spell-like
abiliies the indicated number of times per day as a Geh-level
sorcerer: dancing 'lights, darkness, desecrate, facrie fire, and
unboly blight.

ExtaminaQr

The extaminaars arc the snake-blooded members of the human
noble House Extaminos, which has ruled the city of Hlondeth
for more than eight hundred years. During the last century, the

exeaminaars have gone beyond Hlondeth to set up operations in
other cities across Faerun. They aperate from the sewers and the
shadows, hatclung schetes ta mcrease-the power of their house
and finding victims on which to perform their vile grafting and
breeding oxperunents.

Extanunaars make excellent rogues, hecause they are known
for thewr guile and wicked ability to strike from the shadows.
Others often try to enlist extaminaars mto their orgaimzations
because of cheir skills as erime bosses, interrogators, and infor-
mation brokers. Still, most extamiaars have proven exceedingly
loyal to their noble house.

Racial History: The extaminaars arc the descendants of a
human noble house that began consorting with a nearby yuan-t
tribe after finding an ancient tome detailing the ritvals of the
goddess Varae. The tribe of snake people had moved to Turnush,
by way of Chondath, alter'surviving a rift m the leadership of
House Sc’Sehen, the domnant yuan-t tribe of the Black Jungles.
As the yuao-ti mingled more frequently with tine humans of
House Toxtaminos, the two groups’ blood began to mix. The end
result of decades of such mixing was the mtroduction of many
powerful yuan-ti into the membership of the housc, both through
birth ws well as those sent i1 to oversce the construction of the
Cathedral of F.merald Scales and the spreading ol Varac’s worship
throughout the aty. ’
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Once those ol the yuan-t1 bloodline came of age withim wave. Somwe are being scut to romforee cells whose feaders have
House Extammos, it did not take long belore they completely cither been destroyed or are imeffectve, but most are simply
dominated it. Yuan-u rulers acted as bridges between the seeking ways co help clic clan m general. They search for artifacts
yuan-ti tribe and the house, uneil the two were virtually to enhance the grafting process, new magice riruals and spells
mdistmguishable. Now, a yuan-t halfblood named Dediana for the hreeding pits, and allics i far-flung regions of Facrun
Extammos opunly rules Hlondeth, known as the City of that share the yvan-t goal of world dominanion—if not the
Scrpents. The yuan-ti have mamtamed their rule of Hlondeth same adea of who wall vule s afterward.
using subtlc taccics-—or a show of strength when necessary—ro The success and rapad breeding of the extaminaars has led
dissuade restless Turmish and Chondathan leaders from at other houses to hegin growing thewr own hybrds, although
tempting to take the ciey for theif, own. From tune to time the frst of these clurches ds just vow commg to maturity. As

a human noble has claimed leadership of the house, but rumors of this exrensive breeding program spread
to Hlondeth, the Txtammos realized the need to

“brand” their own extanunaars to prevent “dop-

only those with the blessing of the yuan-ti (and who
fervently worship Varac) have survived.
Alchough Dediana and her predecessors have -

pelgangers” (rom mflrrating their house.
The third ¢lutch 3s being bred with a
distietive pattern of scates on therr

successfully kept aggressors at bay throughout ‘-’j
the years, recently the yuan-ti began to I
recognize the need for more loyal troops

and agents to protect their interests.
They were Torced to admit that not
atl of the citzens of Hlondeth were

backs, a diamond-shaped collection
of brown markmgs. Fach house

impares 2 unique pattern of scales

ro 1t oxtammaars, ensuring that
comfortable being ruled by “snakes,” they will vever be nustaken for
even if the yuan-ti knew themselves those from another group.
to be superior beings. Their solution Outlook: From birth, extaminaars
was to turn their breeding experiments are rassed to venerate Varae above all
toward a quickly produced humanoid

with loyaltjes to the yvan-a tribe. The

other gods, and to put the concerns of
their house above all clse. The tramers

new race, called the extamnaars, was have a difficule job—they must teach

to bridge the gap beeween humanity
and the yuan-n, to be the public face
of House Fxtamunos i Hlondeth and

the grownlg cxtaminaars cnough
self-rehance to Ycad mdependent cells
n far-fluny regions while keepmy them
across the continent. strictly under the doctrive of the tribe
Extammaars arc hatched in clutches, of water- and s poddess.
melon-sized ¢ggs, making it possible to ferthize and The race as a whole is not extremely
care for dozens at a tume. Alchough chey grow into pureeptive, but mdividuals of fser this narural
humanord beings, thewr infant form is morc of a

hybrid
fearures. Their lack of arms during infancy is often cited

weakuess by surroundimg themselves wich
armless, scaled, and with undcfined facial

those who can provide them with the informa-
uon they need. They tend to be very dogmatic

as.the reason that s many cxtaminaars have a fond- Extaminaar toward the yuan-ti view of the world as well as
ness for incredibly long serpent-arm grafts (sec Serpens "the superionty of their house aad the goddess
Kingdoms page 154). Varac, They lord thew superiority over their victims, moching
Once the first generation of cxtammaars was ready, the and proselvnizimg to bound captives as they begin che riruals
leaders of House Extaminos decided to send many of them neeessary o graft flesh
out into Faerdn, 1n order to keep pace with che spymyg and Fxtaminaars ofren believe that thew only purpose is to
cesource gathering of the other great houses. The extamimaars clevate their house, even to the exclusion of the greater yuan-
were exeellene choices for this role, since they could gain direct t1 goals or thewr religious obligacions. They maintam regular
access to many of the same places as the purcbioods wich even communication with their superiors i Hlondeth, constantly
less need for disguise. They set ap secret bases in which they updating thent on the suceess of cheir experunents and passing
carried out their grucsome and evil experiments, and they along mforimanion that mighe be uscful o the tribe. They are
recruited local tribes of humanoids and rogues from the cities very cautious ahout their operacions, only revealing what 1s
to assist thom in thewr vile deeds. neeessary to ther underlings and killmg anmyone who gets too
Now, the sccond gencration of extaminaars has lully close to discovering their truc Wenoey. )
macured, and the next ruler of House Fxtaminos is sawd to An extammaar agent never gets too tied up m Jus work
be among them. The yuan-ti are sending these newly formed to 1gnore opportunitics for advonture. Although devoted to
servants into the world on less specific myssions than the firste thewr tribe, roanung extaminaars cyoy their freedom, and
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will sometimes abandon thar larrs for manths at a time. A
lite ol adveuture often follows, as ¢vents conspire to keep the
extanunaar away for Jonger than antipated. Sometuncs a newly
dispatched s'py never even makes i to s post, cither through
chance adventuce or the reahization that he can be free forever
from a tribe whose deals e does not share, The lateer case 1s
rarc, however—cxtammaars are bred tor loyalty ws wll as for
ruthless cunnmg and deception.

Personality: Extammaars aure scheming, crucel beings who
will stop at nothing to further the goals of ther nobic house.
They cyjoy experumenting on “lesser beings” e ther quest
to find new and better creatores. They value flesh above all
other forms of currency, leading them to often deal in slaves,
Extaminaars who take root m citwes outsile of Hlondceth are
famously patient, sometimes lving low for months Wf ther
larr or plans are in danger of being discovered One of these
snake-blooded nobles would rather talk his way out a situation
than fight, espeaially if doing s0 gives his corpanions tunce to
fank their enemies.

Physical Description: Tixtammaars oy pically stand from §
feet ta 6 1/2 fect tall; because they are extremely skinny, they
often appear to be taller chan chey acrwally arc. Those who
possess the very lowyg serpentarm graflt so conumonly found
in House Extaminos appear to have more girth than normal,
because they keep thar arms wound arowid thew torsos and
their necks hidden underncath expansive robes. Txtammaars
weigh less than humans of cquad size hecause their bones are
less dense; the weght of mdividuals usually fulls between 100
and 180 pounds. An extaminawar has pale skin with cither a
yellow or green tinge, and often has brown spots in clusters
uear jus nech and lower hack. Foxtanumaars prefer to grow cheir
hatr long and use seerctians from glands in the scalp to keep 1z
plastered back. They wear only hght clodlnng ualess they are
concealing long serpent-arms or otfier grafts that would give
away thew true narture. Fxtaminaars ty pically hive to between
60 and 80 years of age.

Relations: Despite therr strange appearance, hidden lairs,
and evil goals, extaminaars arc social creatures. They pru[‘cr
to work with small, repulian bemgs such as kobolds when
they nced mimons, and nagas or young dragons when they
are looking for a more scrious partuer i1 crime. Of course, an
extamimnaar has the same proudices as his yuan-ti ancestors
toward these creaturces, considerny himsult” above all other
life forms. The yuan-ti, however, consider extaminaars to be
onc of the Jowest forms of related races, and would never work
for one (although they will certanly use an exrammaar to
further their goals).

Extaminaars rarcly associate with the people of the com-
mumey they are i, smce they sce them as cather food ar living
subjects for their experimeats. They have no tavored targets—rthey
see all ather beings as fit subjeces for thewr graftung and breedng
programs. An cxtamunaar necdmp a1 outside contact within the
community might deign to work with a member of a lesser race,
but he will rarely reveal his true nature to his contact, and such
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arrangements are often short-lived thanks o the extaminaar’s
paranora and desire to work in privacy.

Alignment: Extamimaars arc evil to the core, although sone
among them favor a more balanced and neutral approach to
their experunents. Still, the need for iving test subjects and the
mcredible pam thewr captives suffer through makes avoiding
the call of evil very difficule for all extanunaars bur the most
strong-willed. Those who run House I xtaminas and control the
oty ol Hiondeth lavor lawfulness, and they expect the eitizens
ol that city to display complete deference to their rule, Those
extaminaars who venture to other lands tend to be more chrotic;
they find thamselves often on the move and in the company of
an ever-changing cadre of muuons and slaves,

Extaminaar Lands: The cxtamutaars were first created by
the wion of & Turmish noble house with 2 tribe of yuan-ti living
m the Orsraun Mountants. To tlus day they are mostly concen-
trated in those mountains, as well as i che cey of Hlondech,
which they contral. Qther extaminaars have moved to cities
acrass Facrun tn order to expervvent and spy, awaiting the day
when the yuao-ti cmprre will stretch across the continent, and
mdeed the world.

Fxtaminaars who travel to other cities tend to set up their
base of operations in scwer systems or damp caves (preferably
river caves or snake-infested limestone seructures). Where tus
is not possible, they sometimes take over buildings and then
dig large basemients and cavern complexes underncath che
SEIUCTUTES, .

Religion: The nobles of House Fxtammos first began meer-
mungling with the yuan-ti through thetr discovery of the rituals
of Varae, and they continue to worship her to this day. The rulers
of the noble house have buile a wondrous and hideous temple
to Varac in Hlondcth called the Cathedral of Tlmerald Scales,
and all extanmunaars sent out across the continent are blessed in
a blood ritual at the cathedral before they leave. T xtaminaars
who find themselves i contact with other yuasn-tr will of ten pay
lip service to Sseth in arder to avoid conflice, but yuan-ti with a
rudunentary knowledge of House Faxtaunnos and its traditions
can sec through thus ruse rather easily.

Clerics of Varac choose their domains from among Evil,
Scalykind™, and Trichery. Varac’s favored weapon 1s the sichle.

Language: Excanunaars speah yuan-tr and also learn some
functional skills i Turtme, the human language of their home-
land. AJl extaminaars have a working knowledge of Common
as well; those who travel extensively spend more thne learning
the trade tongue than those who stay m Turmush. Those with
the apucude to speah multiple languages often learn Draconic,
as well as the tongue of any land they settle m. These additional
tanguage shills can aid an extaminaar when dealing with local
bumanords and opceratives, and can help one mamtain a cover
idenciry he has adopted.

Adventurers: Ixtaminaars might find themsclves drawn to
adventure as they set out to stake 2 claun m one of Facrun’s
great citics. Fstablishing a secret testing ground can also lead
ta its share of problems, mcluding wiping out any m\llxgcnous
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creatures and acquiring the means to outfit a lair with the
proper ipfrastrocture. Most cxtaminaars do not seck out
adventure unless it has as its goal the clevation of their housc
in some way.

ExTaMINaAR RaciaL TRAITS

» -2 Strength, +2 Dexterity: Extarumaar are agile but not as
strong as other humanoids thew sze.

+ Medivm: As a Medium creature, an exeaminaar has no special
honuscs or penalties due to his size.

« Extannnaar base land speed 1s 30 fect.

+ Low-Light Vision: An cxtammaar can sce twice as far as a
human m stariight, moonlight, tarchlighe, and sinnlar condr-
tions of poor illunnuation. Be cetaing the ability to distmguish
color and detail under these condicions.

+ +2 racial bonus on Fortitude saves versus poison: Toxterimmaars
do not easily succumb to venom of any kind.

« +4racial bonus on Swin checks: Extaminaars are comfortable
in the water, and their light frames make it casier for them
to stay afloat.

+ 42 racial bonus on Bscape Artist checks: FExtaminaars can
wriggle their way out of sticky situacions.

+ Spell-Like Abilitics: At will—speak with animals (snakes only);
3/day—charm animal (snakes only). xtaminaar often fill
their lairs with poisonous snakes to dissuade interlopers.

« Automatic Languages: Common, Turmic, and Yuan-ti. Bonus
Languages: Abyssal, Chondathan, and Draconic.

+ Favored Class: Rogue. A multiclass extaminaar’s’ rogue class
does not count when determming whether he takes an experi-
encc point penalty.

¢« Level Adjustment +0.

grinth -

For the past two thousand years, the City of Shade has cxisted
on the Planc of Shadow, kept in good condition by slaves
captured from that plane as well as from Faerdan. The Neth-
erose wizards who rule the city also trafficked with demomc
creatures made of the same tenebrous substance as the planc
itself. On occasion, these demons would force themselves on
the slaves; the offspring from these couplings are a unique
race known as the keinth.

Krinth are known for their physical endurance, their single-
mindedness, and their quick tempers. They make excellent
warriors and servants because of the first two traits, but the
third often mcans they are shori-lived at both roles.

Racial History: The krinth came nito being shortly aftee
the City of Shade found stself trapped on the Plane of Shadow.
The powerful Netherese arcanists of the floating city regularly
held congress with the shadowy fiends of the plane, and often
the demons demanded to know the secrets of human pleasure,
From these unions came a race of half-demon bemgs that came
to be called the krinth. These are the facts,
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However, the krinth themselves do not ascribe to chis racher
unflattering onign, nstead inaisting that they had always lived
in the shadow world and that they were offered as slaves to the
Netherese in recurn for treasure and knowledge of the Material
Planc and its magic. They pomt to colonies of krmth in che
Plane of Shadow as evidence for this theory, althouglian truth
these arc sumply escaped krmch who have managed to carve
out a niche for themselves in cheir dark home.

The first krinth were born of unons between Netherese
and demons. These krinth were unable to reproduce, making
them a rare occurrence and little more than an interesting
curiosity 1o both the shades and che demons who spawned them.
For a short tume, the krimth cven enjoyed an clevated status
withm the city, where they were viewed as an expression of
the union beeween the realm of shadow and its new residents.
They were miven well-appomted hving quarters and allowed
to study under the best teachers and mages m the city. The
Shadovar scerctly hoped thac the krinch would somchow give
them the added knowledpe and power needed to dominate the
plane and its depmizens

It did not take long before krinth began to pop up among the
slaves, however. This deveJapment led quickly to the reassignment
of all krinth as slaves of che royal family. Some krinth escaped
enslavement by appealing to those who had become close to them,
and even those who were enslaved were often given preferential
assigniments. The rulers of Shade feared that abusing the knnth
could bring down the wrath of the shadow demons, although n
truth these demons cared little for their spawn.

For a recason unknown to them or their masters, the krinth
became fertife about one thousand years ago and started repro-
ducing among themselves. This quickly created two different
castes of krinth—the trocborn, or full krinch, and the halfbreed
demonspawi. The demonspawn, once having heen favored by
the Shadovar, now found themselves outcasts 1o their own
community. The eruchorn kninth treaced the demonspawn with
cruelty and conterypt, forming a deep division yy the krinth
communmity that lasts to this day. The number of demonspawn
has droppcd dramaticatly smce Shade’s ecturnt to Faerun, but
plency of demonspawn children remam within the aity. Many
demonspawn krinth have turned mformang, attempuing to help
the Shadovar crush the growing krinth underground movement
before it can become a true threat.

The true story of the sudden fertilicy of the krinth reaches
all the way back to one of Facrun’s oldest struggles. The goddess
Shar, having been systematically defeated by her sister Seliine
at every turn, found herself looking clsewhere for ways to win
their eternal batele. She saw 10 the krinth an opportunity to
create a race ol servants who could bridge the gap between
Faerin and the Plane of Shadow. Shar s secretive and subtle,
and 50 she did not reveal herself co the krinth, mstead choosing
to watch them develop from afar. She was disappomnted that the
Netherese could not find their way back to Faertn, howeveg, and

largely gave up on the hnnth uneil Shade’s recent appearance’

f
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over Anauroch. Now she 15 once again anterested 10 tuenng hiclps krinth escape into the world at large, and fights for krinth
the krinch to her. mterests withun the crty.

For thar part, the krinth have adjusted well to life as slaves Krinth mature more quickly than the Shadovar. To the
under the Shadovar. Their natural tendencies are ta work hard Shadovar, this sunply means that their slaves can take on more
and play hard, so the erratic and often grucling schedules they responsibilities at an earlier age. This trait docs give the krinth
keep as slaves do not bother them. The number of krunth somc insight into the true nature of those around them, since
quickly outstripped the royals’ need for them, and so they people act much differently around children than they do around
can now be found working for any number of pacroas around adults. Krinth children excel at sports, and spend most of their
the city. They have steadily cluubed back up to lavored-siave free time playing and inventing new games. They do not

status, and they usually choose to keep the company of other
krinth rather than spend time with slaves

experiment with dif ferent interests as the children of
other races do, because the krinth mind docs not

of other races. worry about finding and pursing ics pas-
Sin¢e the city’s retorn to Facrun,

the krinth bave been restless. Shar has

sion. Occasionally a krinch will show some
artistic talent or skill with mathematics

sent agents to infiltrate the cry, and or spclleraflt, although the Shadovar

to whisper thoughts of freedom aud W geoerally frown upon such diversions.
pranuses of her rewards into the cars off
eager krinth. With the number of ==

krinth who have escaped the aity

The only way a krinth m the City

of Shade is hkely to learn magic or art is
through a clandestine teacher, or perhaps
risig steadily, under the mnflu-
ence of Shar as well as char
own desire for frecdom, the

with the encouragement of the krinth

underground, who seck to develop a
loyal cadre of mages for the time
Shadovar have tightcued che when they attempt to break free
reins on the City of Shade. The from the yoke of slavery.
Like their cluldren, hrineh adutes

prefur figorous activity in ther

krinth are still alien to every
culture m Faerin, and even in
places where they have proven leisure time, often playing sporté
or training m combat. During the
rare holidays ut which they have

their valoe, they still arouse

curiosity and suspicion.
Qutlook: Krintli are not

phulosophers, Their natu-

more than one day off at a e,
krinth stay up all might long
drinking large quantines of
beer, wine, and other festne
libations. Aside from the rift
between  demonspawn  and

trucborns, krith treat one

ral mclination 1s to only
think about what they
arc domg at the moment,
and perhaps what thuy
will be domg afterward.

On the Plane of Shadow s T qnother and others with
this outlook helped them Krinth respect. Even though many
immensely, allowing them arc now longing for frecdom,
to thrive cven under the yoke of thar Shadovar masters. {t they do not actively hate the Shadovar who rule them.
also means that they have difficulty with long-term planuing Personality: Krinth are scen s dour and humorless by most
of any kind, and funcnion best when mateers of straregy arc other races. When they are working at a task, they rarely allow
left to athers. themselves to become distracted framn it The krinth ace said to

Now that chey have reached Faerun, the kringh find chat worh as hard at lewsure as they do at laboriag, drinking copious
they have more op}.)ortunitlcs open to themt than ever before. amounts of alcohol, enjoying food to glutronous proportions,
Some keanth have seen the beauty of the forests and caverns of playing games of chance, and taking physical pleasures as olten
TFacrio and wish to Live there, racher than i the ciry above the as possible. Members of this race work hard and play hard,
desect. This desiee led to nrany escape attempts during che carly and they never seem to rest, '
Shadovar excavanion projects, and the shades have since pat tight Physical Description: A krinth appear similar to an average
controls on any krirch that leave the aity. Some kel are finally specimen ol the nonfiendish half of their bloodline. Krinth
awakerung to the reality ol thor slavery, and s frustrating to arc generally born to human, orc, or dwarf parents—the most
them that they cannor leave the City of Shade o cxplore thiy common slave races i the Cicy of Shade. Krinth with dwarf
new world around them. While there s nothmg close to a full ancestry are shorter and more stout than those of human or orc
msurrection brewing, a burgeong underground movement ancestry, but they are not as short as true dwarves. Krinth range
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anywhere between ¥ and 7 feet call and usvally weigh berween
150 and 250 pounds. All krinth, regardless of their ancestry, have
straight black hair, black eyes, and dusky gray skin. Krinth reach
adulthood at age 20 and live between 100 and 125 years.

Relations: Although the krmih arce slayes 1 the City ol
Shade, they still occupy a hugher social stratum rhan the other
humanojd slaves of the city. The Shadovar gencrally give them
better pIOSltlons and creat chem with less cruelty than their other
slaves. Since krinth are related to, the shadow demons of their
adopted hotne plane, some Shadovar fear that mustreating them
would risk making eniemies of the demons and their offspring.

The kemth regard the city’s other slave races as bencath
them. They often treat their fellow slaves with more contenipt
than their owners do, and their violent tempers often cost them
dearly when they take the life of, or disable, anothey slave. Krinth
who have gscaped the City of Shade and made their ‘way onto
the continent usually maincain chis haughty attitude, although
they realize that they must soften it somewhat of they arc to get
along. Most cscaped krinth become mercenaries and seek to join
a larger organization. Several have joined with the Zhentarun
chrough caravans moving through Anauroch, and others have
gone nto the Underdark and now fight for the drow. On rarc
occasions, a krinth joins a more traditional community and learns
to live alongside normal races, even hiding his true nzcure from
his new neighbors.

Alignment: Krinth are very chaotic in nature, despite thew
single-mindedness in duty. They also tend to favor the evil of
their sires, dlthough some have shown the capacity to break out
of this mold, and even 1o do good. Those who escape the City
of Shade arc more likely to lean toward neutrality, which might
have been the cause for ther Aight i the first place.

Krinth Lands: Most krinth are slaves m che City of Shade,
performing high-level tasks as well as menial labor for cheir Sha-
dovar masters. They tend to reside 1 subterrancan lairs cvent on
the floating city, suice they prefer to Live in isolation from other
races. Krmth who escape the city often retreat to the Underdark
if they can find entry; otherwise, they sumply cravel as far from
Anauroch as possible. They conswuler open terram to be indefensible
and uncomfortable, and the entire race suffers from a mild case
of agoraphobia. Thus, i cases where they cannot find their way
into The Night Below, krinth often take up residence m heavy
forests, jungles, or In mountam valleys hidden away from the
sun and other humanoids.

Religion: Krinth have nno common racial deity; instead, they
tend to worship powerful demon lords, especially those from ther
home plane. A krmch racely worships the demon who spawned
bim unless the demon is a powerful lord that calls hus spawn to
him. Krmth who escape therr servitude and take up a Life outside
the City of Shade often adopt native gods i order to hetter fit
. The deitics discussed below are the most common choices of
worship for krinch who have left their old hves behind through
virtue or chance.

Those keinth who take up with the Zhentarim via one of the
caravans that run through the Anauroch geherally worship Bane.
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The Black Lord rudes his people through power and fear, much
like the demons that the krinth are used ro worshiping. ™

Those heinth who find thar way to the Underdark often
rake up the worship of whatever god is prevalent in the com-
municy in which they find themselves, most commonly Lolch
or Laduguer. )

Shar also mamtains her interest i1 these new Faerinjans, and
has directed several of her cells to actively recruit those krinth
who labor 111 the City of Shade as well as those who have left it.

Language: All krinth speah Common and Halruaan. Krinth
who have lived with the Shadovar might also know Netherese,
the dead language of the dead empire. Although krinth often
have contact with their sires, not all of them learn to speak or
understand the Abyssal tongue. Individual knnth who escape the
City of Shade pught learn other languages appropriate to ther
new reglon or the peoples who hve there. All krinth are literace,
except tor harbarians.

Adventurers: Most krinth are happy with ther roles as the
favored slaves of the Shadovar. They secretly believe that the
shadow demons that spawned them will clevate them someday,
but their decent treacmene at the hands of their maseers 15
enough for now. Those who are not happy are cither rooted
out and Liljed, or they cscape out of the Aoating city and find
2 new Life on-—or wnder —the surface of Facrin. A krinth’s
stubborn witl to fimish the job often helps him stand strong
m the Tace of the sores of horrors that adventurers meet on 2
regular Lasis.

KriNTH Ractsat TRATS

+ +2 Constitwuion, =2 Charisma: Krinth are hardy and resistant
to less and damage, bur they often lack self-determina-
tion and a sense of purpose outside that given to them by
others.

¢ Medum: As Medium creatures, krinth have no special bonuses
or pemalties due o ther seze.

« Krinth base land speed s 30 feet.

< Darkvision out to 60 feet.

» +1racial bosws on all Will saves. Krinth are resilient i mind
as well as body.

+ 41 bonus on alt saving throws against spetls and spell-like
abilioies wich che shadow descripeor.

* +2 racial bonus on Hide checks 1 shadowy conditions.

¢ +4 racal bonus ot savimy throws agamst fear. As the spawn
of demons, the krinth were born of fear and nialce.

+ Krmth cannot become shaken, and they ignore the effects
of the shaken condition; they can still become frightened or
pamiched, though ni most cases their mnaee resistance to fear
keeps then from it

+ Automatic Languages: Cominon aud Necherese. Bonus Lan-
guages: Abyssal, Chondathan, Damaran, Undercommeon.

¢+ Favored Class: Fighter. A multiclass krintdr’s fighter class does

not count when deternuning whether he takes an experwence

pomt penalty.
« Level Adjustment 10.
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cats and spclls serve to add interesung favor to evil

—

characters and camnpaugns. Itiate feats allow divine

spellcasters to personalize their spell list based on their
deity, of ten grantmg them spells unique to ther philosophies. Vile
[cats allow characters to form stronger honds with particularly
evil pateons such as demons and devils. Magic nodes can now
be loci of cvil powcr; for details on how node magic works, sce
Chapter 5 as well as page 49 of Underdark.

fFeQls

Champions of Ruin witroduces several feats of pure cruclty and
evil. Characters devoted to dark gods or vicious meaus can use
these feats to enhance their wicked power.

BLOODSOAKT.D INTIMIDATF
Your bloody and vicious approach to combat makes you a fear-
somne foe.

Prerequisites: Snatch Trophy.

Benefit: When you collect a trophy using the Snatch 'Trophy
[eat, you can make an Tnunudate check as a swift.action against
211 adjacent opponent who witnesses your savage act (see the Swift
and Immediate Actions silebar for more information).

Normal: Making an Intimidate check in combat 15 a standard
action.

CHaKraM RicocHET
You can hurl a chakram so that it serihes cwo enemiles inscead
of one,

Prerequisites: Dex 13, base attack bonus +1, proficient with
chakram.

Benefit: If you lut a creature with a thrown chakram, you can
cause it o ricochet and strike a scecondary targer in an adjacent
square (within ¥ tect of the primary target). You ummediately
make an attack roll againse the sccondary target, at 2 =2 penalty.
Il the attack hits, you deal damage normally.

Special: A rogue with Chakram Ricochet can deal sneak attack
damage ta both targetsif they are withm 30 feet and denied their
Dexterity bonus to AC.

CORRUPT SPELL [ METAMAGIC]
You can transform one of your spells into a thing of evil due to
a dcal you make with an evil power. .

Prerequisites; Any evil alignment.

Benefit; Tlus feat adds the evil descriptor to one damaging
spell you can cast. You must choose the spell at the time you select
the feat, If the spell deals damage, hall of the damage is unholy
damage. For example, a corrupted firebadl cast by a Gth-level
wizard deals GdG points of damage: 3d6 pomts of fire damage
and 3d6 pomts of unholy damage. Thus, creatures ummune to
fire still potentially take 3d¢ pomts ol damage.

Special: A character can take this feat mulaple times, choosing
a dufferene spell cach tume.

This feat originally appeared in Book of File Darkuess and
has been revised for D&D v.3.5.

CRAVEN

Like most sly rogucs, you arc a dangerous coward. However, your
sncak attacks deal more damage than normal.

Prerequisites: Sncak attack class [cature, cannot be immune
to fear.

Benefit: You take 2 -2 penalty on saving throws agamst fear
cffects. However, when making a sneak aceack, you deal an extra
1 point of damage per character level.

DIrr. FLAIL SMasH
You have mustered the style of fighting with the dire flail and
have {earned to deal thunderous blows with the weapon.
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Geperal Feats
Chakram Ricochet

Craven

Dire Flail Smash?

Dirty Rac

Feral Animal Companion
Flay Fou'

Improved Fiendish Servant
Malign Spell Focus
Morrtfying Attack

Mutilator
Natura) Bully

Node Sensitive
Node Spellcasting?
Node Defense

Node Store?
‘Poison Immunity’

Pulverize Foe!
Shadowform Familiar
Shadowstrike!

Skewer Focl

Snatch Trophy

Bloodsoaked Inicunidace
Touch of Benevolence

Bardic Feats
Doomspeak

Divine Feats
Profane Qutburst

Via Negativa

——i——

Toors or ToviL

—

Prerequisites

Dex 13, base attack bonus +1,
proficient with chakram
Sneak atcack class feature,
cannot be inunune to fear
Str 13, Ilmproved Sunder,
Power Attack, Weapon Focus
(dire flail)

Tumble 4 ranks

Animal companion class
feature, any evil alignment
Str 173, basc attack bomus 6,
proficient with slashing melee weapon
Fiendish servant class feature

Any evil alignment
Death attack class fcaturce

Base attack bonus +4
Intimmdate 6 ranks

Caster level 1s¢
Node Spelicasting

Node Speticasting

Str 15, base attack bonus +6, proficient
with bladgeoning melee weapon
Krinth; sumnion familiar

class feature

Krinth, base attack bonus +1

Str 15, base attack bonus +6,
proficient with picrcing
melee weapon

Snatch Trophy

Any evil alignment

Prerequisites

Bardic music class feature,
Intimidate 8 ranks, Perform
8 ranks

Prercquisites

Ability to rebuke undead,
any cvil alignment
Ability to rebuke undead
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Benefit
Strike rwo adjacent targets with one chakram

Deal extra damage equal to your level on
sneak atcacks, —2 on sives va fear effeces
Target struck by both ends of your dire flail
is dazed for 1 round

Gain addicional 11 on atrack rolls when flanking
Gain animal companion with +2 Str, +2 Con,
and disease-carrymyg bite

Subsequenc attacks deal +1d6 slashing damage

Gain morc powerful fiendish servant with che
fiendish creature template

+1 bonus ou save DCs agamst spells with the
evil deseripror )
Creatures that witness your death attack are
shaken for 2d4 rounds

Decapitate slain enemy as a free action

Weak enemies take a —2 penaley on atracks
made against you

Automatically detect nearby nodes

Access nnode magic

Gain insight bonus to AC and saving throws
near atruned node

Storc two spells 1y 2 node

You arc smmunc to a specific poisons and gain
+1 bonus on saves against other poisons
Subsequent attacks deal 136 bludgeoning damage

Gam a (anmliar with the incorporeal subtype

Gain +1 bouus on attacks and deal +1d6 damage
with mclee weapon m shadowy conditions
Subscquent attacks deal +1d6 piercing damage

v

Take trophy from fallen victim as a free action
Make Intinndate check as swift action

§0% chance to wnore any effect that targets or
damages cvil creatures

Benefic
Targee takes a -10 penaley on attacks, saves,
ability checks, and skill chiecks for 1 round

Benefiz

Spend rebuke undead attempt to grant undead
creatures within 60 ft. a +1 profane bonus to AC
Spend rebuke undead attempt o deal extra
damage with an maflict spell




Initiate Feats

" Tnitiate of Ghaunadaur

Iniciate of Gruuimsh

Initiate of Kossuth
Initiate of Loviatar
Initiate of Shar

Tuitiate of Varac

Metamagic Feats
Corrupt Spell”
Entangling Spell
Lingerng Spetl
Metanode Spell
Reaping Spell

Vile Feats

Disciple of Darkness

Hellbound Kmight!

Evil Brand

Tvil Embraced
Scion of Sarrow

Tormented Knight!

Thrzll to Demon

Demonsworn Knight!

————p————

TooLs oF FLviL
———

Precequisites

Cleric level 3rd, patron Ghaunadaur
Orc or half-orc, ability to cast
2nd-level divinie spells,

patron Gruumsh

Cleric level 3rd, patron Kossuth

Cleric level Sth, patron Loviatar

Ability to cast 1st-level divine
spells, patron Shar
F.xtanwnaar, cleric leve) 3rd,
patron Varac

Preccquisites
Any cvil alignioent

Node Spelleasting, caster level Lst
Any c¢vil alignment

Prerequisites
Lawful evil alignment

Discipic of Darkness, base
attack bonus +4

Fvil Brand
Neutral evil aligpment

Scion of Sarrow,
basc attack honus +4

Chaotic evil alignment

Thrall to Deimon, hase
attack bonus +4

1 A fighfer can select this feat as one of his fighter bonus feats.

Benefit

Command/rebuke oozes, add spells to cleric list
Cast prepared cure spell or spontaneously cast
inflict spell as swift action, add spells to cleric hst

Summaned fire elementals have max hit points,

add spells to cleric list

Gam +1 bonus on attack rolls and saving throws
agamst fear for X nun.flevel after taking damage
Bluff and Hide are class skills, add spells to cleric list

Cecate shield of cmerald scales (1/day for
1 mm./level) chat ignores certain force clfects,
add spells to cleric list

Benefit

Adds evil descriptor to one spell you can cast

Spell entangles cargets for 1 round

Spell deals 1d6 damage of the same energy

type for 1 extra round

Reduce cost of metamagic spells cast m a node
Target Killed by spell cannot be raised, reincarnated,
or resurrected

Benefit

Gain +1 luck bonus on an attack roll, skill check,

ability check, level check, or saving throw 1/day

Wielded weapon treated as fawlu? and cvil for

purpose of overcoming damage reduction;

11 profanc bonus on attack rolls against lawful outsiders
+2 bonus on Diplomacy and Intimidate checks

made against cvil creatures

Gan damage reduction 10/good for 1 round

Gain +1 luck bonus on an attack roll, skil] check,

ability check, level check, or saving throw 1/day

Wiclded weapon treatred as evil for purpose aof overcoming
damage reduction; successful attack deals 1d4 Cha damage
to lawful or chaotic cutsiders

Gain +1 luck bonus on an attack roll, skill check,

ability check, level check, or saving throw 1/day

Welded weapon treated as chaotic and cvil for purpose

of overcommg damage reduction; +1d6 damage against
lawful outsiders

2 You can gam this feat multiple times. Tes effects do not stack. Fach time you take the feat, it 1.])p]|L5 to a new weapon, skill,

school of magic, selectian of spells, or nade type.

Prerequisites: Str 13, Limproved Sunder, Power Attack, Weapon
Focus (dire fla)l).

Benefit: Il you lut the same crcacure with both ends ol your
dire flail 1 the same round, it must make @ Fortitude saving
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throw (DC 10 + 1/2 your character level + your Ser modifier) or
be dazed by the pain for 1 round.

Special: A fighter can select this feat as one of his fighter
bonus feats.
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DirTY RaT
You are guite adept at shppmy under a foe’s puard while hes
distracted.
Prerequisites: Tumble 4 ranks.
Bepefit: You gau an additional +1 bonus on attack rolls when
flanking an opponent.

« DoomspEAK [ BarDIC]

You can demoralize an enemy with horrible condemnations and
grum portents of umpending doom.

Prerequisites: Bardic music class {eature, Intinndace 8 ranhs,
Perform 8 ranks.

Benefit: You can spend one of your bardic music uscs to utter
a string of crass and appalling epithets and curses at one cnemy
within 120 feet. The intended target must be able to hear and
comprehend your damning remarks. A target that fals a Whll
save (DC 10 + your character level + your Cha modificr) 1s cursed
with a =10 penalty on attach rolls, saves, ability checks, and skill
checks for 1 round. This is a supernatural, necromancic ef fect.

ENTANGLING SPELL [ MTTAMAGIC]
Your spell relcases residual eldritch power that entangles your
eNeniIcs.

Benefit: The fcat can be applicd to any instantancous spell that
deals acid, cold, clectricity, fire, or sonic damage, such as firedall
or fightning bolt. Alter the spell is cast, lingering tendrils ol raw
energy persist; creaturces damaged by che spell are entangled for
1 round. The spell is considered o be in offect durmg chis tune
and can be dispelled normally. An encangling spell uses up a spell
slot two levels higher thav the spelPs actual level.

FrrarL ANiMAL COMPANION

You can enslave a feral animal and ndopt it as your amimal
companion.

Preccquisites: Animal companion class feature, evil alignment.

Benefie: Instead of calling a normal ammai campanion, you
can call a feral animal compamon that foams at the mouth.
Any creature harmed by the ammal’s bite attack must succeed
on 2 DC 15 Fortitude save or contract red ache (scec Duaugeon
Master’s Guide page 292). The disease bas no harmful ¢ffect on
the feral amimal. In addition, your feral animal companion gains
a +2 bonus to Strength and Constitution. Attempts by others to
influence your feral anumal comparion with Hundle Anmal
checks take a =10 pepalty.

Special: Tlns feat does not transform a normal ammal com-
panion nto a feral animal companion.

Fray For
You are skilled at flaying the flesh from your encry’s bones.
Prerequisites: Str 15, basc attack bonus +6, proficient with
slashing niclec weapon.
Bepefit: If you hit the same eneimy more than once m a single
round with a slashing melee weapon, you deal an extra point of
damiage witly each hit after the first.
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Special: A fighter <an sclect thys fear as one of his fighter
bonus feats.

IMPROVED FITNDISH SFRVANT
You gain the service of a powerfu) fiendish anunal servicor.

Prerequisites: Ficndish servant class feature.

Benefie: Add the following creatures to your list of chgible
fiendish seryants: ape, black bear, boar, crocodile, dire badger, dire
bat, dire weasel, heavy warhorse, leopard, momtor lizard, constric-
tor snake, Larpe viper snake, wolverme. In addition, any fiendish
servant you call has the fiendish creature template” (Monster
Mannal page 107). The fiendsh servant otherwise conforms to
the rules i the Dungeon Master’s Guide (page 183).

LINGFRING SPELL [ MPTAMAGIC)
Residual cldritch energy from vour spell continues to harm your
enenes after the spetls main effect has expired.

Benefit: The feat can be applicd to any one mstantaneous spell
that deals acid, cold, cleetrienty, fire, or sonic damage, such as fredall
or lightumg bolt. Alter the spallis cast, ingering tendrils of eviergy
persist, dealing 1d6 poines of damage of the appropriate energy
type ar che begmnmg of your next turn to all creatures imtially
damaged by the spell. The spel] is considered to be my effece during
this time and can be dispeled normally. A lingermg spell uses up
a spell sloc one leve] higher than the spell’s actual level.

Mavricx SpeLL Focus

Your cvil spells are more potent than normal due to a deal forged
with an evi) power

Prerequisites: Any cvil alignment.

Benefit: Add +1 to the DC for all savimg throws agamst any
of your spells that have the evil descripeor.

Special: This fear origmally appeared in Book of F1le Darkmess
and has beent revised for D&D VRS

MorTIrYING ATTACK

Those who witness vour brural death artack are unnerved and
Jarred by the experience.

Prerequisités: NDeath acrack class feature.

Benefir: All creacures within 30 feet that witness you make
a successful deach attack muse suceeed on a2 Will save (DC cqual
to death attick damage dealt) or be shaken for 2d4 rounds. Any
creature you consider your ally s unaffected. Tn addition, creatures
that {ail the save are so horrified by the attack that they lose
thew Dexterity bonus to Armor Class for 1 round. The target of
the death attack must also make the saving throw f it survives.
This cxeraordmary ability 1s a fear effect.

MUTILATOR
Aflter straking down your cniemiy i battle, you can shillfully
mutilate the corpse to prevent others from raising it from
the dead.

Prerequisites: Basc attach bonus +4, any ewal alignment.,

|_|m|m O TR T
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Benefir: After delivering thie hilling blow to a creaturce (thar
i, reducing it to —10 lue pomts; with a melee weapon, you can
decapitate or otherwise hack apart the corpse as a free action.
Doing so docs not provoke attacks of opportunity and cnsurcs
that the creature canntot be revived using a rwaoe dead spell. You
can mutdate only anite eoeroy per round i this fashon.

NaTURAL BULLY

You casily terrify seaker adversarivs.

Precequisites: Incimidate G ranks

Benefit: Al enemies within 30 fect of you that have onc-half
your Tit Dice or lesy arc bullied; they take a -2 morale penalty
on attack rolls made against you. A builied coemy char succeeds
i hieeing and damagimg you s no longer subyect to che penaley
and cannot be bullied by you for 24 hours. Creatures inimuue
to fear effects cannot be bullied and do not take the penalty on
attacks rolls to hit you.

Porson TMMUNITY
After prolonged cxposure to a poison or toxi, you have rendered
yoursell immunce to it.

Benefit: You arc immune to one specific poisont (chosen by
vau), whether available as a blade poison, the venom of 2 specific
creature, or on¢ other toxni. You also gum a +1 circumstanee
bonus on saving throws agrinst other poisons.

Special; A character can tahe this feac multple times, choosimy,
a different porson cach time. The «1 bonus agamst other porsons
docs not stack with wsclf,

Proraxk OuTBURST [DIVINE]
With a horrendous release of divine energy, you steel your undead
allics and mnons against harim.
Prerequisites: Ability to rebuke undead, evil ahigrment.
Benefit: As a standard action, you can spend one of your rebuke
attempts to bathe all undead creatures within 60 feet 1n divine
cnergy, grantmnyg them a +1 profane bonus to Armar Class for 1

minute,

Purverizr. For
You enjoy smashing your opponents into submussion.

Prerequisites; Str 15, base attach bonus +6, proficient with
hludgeoning melee weapon.

Bepefit: I you hit the same enomy more than onee in a single
round wich a bludgeoning melee weapon, you deal an extra 1d6
points of bludgeoning damage with cach e alter the first

Special: A fighter can sclect chis feat as onc of his fighter
bonus [leas. \ ‘

REAPING SPELL [ METAMAGIC]
The dark energy ol your speli devours the soul of an;v creature
hilled by it

Prerequisites: Any cvi) ahignment.

Bevefit: A rawce dead, rewcarnate, or ressrrection spell
cannot return to life a creature killed by a reaping spell, and a
11 u¢ resrarection spell has only a 0% chance of suceeeding, A
reapmg spell thae fails to kill the targer has no additional effect.
A reapmg spelt uses up a spell slot three Jevels higher than the
spell’s actual level.

s —————

swift and immediate actions

The Mintatures Handbook introduced the concept of a new
action type: the swift action. Likewise, the Expanded Psionics
Handbook ntroduced another new action type: the immediate
action. Some of the feats and spells in Champions of Ruin use
these concepts. A description of how they work follows.

* Swift Action: A swift action consumes a very small amount

of tumg, but represents a larger expenditure of cffort and encrgy

than a free action. You can perform one swift action per curn
without affecting your ability to perform other actions. In that
regard, a swift action is like a free action. However, you can per
form only a single switt action per turn, egardless of what other
actions you take. You can take a swift action any time you would
normally be allowed to take a free action. Swift actions usually
mvolve magic or psionics, or the activation of magic or psionic
items; many characters (especially those who dom’t use magic or
psionics) ever have an opportumty to take a swift action.
Casting a quickened spell or manifesting a quickened power
is 2 swift aceion. In addition, casting any spell or manifesting
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any power with a casting timeor mamifesting time of 1 swift
action is a swift action.

Casting a spell or manifesting a power with a casting or
manifesting time of 1 swift action docs nat provoke attacks
of opportunity.

Immediate Action: Much like a swift action, an im-
mediate action consumes a very small amount of time, but
represents a larger expenditure of cffort and energy than a
free action. Unlike a swift action, an unmediate action can
be performed at any tung—=even if it’s not your turn. Using
an immediate action on your turn is the same as using a
swil't action, and counts as your swift action for that turn.
You cannot usc another imumediate action or a swift action
until after your next turn if you have used an immediate
action when it is not currently your turn (effectively, using
an immediate action before your turn is equivalent to using
your swift action for the coming turn). You also cannot use
an inmediate action if you are currently flat-footed.

e ——
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SHADOWFORM KAMILIAR
You can summon a famibar from the Planc of Shadow.

Prerequisites: Krinth, summon (amiltiar class feature.

Benefit: Your summoned familiar looks like a dark, shadowy
version of a normal fanihar. It 15 msubstantial and gains the
mcorporcal subtype (see Monster Manual page 310).

A shadowform familiar s more closcly hound to you than 2
normal familiar, and the maximum distance from you the shad-
owform familiar can travel is 30 feet per caster level. If you are
separated from your shadowform faimiliar by a distance greater
thao this, the shadowform: familiar dissolves mito nothingness
and 1s considered slain.

Special: This feat docs not eransform a normal familiar inco
2 shadowforn familiar.

SHADOWSTRIKE.
Duc to your twies to the Plane of Shadow, you strikc more cf-
fectvely in areas of dim illumination.

Prerequisites: Krinth, basc atcack bonus +1.

Benefit: When making an ateack with a melee weapon n an
area of shadowy illumination (scc Player’s Handbook page 164),
you gain a +1 circumstance bonus on the actack roll and deal an
extra 1d6 points of damage.

Special: A krinth fighter can select this feat 2s one of his
fighter bonus feats.

Sxewrer Fok
A ruthless combatant, you Jike to impale enennies on spears and
similar piercing wcapons.

Prerequisites: Str 15, basc attack bonus +6, proficient with
piercing melee weapon.

Benefit: If you hit the same encimy more than once 2 smgle
round with a piercing wielee weapon, you deal an extra 1d6 pomts
of piercing damage with each bit afer the first.

Special: A fighter can sclect thus feat as one of his fighter
bonus feats.

SNATCH TROPHY
You can quickly and skillfully collect a teophy of your victory
over 1 fallen foe.

Benefit: After dealing a creature cnough daimage o drop it
to negative lnt pomts, you can slice or pry off a trophy as a free
action. You must be adjacent to the dead or dywng creature. The
trophy could be 2 small body part such as 2 finger or car. Cary-
ing a trophy in this manner cequires a light slashing or picrcing
weapon and deals 1dg points of damage to the target creatuce.
(A creaturc with regencration can regrow the severed body part.)
Alternatively, you can take a small item worn or carried by your
fallen foe, such as a prece of jewelry, pouch, potion, light weapor,
or helmet, in which casce the viceun takes no damage. The snatched
itom can weigh no more than 2 pounds. You must have a frec
hand to collect the trophy.

ToucH OF BENEVOLENCE.
Despite your cvil alignment, you are prone to moments of
benevolence and mercy.

Prerequisites: Any cvil alignment.

Benefie: Although you arc cvil and spells such as detecs evi/
reveal your true alignment, you have a $0% chance of ignoring
any offect that speaifically rargets or damages evil creaturcs.

Specizl: To heep this feat, a characeer inust demonstrate peri-
odic acts of kmdness and mercy. A DM can revoke ehis feat if the
character fails to act m an appropriately conflicted manner,

Via NrGATIVA
You can channel greater amounts of negative energy mto your
mnflict spells.

Prerequisites: Atwlity o rebuke undead.

Benefit: As a free action, you can spend one of your rebuke
atcempts to deal additional harm wich an inflict spell. You must
spend the rebuke attempr before making the attack roll. I the
attack roll succeeds, the inflics spell deals an extra 1 point of
damage per character level (maximum +20). 1f che attack rotl
fails, the rebuke actempt 1s spent and wasted.

vile ceats

Vile feats were first mtroduced in the Book of File Darkness.
Ouly mtelligent characters of evil alignment can use vile feats.
Vile feats arc granted to characters at the behest of a powerful
evil agency—a god, demion, or something sinular. As such, vile
feats arc supernatural abilities rather than exeraordmary abilicies.
Some NDMs vught also want to require a character who seeks a
vile fear to perform a speaial nitual or make an accual bargaw
with a powerful creature of vvil. The patron creature could even
(at the DM’ discrenion) have the abihty to revoke the feat should
the character displease 1t

This chapter reproduces three vile feats from Book of File
Darkness (Disciple of Darkness, Evil Brand, and Thrall to
Demon) and mtroduces scveral new ones.

DrimMonsworN KNIGHT [VILYR]
A scornful champion of the demon princes, you detest and oppose
devils and other creacures that refuse to heed the call of chaos.

Prerequisites: Thrall to Demon, base attack bonus. +4.

Benefit: Any woapon you wield is treated as chaotic- and
evil-aligned for the purpose of overcomung damage reduction. In
addition, agamst lawful outsiders, you dcal an extra 1d§ points
of damage with any successful weapon accack.

Special: This feat can only be taken once. A character who
takes this feat cannot also take the Hellbound Kimght or Tor-
mented Kimght feat. A fighter can select this feat as oue of his
fighter bonus feats. In addition, your cycs turn dead black, and
your teeth become as sharp as fangs. )
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Di1scipLE OF DarKNTSS [ VILFE]
You formally supplicate yourself” to an archdevil. 1 return for thus
obedience, you gain a small measure of the archdeyil’s power.

Prerequisites: Lawful cvil alignment.

Beoefit: Once per day, wiule performing an evil act, you can
call upon your diabolic patron to add a +1 luck bouus to any
onc attack roll, saving throw, abiliy check, Skill check, or devel
check.

8pecial: This [eat can only be taken once. A character who
takes this (eac cannot also take the Scion of Sorrow or Thrall
to Demon feat.

Fvir. BrRaxp [VILE]
You are physically marked forever as a servant of an evil power
greater than yourself or as a villain who dacs not care that you
seek only death, destruction, and misery for others. The symbol 1s
unquestionable m it perversity, depicomg 2 depravaty so unthink-
able that all wha see it know beyond a doube that the bearer 1s
forever in the sway of the blackest powers.

Benefie: Evil creaturcs automatically recognize the symbol
now emblagoned upon you as a sign of your utter depravity or
discaplesinp to a powerful patron, although the specific identity of
the patron 15 not revealed. You gain 2 12 crrcumstance bonus on
Diplomacy and Intunidate checks made againse ovi) ereaturws.

EvriL EmBracrD [VILFE]
You cimbrace the power of your fiendish patron and call upon
that power 1 moments of great need.

Prerequisites: Evil Brand.

Benefit: Once per day, as an nmmediate action (sce page 21),
you can call upon your fiendish patron to stee! you against harm,
You gain damaye reduction 10/good for 1 round (unnl the start
of your next turn).

HeLLBouxD KniGHT [ VILF]
A devoted disciple of the Nine Hells, you have sworn to strike
down creatures that oppose law and threaten tyranny.

Prerequisites: Disciple of Darkness, base attack bouus ++.

Benefit: Auy weapon you wicld 15 treated ws lawful- and evil-
aligned for the purpose of overconuing damage reduction. Tn
addition, against chaotic outsiders, vou gan a +1 profanc bonus
on attack rolls.

Special: This fear can only be taken once. A character who
takes this feat cannot aiso take the Demonsworn Koight or
Tormented Knight feat. A fighter can sclect this feat as one of
his fighter bonus frats. In addition, as soan as you take this feat,
your eyes turi red.

ScioN OF SORROW [ VILE]
You formally supplicate yoursell to a powerful yugoloth lord. Tn
return for your unflméhing obedicnce, you gam a small micasure
of the wretched fiend’s power.
Prerequisites; Neutral evil alignment.

Benefit: Once per day, while perforimung an cvil act, you can call
upon your frendish patron to add a +1 luck bouus to any one attack
roll, saving throw, alulity check, skill check, or level check.

Special: This feat can only be taken once. A character who
takes thes feat cannot also take the Disciple of Darkness or Thrall
to Demon feat.

THRALL 1O Drivon [VILE]
You formally supplicate yoursell to a demaon prance. In return
for this obedwence, you gain a small measure of the demon
prince’s power.

Prerequisites: Chaotic evil alignment.

Benefit: Once per day, while performing an evil act, you
can call upon your dermmomg patron to add a +1 luck bonus to
any onc attack roll, saving throw, ability check, shill clieck, or
level check.

Special: This feat can only be taken ance. A character who
takes this fcat cannot also take the Disciple ol Darkness or Scion
of Sorrow [cat.

ToRMENTED KNIGHT [ VILE]
You arc incxorably bound to the loathsome yugoloths that lurk
i the Barrens of ‘Doom and Despair, and you strive to bring
nusery and pain to all creatures that oppose them.

Prerequisites: Scion of” Sorraw, base attack bonus +4.

Benefit: Any weapon you wicld is treated as evil-ahigned for
the purpose of overcoming damage reduction. Any chaotic or
lawful outsider you suceessfully damage with a melee or ranged
weapon must succeed on a Fortitude save (DC 10+ damage dealt)
or take 1d4 points of Charisma damage.

Special: This feat can only be taken once. A character who
takes tins feat cannot also take the Demonsworn Knght or
Hellbound Knight feat. A fighter can sclect this [eat as one of his
fighter bonus feats. In addition, as soon as you take this feat, your
fiesh turns pale and becomes unnaturally cold to the touch.

Iinitrate fFeats

luitiate [eats give additional focus and favor to divine spellcasters
of specific gods. Often, they grant access ta unique spells only
known to the most devout servants of these deities. Initiate feats
lor several promment evil deities are presented below. Player’s
Cuide to Faeriin contains imitiate feats for a few other cvil dejtics,
nmamely Bane, Cyric, and Malar,

INITIATE OF GHAUNADAUR [INITIATE]

You have learned the dread secrets of the god of oozes, sluncs,
jelhies, and outcasts. '

Prerequisites: Cleric level 3rd, patron deity Ghaunadaur.

Benefit: You can command or rebuke oozes as an evil cleric
commands or rebukes undead. You can wse this supernatural ability
a number of times per day equal to 3 + your Cha modifier.

I addition, you add the followmg spells to your cleric spell list.
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1st Corrosive Grasp™'*: 1 touch/level dezls 1d6+1 acid
damage.

2nd  Blindsight™®: Grants blindsight out to 30 ft.

3rd Amorphous Form™'": Subject becomes puddinglike and
can slip through cracks quickly.

Sth Slume Hurl: Horl up to three globs of green shime.

Tth Manptle of the Slime Lord: Noniuteltigent oozcs do not
‘attack you, and you gain some 00Ze IMIMUNItiKs.

INTTTATE OF GROUMSH [INITIA'I‘F.]
The singular eye of the great orc god Gruumsh watches over
you.

Prerequisites: Orc or half-orc, ability to cast 20d-level divine
spells, patron derty Gruumsh.

Benefit: Once per day, as a swift action (see the Swilt and
Immediate Actions sidebar, page 21), you can cast-any cure
spell you have prepared, or you can spontancously cast an
2rlf/itt Spe”.

In addition, you add the following spells to your divine spoll-
caster List. If you have more than one divine spetleasting class
before taking this feat, you must deaide to which class’s spell list
to add the spells.

2nd  Batele Line: Creates an area of doom on the hattle-
field.

3rd Bloodspear: Makes one spear o a wounding weapon.

Sth Pocket Cave: Creates an extradimensional SP‘ILL where
you “and your allies can hide.

6ch Eyebite: Target becomes pamiched, sickened, and
comatose.

7th Waves of Exhapstion: Scveral targets become exhausted.

INITIATE OF KossuTH [INITIATE]
You have faced the ficree elemental flame and unlocked some of
the secrets of Kossuth’s church.
Precequisites: Cleric level 3rd, patron deity Kossuth.

A number of powerful fiends serve as patrons for clerics
and other divine spellcasters. Clerics following Asmodeus,
Baphomet, Demogorgon, Orcus, Yeenoghu, and other such
creatures often lead bloodthirsty cults of like-minded follow-
ers. However, these powerful demons and devils do not have
any divine ranks and lack the ability to grant cleric spells as
gods normally do.

There is a way around this limitation. A character can

strike a special bargain with a powerful fiend, which gives
the fiend the ability to grant spells to that character from
a choice of domains. In effect, a powerful fiend can serve
as a conduit for certain universal princip]e:\' or the nascent

divine power of its own extraplanar home, but only for

Benefit: All fire clementals that you summon using the
summon monster spells bave +2 ht pomits per die (instead of
average hit points).

Tn addition, you add the followiny spells to your cleric
spell st

Level

Ind  Apganazzar’s Scorcher’ ¥ Path of fire deals 1d8 datnage
per 2 levels (max 5d8).

+ch Fire Stride"*™*: Multiple use domension door tlmt works
only through large fires. )

Sth Shroud of Flame"": Target bursts into flames, takmg
2d6 fire damage per round and dealing 1d4 fire damage

~ to creatures withim 10 ft.
gth Incendiary Cloud: Cloud deals 4d6 ficc damage/round.

INTTIATE OF LoviaTar [IN(TIATE]

With great pan comes great power. This and other scerets you
have learned from the church of Loviatar. *

Prerequisites: Cleric level Sth, patron deity Loviatar.

Benefiz: The first time you take damage in any combat, you
gain a +1 morale bonus on attack rolls and a +1 morale bonus on
saving throws agamst fear effeces for 1 minute per cleric level.

Tn addition, you add the following spells to your cleric
spell st

2nd  Nybor’s Gentle Reminder’”: Target i1s dazed fox 1
round, thercafter —2 ony attacks, saves, and checks, and
distraceed.

3rd Mystic Lash™: Energy whip deals 1d6 clectricity
damage/tiree levels (max 4d6) and stuns for 1 round.

sth Fleshshiver"': Targee is stunned for 1 round, tales 1d6/
level damiage, and 1 nauscated for 1d442 rounds.

INIITATT. OF SHAR [INITIATE]
You have been jninated nto the greatest secrets ol Shar's
church.

friend Lords and spells

mortals who agree to the dark and insidious bargain it
offers. This bargain is represented by one of three feats:
Disciple of Darkness, Scion of Sorrow, or Thrall to Demon
(see Vile Feats, page 22). A chavacter with cleric levels
who chooses one of these feats can choose domains made
available by the parocular demon, vugoloth, or devil he
chooses as his patron, and he receives his cleric spells from
that dark enticy.

The vasc majority of evil clerics choose gods for patrons,
since they need not use a feat to simply gain access to cleric
spells with a divine patron. But devil lords and demon princes
crave the adulation of mortals, too—and many seek out indi-
viduals willing to give them the adulation they crave.
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Prcrequisfte: Able to cast Ist-level divine spells, patroo
deity Shar. i

Benefit: You add Bluff and Hide to your Jist of class skills.

In addition, you add the followrnyg spells to your divine spell-
caster spell list. If you have more than oue divine spellcasting
class hefore taking this feat, you must decide which class has the
additional spells added to its List.

Ist Disguise Self: Changes your appearance.

ird Crushing Despair: Subject takes =2 on attack rolls,
damage rolls, saves, and chechs.

4th Armor of Darkuvess" > Creates a shroud of shadow
around target that grants darkvision, a boous to AC,
and a bonus to some saving throws.

sth Darkbolt™“*: One beam of darkiessi2 levels deals

damage and daves apponents.

Special: The armor of dar kness and darkboly spells also appear
on the Darkness domam list. With tlus feat, you can cast chem
as regular cleric spells, not just doman spells.

INITIATE OF VARAE [INITIATT)
You fervently worship Varac, the serpentine goddess, and guard
well the secrets of your fauth.

Prerequisites: Extarminaar, cleric level 3rd, patron deicy
Varae.

Benefit: Once per day, as a standard action, you can transforu
your skin into shimmering cmerald scales. The scales absorb
magic missile damage as the shueld spell, and they enable you
to pass through walls of force ast they weren’t there, The
emerald scales last for 1 munute per character level, This 15 a
supernatural abiliry. ,

In addition, you add the followiny spells (o your cleric
spell hist. >

2nd  Blinding Spittle™: Ranged touch artack blinds subject.

4th  Serpent Arcow™: Transforims up to cight missiles into
Tiny vipers.

6th Veil: Changes appearance of group of creatures.

8th  Animal Shapes: Onc ally/level polymorphs into chosen

anunal (snakes only).

Node m og'ic reQts

The node, magic feats presented here ongmally appearcd m
Underdark. These versions update and supersede those m the
previous product.

METANODF. SPEI.L [ METAMAGIC]
You cast-metamagic spells to greater offect m nodes o whuch
you are attuned than ¢lsewhere.
Prerequisite: Node Spellcasting, caster level Lst.
Benefit: When casting a spell improved by a mctamagic feat,
you can deduct che class of the node layer i wilnch you currently

25

stand from the increased spell level, The class of the layer does
not equal the class of the node unless you are standing in the
mnermost portion of it.

For examnple, 1f you use Maximize Spell to augment the Sth-
level spell Aame strike in the innermost (1) layer of a Class 1
node, you cast the spell as il 1t were only two levels higher than
normal, not three, becausc the node pays ane spell level’s worth
of the metamagic cost. This feat is most useful to casters who
do not prepare spells (such as bards and sorcerers) and to wizards
who rarely leave therr nodes and can therefore prepare and cast
thewr spells at the adjuseed level.

1f you use tlis feat to reduce the cost of preparing a metamagic
spell and then leave the node, the spell you prepared s unavailable
unt2l you return to a node layer of at least the'same class as the
ane m which the spell was prepared.

NopE DEFENSE
You can use the magical power of a node to defend yourself
from harm.

Prerequisite: Node Spellcastmy, caster level 1st.

Benefit: You reccive an msight bonus to your Armor Class
and on saving throws cqual to the class of any node that you
currently occupy aiid to which you are attuned, up to a maxpnum
of 14, For example, il you arc mside the middle (+2) iayer of a
Class 3 node, you gain a +2 bonus. '

NODE SENSITIVE
You can perccive a node just by passiug near it.

Benefit: You automatically note the presence of any node to
which you arc attuned wichin 30Q fcet.

Normal; A creature without this feat that comes within 30
fcet of che outermost layer of a node can inake 2 DC 20 Intel-
ligence chieck to nate the prescace of the node. A creature with
the appropriate Node Spelleasting feat can attempt either an
Inteligence check or a Speilcralt check ac the same DC to natice
the node.

NODE SPELLCASTING
You have discovered the secret of the magic of a particular type
of node. -

Prerequisite: Caster level 1st.

Benefit: You are attuned to one type of node and the mag-
cal power it provides. When you choose this feat, choose a
typu of node (carth, evil, or Shadow Weave). This feat grants
you access to the various node magic feats and node powers,
and allows you to make a Spelleraft check instead of an Intel-
higence check to notice nearby nodes of the type to wlhich you
arce attuncd. )

Normal: A creature without this feat cannot take other node-
related feats, cannot access a node’s full potential, and mst mnake
an Intelligence check to notice nearby nades or to manipulate
nodc powers,

Special: You can gain tius feat muleiple times. Fach time you
take the feat, 1t attunes you to a different node type.
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Nobr. STORT.
You can store a prepared spell in a node to which you arce attuned.

Prerequisite: Node Spellcasting, caster level st

Benefit: Fach time you take this feat, choose two spells of
any level that yon know and can cast. If you are a spellcaster
who prepares spells, you can now prepare those two spells 11 ad-
dition to your normal spell complement as long as you are m a
node to which you are attuned, just as if you had two extra spell
slots per day. These extra prepared spells arc stored i che node
instead of i1 your mund. You can cast them normally winle you
are within that nade, even if you have left the node and returned
since storing them chere.

If you arc a spellcaster who does not prepare spelis, choose
two spells that you know. You can now cast those two spells while
in a node to which you arc attuned as 1f you had two extra spell
slots per day available. Each such slot can be used only to cast 1ts
designated spell; it cannot be used for any other spell (imcludmy
the other spull designated with thus feat). I you leave the node,
these extra spell slots become unavailable to you, but you can
use thent agam 1f you return, provided that you haven’t already
used them since the last time you rested.

You do 1ot need to designate a specific node in which to storc
your spells when you choose this feat, but you can have spells
stored i1 only one node at a time. You can change the node in
which your spells are stored by meditating for 1 hour inside the
new node you have seleceed.

Special: You can gain tins feat mulciple times. Each time you
take the feat, 1t applics to two new spells.

New spells

Magic and spells occupy a role of central importance i Faerun,
a world rich with arcane and divine elements. Empures often
risc and fall bascd on the power of their spellcasters. Champions
of Ruin presents a wide selection of spells with a focus on evil,
corruption, and power. For morc spells tied to these themes, sce
Book of ¥ ile Daykness.

’

Assassin spells

1ST-LrVEL ASSASSIN SPELL
Woodwisp Arrow: Enables a masterwork arrow or bolt to pass
through wood.

2ND-LEVEL ASSASSIN SPELLS
Brilliant Energy Arrow: Masterwork arrow or bolt radiates light
and ygnores armor.
Spellslayer Arrow: Masterwork arrow or bolt deals extra damage
1o 2 creature with ongoing spells cast upon jc.

3RD-LEVEL ASSASSIN SPELLS
Arrowsplit: Transform a masterwork arrow or botc mid-flight
mto 1d4+1 masterwork missiles.

Darkflame Arrow: Mastcrwork arrow or bolt dcals normal
damage plus 2d6 damage cach round for 3 rounds.

4TH-LEVEL ASSASSIX SPELLS
Bloodfreeze Arrow: Mustcruork arrow ar bolt deals extra 2dé
cold damayc and paralyzes targee i’
Shadow Arrow: Masterwork arrow or bolt deals 1d6 points of
Streugrh damage,

Bard S[Jells

IsT-LrvrL Barn SprLL
Undersong: Make Periorm checks in place of Concentration
checks.

2ND-LEVTL BARD SPRLLS
Control Darkness and Shadow: Manpulate cvisting areas ol
dackness and shadow.
Tvash-Prull's Bonefiddle™: Target takes 1d6 some damage/round
and =20 penalty on Move Silently checks.

3RD-LEVEL BARD SPELL
Love’s Lament: Creatures 1 60-ft. cone take 1d6 Wisdom
damagé and are nauscated for 1d+4 rounds.

SIR-LEVEL BARD SPELL
Remorscless Charm™: Suppress the target’s alignment, removing
all atignment-related inhibitions,

6IH-LEVEL BARD SPELL
Sympbhonic Nightmare": Haunting music disrupes targer’s skeep
for 1 day{level.

Bl(lckgum‘d sp(-:ll

3RD-LrVEL BLACKGUARD SPELL
Bedevil: Summon a mischicvous spirit to torment your enemy.

clecic spells

3RD-LEVYL CLERIC SPRLLS
Air Breathing: Subiects can breathe air freely.
Locate Node: 1Tinds closest node my 1 nuleflevel radius.
Slashiag Darckness: Ray deals 1d8/two levels damage and heals
undead the same amount.

YTH-LEVEL CLERIC SPELL
Necrotic Skull Bomb: Exploding skull releases negative energy;
targets cach gain 1d4 negative levels.

6TH-LEVEL CLERIC SPELLS
Ravage: A pillar of black, unholy power deals 1d6 vile damage/2
levels (inax 10d6).
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Remorseless Charm™: Suppress the target’s ahgnment, removing
all alignment-related ntubitions,

" 7TH-LTVEL CLERIC SPELLS
Mark of the Unfaithful: Mark somicone as an enemy of your
faith.
Shadow Trap: Bind a greater shadow to an object as its
guardian.

9TH-LEVEL CLERIC SPELL
Anathema: Break the divine bnk between your god and lower-
ranked members of your laith.

pruid spells

1sT-LEVEL DRUID SPRLLS
Enrage Apimals: Render normal animals bostile and vicious.
Woodwisp Arrow: Enables a masterwork arrow or bolt to pass
through woo.

AND-LEVEL Drutp SprLLs
Locate Node: Finds closest nade 1 1 myle/level radius.
Whip of Therns; Create a thorny whip that can damage or
entangle opponents,

3RD-LEVEL DRUID SPRLLS
Air Breathing: Subjccts can breathe air freely.
Node Door: Allows teleportation between any hnown nodes.

4TH-LEVEL DRUID SPRLL
Unholy Beast: Target animal transforms imto an unholy minion
under your control.

7TH-LEVEL DrUID SPrLL
Mark of the Unfaithful: Mark soinconce as an enemy of your
faith.

9TH-LEVEL DrUID SPELLS
Anathema: Break the divine link between your god and lower-
ranked members of your faith.

Bungerspeﬂs

1ST-LEVEL RANGER SPELLS
Eprage Apimals: Render anpmals hostile and vicious.
Woodwisp Arrow: Fonabics a masterworh arrow or boit to pass
through wood.

2ND-LEVFL RANGER SPELLS
Brilliant Energy Arrow: Masterwork arcow or bolt radiates hght
and ignores armor.”
Spellslayer Arrow; Masterwork arrow or bole deals extra damage
to a creature with ongoing spells cast upon at.

~ Con

SRD-LEVEL RANGER SPELLS
Arrowsplit: Transform a masterwork arrow or balt mid-flight
into 2d4 masterwork missiles.
Dackflame Arrow: Masterwork arrow or bolt deals normal
damage plus 2d6 damage cach round for 3 rounds.

41H-LEVEL RANGER SPELLS
Bloodfreeze Arrow: Masterwork arrow or bolt deals extra 2d6
cold damage and paralyzes target.
Doublestrike Arrow: One arrow ar bolt strikes two targets within
30 fect of cach other.
Shadow Arrow: Masterwork arrow or bolt deals 1d6 points of
Strength damage.

sorcerer/wizard spells

2ND-LEVEL SORCERER/ WIZARD SPRLLS
Div. Laocate Node: Finds closest node in 1 mile/level radius.
Abjur  Node Lock: Deters others from using a node’s powers.
Evoc  Scourge of Farce: Tendrils of force lash focs for 148
+1/2 levels damage cach.

3RD-LEVEL SORCERER/WTZARD SPRLLS

Trans  Air Breathing: Subjects can breathe air freely.
Control Darkness and Shadow: M.’mipu‘Iate existing
arcas of darkness and shadow.
Bedevil: Summon a mischucvous spirit to torment yom“

eneimy.
Node Door: Allows tcleportation between any known
nodes,

4TH-LEVTE). SORCERER/ W1ZARD SPELL

Trans Serpent Arrow: Translorms nussiles mto Tiny vipers.

STH-LEVEL SORCERER/WIZARD SPELL
Necro  Necrotic Skull Bomb: Explading skull releases negative
energy; targets each gain 1d4 negarive levels,

6TH-LEVEL SORCFRTR/WizaRD SPELL
Tinch  Remorseless Charm™: Suppress the target’s alignment,

ramoving all alignmentrelated inhibitions.

TTH-LEVEL SORCIRER/WIZARD SPELL
Cony  Shadow Trap: Bund a greater shadow to an object as its

guardin.

9TH-LEVEL SORCERER/WIzaRD SPELL

Cony  Node Genesis*: Creates a Class 1 node.  »
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Transmutation

Level: Clerie 3, druid 3, sorcererfwizard 3
Components: S, M/DF

Castiog Time: 1 scandard action

Range: Touch

Duration: 2 l}ours,"lcvclg sec text

Saving Throw: Will neyates (harmless)
Spell Resistance: Yes (harmless)

The transmuted creatures can breathe air freely. Divide the
duration cvenly amony all the creatures you touch.
The spell does not make creatures unable to breathe water.
Ay breathing dispels and counters water breathing.
Arcane Matevial Component: A short reed or piece of straw.

anathema

Enchantment (Compulsion)

Level: Cleric 9, drud 9

Components; V, S, ¥, DF

Casting Time: 1 round

Range: Unlimited

Target: One creature of ¢he same (aich as the spellcaster
Duration: Permanent

Saving Throw: None

Spell Resistance: No

You can permanently break che divine link berween your deity
and a lower-level cleric, drud, canger or paladin of your faith, or
upon a common worshiper. The spell has no effect on spelleasters
of a faith ocher chan your own. You can pronounce an anathema
upon any characeer of your faith, no'mattef where he is, even
J on a differene plane. You cannot pronounce an awathema
agamst someone who s already dead. Some derties do not allow
an anathema to be pronounced against the innocent or agamst
thewr chosen, while others grant their high-level clerics free use
of ‘this most terrible of divine curses.

Anaindividual under anathema can no longer cast divine spells
or call upon the power of his god to turn or command undead,
heal, harm, stee, shape change, or use any other divine power
associated with his character class. An ordinary worsliper placed
under anathema ts not allowed to take advantage of amy of the
laith’s services, such as healing, naming, marrying, or burial of
the dead. Anyone who dies while under anathema 1s barred from
entry into his deity’s pliane just as though he had never declared
allegiance to a god. His soul 1s condemned to cternally writhe in
the Wall of the Faichless.

On a more personal level, the anathema spell marks the
subject as accursed with regard to others of the [aith. They are
not allowed to speak to him, look at bun, or even acknowledge
his existence. The common members of the faith arc only aware
that the subject 1s under anathema if so mformed by the church
hierarchy; however, clerics, paladms, drnds and rangers of che
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fargh can automarically detect an anathema cffect simply by
lookg at the subject.

The effect s permancnt until hited, cither by the origusal
spellcaster, or by a cleric of the same faith, of a higher level ehan
the cster, who casts an atonement spell upon the subject. The
subject of an anathema can also remove 1ts offece by changing
s din e allegiance Gee Changig Dacies, page 233 of the
Forcoryrs Rrarsis Campaign Setting).

Locny- The subject’s name 1must be wiseribed in a book or scroll
especally conscerated for this purpose and detailing the crimes
(real or imagmced) for which the subject 15 being condemned. The
book 15 not consumed m the process.

ArrowspIiT

Caonyuration (Creation)

Level: Assassin 3, ranger 3, justice of weald and woe 3
Compounents: V, M

Casting Time: 1 swift action

Range: Touch

Target: One masterwork arrow or bolt

Duration: Instantancons .

Saving Throw: None

Spell Resistance: Yo

This spel) 15 cast upon a mastesrwork arrow or bolt, causing it
to split m nud-flight meo 1d4-1 identical masterwork arrows
or bolts. AU the missiles steike the same targeg, and you must
take a separate artack roll for cach missile. The arrow or bolt
must be fired during the same round the spell is cast, or the
mag e dissipaces and is lost. The projectile 1s destroyed even af 1t
NHANeS its Earget.
Material Component. Masterwork arrow or bolt.

Battle Line

Abjuration

Level: Imuate of Gruumsh 2

Components: 1, §, DF

Casting Time: 1 stundard action

Range: Close (25 {1+ 3 fr./2 levels)

Area: Up to two contiguous §-ft. squares/level, maximum 10
squares (S)

Duration: 1 round/level

Saving Throw: Sce text

Spell Resistance: Sce toxt

By means of this spell you draw a visible, unholy “linc in the
sand” that causcs a fecling of dread and hesitacion in al! creatures
that cross it. Any creature entering the affected area must make
a Wil save or become shaken. A creacure chat successiully saves
cannor be affected agan by the same spelicaster’s dastle line
spells for 24 hours.
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Coujuration (Summoning [Fyil] Transmutation y
Level: Blackguard 3, sorcerer/wizard 3 Level: Tintiate of Gruumsh 3
Compoaents: V, S, M Compoaents: V, S
Casting Time: 1 round Casting Time: 1 standard accion
Range: Sce text Range: Touch
Duration; 1 day/level (D) Target: Spear touched
Saving Throw: No Duratioa: 1 round/level J

Spell Resistance: Yes

You summon a mischievous spirit and send it to bedevil your
encmy. The spirit seeks out its assigned victim wherever she nught
be, as long as she 15 an the same plane as you when you cast the
spell. Tt thon proceeds to irreate and aunoy her through a variery
of manifestacions. The victim of & dedewdd spell finds herself
constantly sccing movement out ol the corner of her eye. Mer
sleep 15 frequently intercupted by bed shaking and Blanker shufting
and the sounds of voices that fade upou wakig, When spelicase-
ing, she suffers a variety of imor wrritations that threaten to
disrupt her spells, and she constantly fecls haunted and watched.
The resule of thns bedevilment 1> that she takes @ =1 penalty on
all abilicy checks, skill checks, and Will saving throws and has
2 5% chance of arcane spell failure (whuch stacks wich any spell
farlure chance from armor worn).

Detect cuil cast upon the subject of this spell reveals the
presence of the bedeviling spinit, winle procecsion from evil hecps
the sprrit from adversely affecting the victin. A despe/ evil spell
destroys the mischievous spirit, but resmose curse or sumilar magic
has no effect on it.

Mazerial Components: A tiny won sratuctee of a devel or imip,
plus eicher a drop of the mtended victim’s blood or one personal
articke belongiug to thic intended victim. '

Bloodfreeze Arrow

Transinutarion

Level: Assassin 4, ranger 4, justicc of weald and woe +
Components: V, M

Casting Time: 1 swilt action

Range: Touch

Target: One masterwork arrow or bolt

Duration: Instantancous

Saviag Throw: Farritude partial; see text

Spell Resistance: Yes

This spell is cast upon a masterwork arrow or bolt, transforning
its head mito blue ice. 1n addition to taking normal damage from
the mussile, the target takes 206 pouts of cold damage and s
paralyzed. A successful Fortitude save negates the paralysis, and
the target can make & new save each round (at cthe start of the
caster’s turn).

Material Component. Masterwork arrow or bolt.
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Saving Throw: None
Spell Resistance: No

This spell allows you to channel the fury of Grunmsh uwo che god’s
favored weapon—a spear. The weapon’s tip beging to drip blood, and
the spear acts as if it had the wounding special abitity (sce Drigeon
Master’s Guide page 226) for the duration of the spell. The spell is
automatically canceled 1 round after the weapon leaves your hand.
You cannat have morc than one Joodspear m effect ata time,,

Tls spell has no effect on a spear thar already has the wound-
ing special ability, and 1t does not work on arcifacts.

srilliant ENErgy Arrow [

Transmutation

Level: Assassin 2, ranger 2, justice of weald and woe 2
Components: V, M

Casting Time: 1 swift action

Range: Touch

Target: Onc masterworh arrow or bolt

Duration: Instantancous

Saving Throw: None

Spell Resistance: Yes

Tlus spell1s cast upon a masterwork arrow or bolt, transforming

ies head mto brilhant cnergy that gives off hght as a torel (20-

(oot radius). A brilliant cuergy missile ignores nonliving matter.,

Armor bonuses to AC (including miy enhancement bonuses to that

armor) do not count agamst it because the missile passes through

armor. 1t deals normal damage and has no effect on constructs,

undvad, and objects, The arrow or bolt must be fired during the

same round the spell 1s cast, or the magic dissipates and is lost. {
The projectile s destroyed even il it misses its target.

Material Component: Masterwork arrow or bolt.

control parkness and shadow

Transmucation [Darkness, Shadow]

Level: Bard 2, sorcerer/wizard 3

Componrents: V, S

Casting Time: ] standard action

Range: Closc (25 (6. + § ft./2 levels)

Area: Shadows i one 5-ft. cube/level

Duration: Concentration + 1 round/level

Saving Throw: None ,
Spell Resistance: No
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You can affect existing shadows, both natural and magscal, by
causing them to deepen, lighten, or even move. You can cause
one of the following cffects at a time, and can switch them once
per round as a free accion for the duration of thé spell. The
chosen effect covers the entire arca of the spell; multiple effects
may not be applicd to different areas. The possible effects are
described below.

Deepen Darkness and Shadow: Normal shadows now grant
a +4 bonus on Hide checks and provide concealment to creatures
within them. Magical darkness now confers total concealment
to anyone withun (ts area.

Lighten Davkness and Shadow: Normal shadows arc sup-
pressed withm the area, making it mpossible to hde withm them
or use abilities such as the shadowdancer’s shadow jump abilicy.
Magjcal darfness no longer provides concealiment, and the arca
can now be Mluminated by any light source. -

Move Shadow. The affected shadow moves as you direct
within the arca. You can create shadow illusions {as those created
by a silent tmage spell, but without color), reveal hidden creatures
by taking their shadow away, cause shadows to lollow you within
the area of the spell, or otherwisc move the shadow as you see
fit. You cannot move areas of darkwess in this way.

packflame Arrow

Evocation

Level: Assassin B,Justicé of weald and woe 3, canger 3
Componeﬂté: v, M )
Casting Time: 1 swift action

Range: Touch

Tagget: One masterwork arrow or bolt

Duration: Instantaneous; see text

Saving Throw: None

Spell Resistance: Yes

?

A doublessrike arrow spell in action
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This speil1s casc upon a masterwork arrow or holt, engulfing its
hwad m black fire. The arrow deats normal danwage and wreaths
the target m black flamce that deals an extra 2d6 points of damage.
The black flames coneinue to engulf the victim for 2 more rounds,
dealing 2d6 points of damage cach subsequent round (at the start
ol your turn), and they cannot he extinguished (although they can
be dispelted). The arrow or holt must be fired during the same
round the spell 15 cast, or the magic dissipates and 15 Jost. Creatures
with immumty or resistance to fire take full damage from the
black flames. The projectile 1s dustroyed cven if 1c misses its target.
Magerial Component: Masterwork arrow or bolt.

poublestrike Arrow

Transmutation

Level: Ranger 4, justice of weald and woe 4
Componcnts: V, 5, M

Casting Time: 1 swift action

Range: Touch

Target: One arrow or bolt

Duration: 1 round

Savirg Throw: Nor

Spell Resistance: No

This spell 1s cast upon a sigle arrow or crossbow bolt, enabling it
ta strike two targets mstead of one. The character firing the arrow
sclects the two targets, both of which must be within 30 feet of
each other, and mikes a scparate attack roll agamst cach target
(using the same attack bonus). After strikmg or missing the first
target, the arrow

swerves and continucs

on coursc to the second target.

ap8usy wosv [ (g wonvassnypy
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A doublestrike missile cannot it the same targee twice, and it
15 destroyed even if 1t misses its intended targets.
Material Component: Arrow or holt,

Enrage Animals

Eunchanument (Compulsion) [Mind-Affeeting]
Level: Druid 1, ranger 1

Compopeuts: V, S

Casting Time: 1 standard action

Range: Close (25 [t 1 5 ft./2 levels)

Targets: Animals withm 30 {t. of cach other
Duration: 1 minute/level

Saving Throw: Will negaces; sec text

Spell Resistance: Yeo

This spell incites and enrages animals, making them hostile and
victous. Only ordinary animals (those with Intclligence scores of
1 or 2) can be affected by this spell. The maximum number of
Hit Dice of amimals you can affect 1s cqual to 2d4 + your caster
level. A dwe amnmal or an animal traed only to attack on order
15 allowed a saving throw; other anumals are not. For exaple,
a ranger could ¢nrage 4 normal bear or wolf with little trouble,
but 1t’s more difficult to drive a trained goard dog into a trenzy
0 that it actacks 1ts imaster.

The alTected creatures attack the nearese ereature, mcluding
any other creatuces affected by ths spell,

Locate Node

Divination

Level: Cleric 3, druid 2, sorcereriwizard 2

Components: V, §, F/DF

Casting Time: 1 standard action

Range: 1 mile/level; see text

Area: Circle, coneered on you, with « radss of 1 mileslevel; see texe
Duration: 1 minuto;lcvel

Sayving Throw: None

Spell Resistance: No

You sense the direction of any node within range. You can choose
to locate the nearest node, the closest node of a particular type,
or 2 specific node you have visited before; in the latter case, the
range 15 2 miles/level and the arca is a arcle, contered on you,
with a radius of 2 11'1||c>..l'1<:vc!.

The spell is blocked by even a thut sheet of lead, and e cannot
detect nodes protected by a node lock spell.

Arcane or Divine Focus: A pebble found m a node.

Love’s aoment

LEnchantment (Compulsion) [Mind-Affecting]
Level: Bard 3

Components: V'
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Casting Time: 1 standard action
Range: 60 ft.

Effect: Cone-shaped burse
Duration: Instantancous
Saving Throw: Will ncgates
Spell Resistance: Yes

With this spell, you create a cone of music that draws upon the
sadness, guilt, and despair of those withm its area of effect. All
creatures m the area take a2 —4 penalty on Listen checks for 1
round. Tn addition, those who [ail to save against love’s lament
are reminded of all their lose loves and disappointiuents i hie.
The inusic seizes upon these feelings and magnifics them, so that
the victims of the spell take 1d6 points of Wisdom damage and
are nauscated for 1d4 rounds.

mantle of the slime Lord

Abjuration

Leve): Initiate of Ghaunadaur 7

Componeats: V, S, DF ,
Casting Time: 1 standard action
Range: Personal ' '
Effect: Nunbus ol divine energy

Duratior: 10 minutes/lcvel (D)

Saving Throw: None

Spell Resistance: No

This spell causes a glossy nimbus of energy to surround you,
This barricr looks like a gelatinous layer of thick, dirty water
to observers, but it does not hinder you in the least. While the
mantle is active, nonintelligent aozes wall not acrack you unless
you attack them. Tn addirion, you gain immunity to poison, sleep
¢ffects, paralysis, polymorph, and stunming effeces. Lascly, when
2 critical hit or sneak accack is scored on you, there is 2 75%
chance that the critical hit or sncak attack is negated and damage
i5 instead rolled normally.

mark of the unfaithful

T.vocation

Level: Cleric 7, druid 7
Components: V, S, F
Casting Time: 1 round
Range: Unlimited
Target: Onc creature
Duration: Perimanent
Saving Throw: None ’
Spell Resistance: Ycs

You permanently placc a mark upon a character or creature
that identifies it as an enemy of the faith. Anyone of your [aith
who ¢ncounters the bearcr of a mark of the unfaithfnl, even if
he is disguised, altered, or polymorphed, lecls a natural hostility
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toward that person and gains a +6 circumstance bonus on Sense N ode poor
Motive checks mnade against the marked creature. This hostility
might not induce the viewer to attack, but he certainly will not
be inclined to trust or believe anything the marked one says.

Clerics, paladins, druids and rangers of the faith can automati-
cally detect the mark simply by looking at the subject.

A mark of the unfaithful is permanent until dispelled or
removed by # cleric of the same faith, of higher level than the
caster, who casts an afonement spell upon the subject.

Focus: The subject’s name must be jnscribed in a book or scroll
especially consecrated for this purpose and detailing the crimes
(real or imagined) for which the subject is being marked.

Conjuration (Telcportation)

Level: Druid 3, sorcerer/wizard 3

Components: V :

Casting Time: 1 standard action

Range: Varies; see text

Target: You and touched objects or other touched wdlmg
creatures

Duration: Instantancous

Saving Throw: None and Will negates-(object)

Spell Resistance: No and Yes (object)

You instantly transfer yourself from your current node to any
other node of the same type that you have visited. You always
arrive at the exact spot desired—whether by simply visnalizing
the area or by describing your destination (for example, “the
Shadow Weave node in the garden at the Temple of Old Night”).
After using this spell, you can’t take any other actions until
your next turn.

If you arrive in a node that is already partially occupied
by a newly added object, you arrive in the closest clear space
in that node. If the node is completely filled or has been
destroyed by any means, you bounce to the next closest node
of the same type (determined randomly or by the DM). Each
such “bounce” deals 2d6 points of damage to you and any who
accompasny you.

Necrotic skull Bomb

Necromancy

Level: Cleric 3, sorcerer/wizard §
Components: V, S, M

Casting Time: 1 swift action
Range: Close (25 ft. + 5 ft./2 levels)
Area: 20-ft.-radius spread
Duration: Instantancous

Saving Throw: Fortitude negates
Spell Resistance: Yes '

You imbue a humanoid skull with negative energy and hurl it.

The skull detonatcs on impact, releasing the negative energy con- I . 1 .
PACh & & &y You can bring along objects as long as their weight doesi’t
tained within. All creatures in -

; + exceed your maximum load. You can also bring one additional
the spell’s area, except for == GE 1 ; i
¢ i - _ willing Medium or smaller creature (carrying gear or objects up

undead, gain 1d4 negative * A 4 . .
tapelE (sce Egorgy Drdid to its maximum load) or its equivalent per three caster levels;

page 308 of the Monuster
Manual, for dérails
about negative
levels). 1
Assuming
creature Survives
the effect of the
spell, it regains
lost levels after
a number of fours

a Large creature counts as two Medium
creatures, 2 Huge creature counts as two
Large creatures, and so forth. Al creatuces
to be transported must be in cantact with
one another, and at least one of those
creatures must be in contact with
you. As with al] spells for which
the range is persopal and the
target is you, you need not make
a saving throw, nor is spell re-
sistance applicable to you. Only
objects held or i use (attended)
by another person receive saving

equal to your cast-
er level (maximum

15 hours). Usua}ly," ‘ M_J s
negative levels have

a chance of draining

a creature’s levels, but the ;

negative levels from »ecrotic it

skudl bomb don’t last long enough fo

do sa. )
An undead creature in the spell’s arca gains 1d4X¥ temporary

hit points for 1 hour.

Material Component: A humanoid skull.

throws and spell resistance.
Special: You must bave

the Node Spellcasting feat
to cast ths spell.

Necrotic skull bombd
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Node genesis

Comyuration (Creation)

Level: Sorcercriwizard 9

Componeats: V, S, XP

Casting Time: 1 tenday (B hoursiday)
Range: Touch

Effect: One Class 1 node with a 10-fe. cadius
Duration: Instantaneous

Saving Throw: None

Spell Resistance: No

When you cast this spell, the arcane energles revouee locat Jey lines
and telluric currents, preaipieating the creation af a Class 1 node
(you deternmine the type when you cast the spell). The new node 1s
centered on and emanates from a pamt on the ground you touch.
The rough boundary ol the new node can cross iy type of terrain
or empry space, and can cross diferant oy pes of matertals. You
have some leeway in determunng the mutil shape of your node’s
outer boundary—it docstyt have to be « perfect sphere.

The newly generaced node recams 1ts Class 1 status for one
year. Thereafter, its diameter increases at rate o’ 20 feet per year,
until it eventually reaches a diamcter cqual to 20 foet per the
caster level you possessed at the twue of casting, When the node’s
diameter reaches the low end of the range for the next higher
class (sce Table $—1 on page 96), its class increasces by +1. Tor
example, 2 Class J node becomes Class 2 when its diuneter reaches
40 leet, and Class 3 when 1ts dianicter reaches 120 foct.

Nodcs you create with this spell are automatcally considered
snode locked by you. They are otherwise just ke natural nodes
and subject to destruction i the sante ways

XP Cost 3,000 XP.

Speceal: You must have the Node Spelicastng feat 1o cast this
spell.

Node Lock

Abjuration

Level: Sorcerer/wizard 2
Components: V, S

Casting Time: 1 standard action
Range: Close (25 ft. +3 (.72 levels)
Target: Onc node

Duration: Perimauent

Saving Throw: Nonc

Spell Resistance: No

A node lock spell cast upon a node magically “locks™ it against

others who might wish to use its power. You et affect a node
whose class iy equal to one-half your caster fevel or less. For any
caster cxég‘pt you, a wode lock adds +15 to cach Spelleralt DC as-
sociated with the usc of the node’s standard powers, Tn additon,
the node cannot be derected by a locase node spell. A suceessfu)
dispel magic breaks a wode lpck
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Special: You must have the Node Spelleasting feat to cast ttus
spell.

pocketr cave

Comjuration (Creation)

Level: Itiate of Gruumsh §

Components: V, S, DF {
Casting Time: 1 standard action

Bange: Close (27 ft. + 5 (t./2 Tevels)

Effect: Extradimensional cave, up to two 10+t cubes/level (S)
Duration: 1 hour/level (D)

Saving Throw: None

Spell Resistance: No

You conjure up an extradumensional cuve that has a single entrance

on the plane from winch the spell was cast. You can only cast

this spell on a surface made of rock or some form of carth. The

entry pomt looks like a dark cave entrance that is 4 fect wide

and 8 feer high. Only those you designate can cuter the cave, and

the poreal 1s shut and made invisible behind you when you enter.

You can apen 1t agun from your side at will. Creatures entering '

the cave will find ‘thenselves in a dark, wer cavern. The place

contains cuough oxygen to sustain as many creatures as can fit

the arca for the duration of the spell. Edible fungus grows along,

the walls, and vondensation drips down one wall nto a pool of g

fresh, clean water that never seems to run dry. ' 3
External conditions such as weather do not affect the pleas-

ant atmosphere of the cave, and nothing except the designated

creatures can pass through the portal i erther direction. At the

end of the spells duration, all within the pocket cave return to

the spat where they eatered the cave or else to the nearest apen

space, if that spot is accupicd

n(wage |

Necromancy [Favil]

Level: Cleric 7

Compoanents: V, S, DF

Castipg Time: 1 standard action
Range: Mcdium (100 ft. + 10 fe.flevel) i
Area: 10-t-radus cylinder, 40 ft. high

Duration: Instantancous

Saving Throw: Forttude negacesy

Spell Resistance: Yoo

A terrible column of owirling black encrgy engulfs creatures
aud rips at themr bodies and souls. All Lhiving crertures witinn
the spell’s area tahe 1d6 ponts of vile damage per two caster
levels (maxunum 10d6). Unlike regular damage, vile damage
can only be healed by magic cast within the arca of a conscerase
or hallow spell.
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remorseless charm

Enchantiment (Compulsion) [Cvil, Mind-Afiecting)
Level: Bard 5, cleric 6, sorcereriwizard 6
Components: V, S, M

Casting Tire: 1 standard action

Range: Close (25 It - 51t./2 levels)

Dauration: Scc text

Saving Throw: Will negates

Spell Resistance: Yes

This spell chiminates normal inthibitions and sifences the subyecrs
conscicnce. Under ity clivers, a good creature miught comnnt acts
of extraordinary cvil without any feelings of remorse, For instance,
a paladin who serives to never destroy a foe thar has surrenderad
might decide that she’s betrer of  merting out justice immediarcly
and Mlling the enemyy. This spell atfects the target’s norms and
expections; for cxample, once affected, a good-aligned target might
be willing co attack his friends when urged to do so through i sug-
geston. This would not climminate his need to atone, according to
the fenets and pushments prescribed by his fath or law.

The conmpulsion 13 permanent until broken by a dreak ou-
chantment spell or smular magae, or until it is removed by tlie
spelleaster.

Material Component: One picee ol masterwork arrwork of at
least 1,000 gp an value. The artwork must depict acts of debauchery
or evil that are titillatmg-and fascinating, not disturbing or revolt-
ing. The spell 1s cast upon the artwork, which 15 then revealed to
the subject of the spell, triggering ats effects. The enchantiment on
the artwork lasts for 1 day per spelleaster level, much hike a yimido,
untid it s viewed and s magucal offect is erniggered.

scourge of rorce

Evocation [Forec]

Level: Sorcererfwizand 2

Components: V, S

Casting Time: 1 standard action

Range: Closc (25 fr. 1 5 t/2 levels)

Effect: Once tendnl of Torce plus one additional tendril per
three caster levels (maximum four)

Targets: Once or mocece targets, no two of which can be more
than 30 fr. aparc

Duration: Instantancous

Saving Throw: Notwe

Spell Resistance: Yo

One or more whiplike tendrils of foree spring from your hand
and lash targers within range. Muke a miclee touch artack for
cach tendril usimg your Inghest attack bonus. If a tendril hats, it
deals 1d8 points of force damage plus 1 pomt of force damage
per bwo caster levels (maximum 1d8+5). You can lash a targct
with multiple tendrils,
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Teansmuration

Level: Justice of weald and wou 3, sorcererfwizard 4

Components: V, S, M

Casting Time: 1 standard accon

Range: Close (25 {1+ 3 {L.52 lovely)

Target: ("p o cight projectiles, all of which must be within
40 ft. of cach athor at the tume of casting see toxt

Duration: U'p to 10 mun.ilevel; see tent

Saving Throw: None

Spell Resistance: No

You transform wooden arraws, darts, or twigs 1nto Tiny vipers
(see Monster Manual page 200). These nussiles remain rigid
amd harmless unal fred or hurled. They avtomatically bite any
credrure they hi, cach dealing 1 pont of damage plus porson
(injury, Forarude DC 11, imttu] and secondary damage 1d6 Con).
The mussiles renutin m shake form for the duration of the spell,
fichung the ercatures they mitially struck using ther normal
attack bonus 1 a 1nisside miisses ats taryet, or the rarget originally
struch 1oves out of reacly, the snake moves to attack the nearest
creature other than you. If a target (alls dead and no others are
morange, the spell ends cven if its duration hhas not run out. When
the spell expires, the cpers melt away, leavimg nothing hehind.

Matovial Components. Up to cight wooden arrows, darts, or
strajght twigs, plus a scale (rom any sore of snake.

shadow Arrow

Necromaney

Level: Assassim 4, justice of weald and woe 4, ranger 4
Components: V, M

Casting Time: 1 swilt action

Range: Touch

Target: One maseerwork arrow or bolt

Duration: Instintancous

Saving Throw: Nonc

Spell Resistance: Yoo

Thus spell s cast upon a masterwork arrow or bolt, transforming
it into pure black shadow. Make a ranged rouch accack with the
missile instead of o normul ranged attack. Instead of dealing
normal damage, a hadore arrow deals 1d6 points of Strength
damage. The arrow or bolt must be fired duriny the same round
the spell is cast, or the magic dissipates and 1s lost. The projectile
15 destroyed even if it misses its tarpct.
Material Component: Masteruwork arrow or bolr.

shadow reap

Conjuration (Summoning ) [Shadow]
Level: Clerie 7, sorcerer/wizard 7
Components: V, S, M

Casting Time: 10 mmrtes

—
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Range: Touch

Duration: 1 hour/level (D)
Saving Throw: Reflex half
Spell Resistance: Yos

With thus spell, you place 2 magic trap on any objyect that casts a
shadow. If the object is disturbed 1 any way that causes its shadow
to shift {for instance, of 1t or a nearhy hight source is moved), a
bound greater shadow (sce Momster Mannal page 221) emeryes
from the olyect’s shadow to attack the nearest Jiving creacure.
The shadow can be turned or destrayed as normal; otherwise, 1t
remains for 2 number of rounds cqual to your caster level. [f the
trapped object resides n1 a place thae bas no shadows, the trap
does not trigger, although the spell remains i effecr.

Mayerial Component: A shect of black cloth large enough o
drape over the warded object.

slashing parkness

Trvocation

Level: Clr 5

Components: V, S

Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Effect: Ray

Duration: Instantancous

Saving Throw: None

Spell Resistance: Yes

A hissing, hurelng ribbon of pure darkness flies from your
hand. A creature struch by this ray of darkness takes 1d8 points
of damage per two caster levels (maximum §d8). An undead
creature instead heals 1d8 points of damage per two caster levels
{maximum 5d8). )

slime Hurl

Coyuratiou (Creation)

Level: Lmuace of Ghaunadaur §
Compoaents: V, S, DF

Casting Time: 1 standard action
Range: Close {25 [t. + 5 /2 Jevels)
Effect: Three globs of green sline
Duration: Instantancous -
Saving Throw: Noite

Spell Resistance: No

You comjure and hurl three roughly sphercal plobs of dark green

slime. You must succced on a ranged touch actack o strike a target

with a slume glob (roll separaccly for cach glob, using vour best

; ranged attack bonus). Any creature seruch by a glob is coated 1
a patch of green slimwe (see Dungeon Maseer’s Guade page 763 and

| hegins ta experience its cffects immuedtately. You can it a creature
with multiple globs, cach of wlitch must be dealr wich separarely.

The conjured green slime does not disappear automaucally and
murst be destroyed in the normal way.

S[)cllsl()ll)er AFCOW

Transmutation

Level: Assassin 2, justice of weald and woe 2, ranger 2

Components: V, 5, M f
Casting Time: 1 swilt action

Range: Touch

Target: Qne masterwork arrow or bole
Duratioa: Intstantancous

Saving Throw: Non¢

Spell Resistance: Yoy

This spell 1s cast upon a masterwork arrow or holt, transforming
it 1nto a glowing missile that destabilizes other forms of magic.
T addition to dealing normal damage, a Jpe[/sla)-'er arrow Jeals
an extra 1d4 points of dimagye for cach ongoing spell currently in
cffect on the target. For example, an arrow would deal an extra
3d4 points of damage to a creature under the effects of budls
strength, baste, and mage armor. The arrow or bolt must be fired
during the same rotnd thc'hpcll 1s cast, or the magic dissipates and
15 Jost. The projectile 1s destroyed even 1f it inisses 1ts target.
Material Component: Masterwork arrow or bolt.

S\Jmp‘honic Nigh’rmure

Enchantment (Compulsion) [Mind-Aflecting]
Level: Bard ¢

Comporents: V, 5, F

Casting Time: 1 standard action

Range: Touch

Target. Living creature touched

Duration. 1 day/level (D)

Saving Throw. Wil negates

Spell Resistance: Yes

A crcacure targeted by this spell loses the ability to dream during
sleep or rest. Rather, in place of dreams, the rarget’s slumbering
mind is filled with the sounds ol a discordant orchestra. After
the victn's first acecrupt to sleep, he incurs a —2 penalty on all
Wisdom-based skill checks. This penalty persists as long as the
ymphanic mighfmare ol (ccr maineains its hold on him. This spell
alfects all ercaturcs thac sleep or enter sleeplike trances; creatures
without the need to sleep dve effectvely immune.

In addition, the creaturc’s sleep is now hauneed. It can no
longer gain complete rest (row sleepmg or resting. The rarget
does not regain ut points or heal abilicy damage naturally, nor is
it able ta prepare spells il doing so requires a full night’s rest. The
creature is, however, now immune to tix dream and wightmare
spells, as well as to other cffecrs thae cause nightmares (such as
the night hag’s dream haunting ability).
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The caster can lift the cffece of this curse ac wall) but i s
otherwisg difficule to remiove a symphoric nightinare helore its
duration cxpires. A remeove cyrse case at a hugher caster level than
the symphosic nightmare spell removes 1t, as does a suceessful dyeat
enchantment. Otherwise, 8wl or miracle Is required to lift the
curse,

Locns: A small statue of an opened shull wichin which s
arranged 2 nnmature orchustra, The quahty of this component
must be oxtraordmary, giving ¢ a value of at Jeast 1,000 gp.

rvash-prull’s
sonefiddle
Necromarncy

Level: Bard 2

Components: V, S, M

Casting Time. 1 standard action

Range: Close (25 fr. + 5 f1./2 levels)

Target. Onc creature that has a skeleton or
exoskeleton

Duration: Conceneranion, up to 1 round/
level

Saving Throw: TFortirude ncgares

Spell Resistance: Yes

You call up a ghostly fiddle bow n
the air above the rargeted creature,
This bow muncdiately  descends
into the subject’s body and begins to
saw back and forth agunst its skeleton.
Although the music produced s cerily beauti-
tul, it causcs intense pain and anguish to the victun.
In cach round of the duracion, the victim takes
Ld6 pownes of sonic damage and has a =20 penalty on all Move
Silencly checks; the some damage » considered to be continuous
damagge for the purposcs of disrupring spelleasting. As a standacd
action, you can maove the donefeddle to another creature in range,
but the new target gams a saving throw to resist the spell. 1 a
target cver makes its saving throw, the bonefrddle vamshes and
the spell endds. The spells effects contmue even of the target
moves so you no longer have hoe of sight or line of effect to it,
but you cannot shift the bomefiddle to a new (arger unless you
have borh bine of sight and line of cficct to the current target
and to the intended carget.

Material Componens: A nunmature silver fiddle worth at least

30 gp.

Un(lersong'

Transmutation

Level: Bard 1

Componpents: V

Casting Time: 1 standard action
Range: Parsonal

Unboly beast

Target You
Duration 1 minute;lovel

When you cast this spell, a famuliar and soothing song wells up
i your pund. 'The song docs 1ot distract you from any task at
hand---on the contrary, by humomy along to the tune you can
focus your mind with case As long as this spell 18 m effect, you
can use any Perform clieek m place of a Concentration check. You
must decide which skl to use belore any check 1s made.

Unholy BEeQST

Transmutation {Tovil )
Level: Druid +
Components: V, S
Casting Time: 1 standard action |»
Range: Close (25 Je. + ¥ f1./2 levels)

Target: Onc ammai of up to 1T HD/level

Daration: 1 round/level : ‘
Saving Throw: Fortitude negates
Spell Resistznce: Yos

o

Wien you cast this spell, the
subject creature  femporartly
transforms mto a being of

evil, serving you lor the
duration of the spell. The
animals limbs and  face
contort, 1t Sproues tusks and

aBusy wosv (" (g woyvazsn)yy

bone spurs through ies skin, and

its exes turn completely black. The
animal gams a 12 bonus to Strength,
Dexterity, iand Constiution, and a +2 bonus to
natural armor. Furchermore, the damage
of 1ts natural atgacks Increases as
of it were one size category larger,
An snholy beast serves you as if
TR it were under che influence of a

dominate animal speil.

Whip of rthorns

Trinsmutation

Level: Drud 2

Components: V, S, M

Casting Thoe: 1 stundard actron

Range: Lersonal

Effect: 15-foot-long whip covered with sharvp thorns
Duration: 1 roundilevel; or wnnl discharged

Saving Throw: Nonc

Spell Resistance: No

When you cast cliss spell, i piece of vine grows into a thorn-stud-
ded whip capable of savagely ripping your opponent’s flesh. You
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can wicld this whip as of you were profiaent, and it follows all
cthe roles for a whip excepe thar e deals 1d841 points of ethal
damage per strike. Any tnme you serihe a Laxpge or smaller
oppouent successfully with the whip, you can release it and
ontangle the creature. Doing this ends the spetl, but the thorny
vine continues to wrap around your ciemy unal the opponent
breaks free with a successful Tiscape Arnst cheek (DC cqual to
the save DC of the spcll), On a failed check, the creature takes
an additional 1d4 points of damage and remams entangled. On
a successful check that exceeds the DC by 10 or less, the creature
takes the addittonal damage m thie process of freeing iesclf. A
creature can also attemipt to burse che vine with a DC 20 Strength
check, although «t takes 1d4 points of damage whether or not
the attempt succeeds.
Material Component A tiny picce of vine,

WOO(]wisp ACCOW

Transmutation

Level: Assassin 1, druid 1, justice of weald and woe 1, ranger 1
Components: V, 5, M

Casting Time: 1 swift acuion

Range: Touch

Target: One masterwork arron or holc

Duration: 1 min.flevel (I

Saving Throw: None

Spell Resistance: No

Tlus spell Is cast upon a masterwork arrow or bolt, cnabling the
nusste to pass through wood 25 thougl it was «ir, negating any
cover benefit che target nught ayoy because of wooden doors,
tables, or stochade walls, or negating the AC modifier of a wooden
shield. The spedl doesn’e grant the spollcaster the abiliey to see
through wooden obstructions, so unless a clwororance spell or
sunilar magic 1s already s eftect, the target s treated s huving
concealmient instead of cover. The arrow or bolt must be fired
during the same round the spell s cast, or the magic dissipates and
15 Jost Thie projecttle s destrayed even U1t 1usses its target.

Epic spells

The following spells were created using the special rules n
the Epic Level Hundbook. They reveal new dupths of magical
depravity and represent some of the most dreadful spells Facerin
has cver endured.

Aumuor’'s reagmented
phylacrery

Transtmutation
Spellerafc DC; 30
Components; V, S
Casting Time: 1 minute
Range: Touch

———
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Target: One or morc objects, including the caster’s phylactery

Duration: Permancat

Saving Throw: Nonc

Spell Resistance: No

To Develop: 210,000 gp; 5 days; 8,400 XP. Seuds, transform
(DC 21), sward (DC 14). Miagatig lactors: ficld specializa-
fion (=%).

This spell can only be cast by a lich. Tt cither separates the hieli's
phylactery into multiple objects or ¢xpands the phylactery to
iclude mualtiple objects, as determmed by the spellcaster. The
nuniber of such objects can be no greater than the caster’s modi-
fier for s spelleasting ability (Charisma for a sorcerer, Intelligence
for a wizard). Thereafter, destroying the lich’s phylactery requires
the destruction of the whole set of objects that comprise the
phylactery, As long w6 at least one such object of the set exists,
the caster cannot be permancently killed.

Tius spell can be cast repeatedly on a phylactery or part
thereof. Each time it is cast, the number of objects that comprise
thie Lich’s phylactery can be increased by an amoune equal to the
caster’s miodifier for s spelleasting abilicy.

Aumvor’s soulshatter

Necromancy

Spellcrafe DC: 51

Companents: V, S

Casting Time: 1 minute

Range: 300 ft.

Target: One Living creature

Duratien: Instantaneous

Saving Throw: Fortitudce partial

Spell Resistance: Yes

To Develap: 357,000 gp; 8 duys; 14,280 XP. Sceds: s/ay (DC
25), animate dead (DC 23). Factors: creating a ghost (+8).
Mitigatuig factors, seed withm specialist school (—3).

For any one living creature within range, you separate soul from
ita bady. The target s entitled toa DC 51 Fortitude save ta survive
the attack. I che save 1s suecessful, the creature mstead tahes
3d6+20 points of damage. If the save 1s failed, the subject’s soul 15
dead and passes on to che afterlifc, but the body remains alive.

After the successful casting of tins spell, the body of the crea-
turc can then be possessed (as by a magic 7ar spell) or dominated
(A by a domtinarte person spell) without resistance (autamatic
saving throw failure). The body retuns the physical characteristics
(Strength, Dexterity, Constution, skills hased an those abilitics,
and extraordinary athicics) of the departed soul but otherwise
reflects the abilicies and shalls of the possessor or domnator. If
10T possessed or dominated, the body Lics dormant—alive, but
lacking an anmmating force.

The soul can be returned to the body by means of a raise dead
or resurrection spell at any time. "Fhe passage of tumce hias o effect
on the success of arher spell, assuming the body s still alive.
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sonfire of insanity (ritual)

Neeromancey [Chaotic, Evil, Vile)

Spelicraft DC: 217

Components: V, S, M

Casting Time: 10 minutcs

Range: I-nule radws

Daration: Instantaneous

Saving Throw: Fortitude negates; sce text

Spell Resistance: Yes .

Development: 1,953,000 gp, 39 days, 78,120 XP; Sceds:
animate dead (DC 23); s/ay (DC 2¥); Factors: area offcct
(+15) to 20-ft. radius (=2) increased 800% (+32), addirional
160 HD (+160); Mitigating factors: increase casting cime
(=20, ghouls (<10), uncontrolled undead (—10)

A bonfire is built of human bones and burned during a rain-
storm while this spell is cast. The smoke from the fire rises
up and mingles with the rain clouds, filling them with vike
power. As the tainted water raing down and soaks the ground,
up to sixty corpses within range risc up as ghouls. FEven
skeletal remains are affected. The corpses recerve no saving
throw against che spell’s effects, not even il they are burnied
in consecrated ground.

Humanouds (incloding the spellcasters) of up to 80 HD that
are touched by the vile rain must make a Fortitude saving throw
or be afflicted with a mageal disease that turns them mto flesh-
starved ghouls withm 24 hours. The disease 1s resistant to al!
torms of magcal healing less powerful than a bea/ spell.

The total Hit Dice worth of undead creaced from this spell,
both from corpscs and living creatures, is 180.

The speil does not grant the spelleaster any ability to control
the undead created by the spell. These undead can be commanded,
rebuked, or turned normally. )

Material Componens~ A bonfire, at least 10 feet o1 diamcter, tmade
out of the remains of at least twenty humanoids. These remains are
destroyed by the fire and arc unaffected by the vile ratn.

catacact of fire

Evocation [ Fire]

Spellcrafe DC: 204

Components: V, S, M

Casting Time: 1 minure

Range: O ft.

Area; 300-ft.radius cylinder, 2,000 [t tally see text

Duration: Instantaneous

Saving Throw: Reflex half

Spell Resistance: Yes

Development: 1,836,000 gp, 37 days, 73,440 XP; Sceds:
energy (DC 19), destroy (DC 29); Factors: increased
damage die (+40), increased damage (170), cylinder (+2),
increase area (+18), maximized (+28); Mitigating factor:
personal (-2)

8

Thas spell 15 simular o the fame wrike spell, in that a pillar of
magical fire descends upon the target. The difference 1s the sive
and destructive power of the spell, and its magical source. A
cataract sf° firg delivers SO0 points of damage, equally divided
between elemental fire and raw magycal.energy, to everything
wichin a 300-foor radius cencered on the spelleaster, 250 points
of damage to everything outside the 300-foot radius but wichin a
600-Toor radius, and 100 points of damage to cverything clse out
to 2 quarter-mule. The pillar reaches well into the clouds and can
he wsed o harm flying creatures. The nature of the spell grants
the spellcaster immumity to the magreal damage but not the fire
damage. A successful Reflex saving throw halves the damage.

The magical encrgy affects even magical matter, cnergy
ficlds, and force cffects rhat are normally only affected by a
distegrate spell, such as Bighys forceful hand, wall of force,
globe of muuinerability, and antimagic fieid. Such cffects are
automatcally destroyed.

Materinl Component: A bronze gong, which 1s struck when
the spell s complete. The gong 1 consumed m the resulting
conflagration.

piluvial rorcent

Evocation { Water]

Spellcrafe DC: 20+

Components: V, S, M

Casting Time: 1 minute

Range: O fr.

Area: 20-(t-radws cyhinder of water, 100 Jt. call, drops from a
height ol 200 I, sce text

Duration: Instantancous

Saving Throw: Reflex half

Spell Resistance: Yoo

Development: 1,836,000 gp, 37 days, 73,440 XP; Sceds:
energy (DC 19), destroy (DC 29), Factors: increased
damage die (+40), increased damage (+70), eylinder (+2),
merease ared (+18), maximuzed (+28); Mitigating factor:
personal (<2)

Tins spell 15 simiilar o the cataract of fire spell, except that a
oy linder of magical wacer drops upon the target arca. A dilwvial
torrent dehvers SO0 poits of damage, equally divided between
physical damage and damage Irom raw magical energy, to every-
thing withun a 100-foor radws centered on the spelleaster, 250
poimts of damage to everything outside the 100-foot radius but
within a 300-foot radius, and 100 powts of damage to everything
clse ottt ro 750 feer. The nature of che spell grants the speflcaster
immunity to the magical damage bue not the physical damage.
A successful Reflex saving throw halves che damage.

At the DM’s diseretion, creatures surviving the izl impace
of 628,000 cubic feet of water nught also be subject to drowning
andjor being swept away by che resulting flood.

Materral Component. A silver gong, which s struck when the’

speli 15 complete. The gong s consumed in the resulting torrent.

T —
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Diluvial
forrent

Hocrrendous pessicarion

Necromauncy

Spellcrafc DC: 118

Componeats: V, S, M

Casting Time: 1 nmutc

Range: Personal .

Area: 300-(t-radws;ilevel centered on the spelleaster

Duration: [ustaatancous

Saving Throw: Fortitude Jialf

Spell Resistance: Yos

Development: 1,062,000 gp, 22 days, 42,480 XP, Sceds: frans-
port (DC 27); Tactors. interplanar (1 4), unwilling target (1 4),
area effect (12), increase area (K16, arca leved dependent
(+25), damageivolume level dependent (125 ), augnient tmnor
magic em x<10 (#40); Mitigatnyg factor: loss of lnmh (=25}

This spell causes everytlung wichn thic area to become dusic-
cated—witherimg planes, mummufymyg flesh, drving up pools
and ponds, and turning lush land to dust. Any hwving thing,
not mcludmy the spelleaster, within the arca takes 40 points of
dessication damage per spelleaster level.

The spell also absorbs 1,000 pounds (120 gallonsj of’ water
per caster tevel from wny standing or moviog body af water

Casting this spell permanencly withers one of the spellcaster’s
limbs.

Material Component: Oune apphication of s of dryuess.

Necromantic singulacity

Necromancy {Deach)

Speliczaft DC: 119

Companents: V, 5, M

Casting Time: 1 minutc

Range: 300 (t.

Area; 1-mule radiusg

Duration: Instantancous

Saving Throw: No

Spell Resistance: Yes

Development: 1,071,000 gp, 22 days, 42,840 XP; Sceds: slay
(DC 25); Factors: mcrcase HD (+96), target to area (110),
arca radius (+-2), increase arca (+36); Mitigating factor:
destroy minor artifact (—50)

This powerful spell brings mto bemg a shore-hived condunt be-
tween the Material Plane, the magical Weave, and the Negative
Tnergy Planc, allowimg undiluted negative encrgy o spew into
the world. The energy instantly slays up to 1,000 HD worth
ol living creatures. The spell hlls ereatures one at a tnie, in
order of proxumity to tiw singularity, until all 1,000 HD are
accounted for.

Material Components: A sphere of annibilation. The sphere
i destroyed by the spell.
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Magic 1rems

Evil characters and creaturcs employ almost all the wagie items
and devices avaitable to good beitigs. In addition, the scems and
special abilities described below have preat appeal to those who Jike
to domumate, horrdy, or flay others. These items and abilities, while
not necessarily evil themselves, are ideally suited to evil use.

The cxpanded format for the descriptions that follow s
designed o add depeh and detail to each item or ability. Some
items have a background in the lore’of the ForaoryrN ReaLas
setting, which is provided where it applies. After the wem’s physical
description 1s a precequisice (if any) that a character must have
¢to make wse of che iteny, followed by details on how its cffeet
is activaced. Further game details, such as the benefic the item
provides and 1ts market price, follow thereafter.

AFMOC special Abilities

These armor special abihinies are avalable in addition to the
special abilities given in the Dungeon Master’s Guide and ocher
sources.

GNASHING
Armor with this property bites at a foe that grapples you.

Loore: A character who mahkes a DC 20 Knowledge (history)
check knows that the first suic of gnashing armor was created
by the human cleric Rerstal, a worshiper of Tiamat. Flor suit of
gnashing full plate featured carvimys of driagon heads.

Description: Thys armor has images of many different faces
carved mto 1t. The visages show expressions of vicious crucley.
One bares its clenched teeth 10 a snarl; another’s mouth is open
as if to bute,

In tnost cultures, gnashimg armor is crafied to look like the
region’s mam terrors: devils, demons, mythological creatures, or
popular local or regronal villains. For instance, gnasling armor
made by humans living in the Nelanther Tsles woukd show scarred
and vicious reavers or fearsome ogres.

-Activation: A suit of gnashing armor automatically bites any
opponent that 15 grappling the wearer.

Effect: When the wearer of a suig of gnashing armor is grap-
pling, the carvings of faces animate and begin to bite, striving
to tear 2t the opponent. The suit deals 1d6 points of damaye to
cach grapplmyg foe. The damige 15 considered piercing, slashimy,
and bludgeonmg,

Auca/Caster Level: Strong transmutation; CL. 11th.

Construction: Craft Magic Arms and Armor, anpnate obyecss,
varable gp, variable X P, varnable days (depending on the armor
being improved).

Weighe: —.

Price: +1 bosws.

Hiprouvs
A suit of armor or a shield with this property helps you wtnmdaee
your encmics.

Description: Armors or shiclds with tlns property are embel-
lished with scalps, shulls, bones, dried viscera, and other countless
horrors.

Tlus armor emits a faint odor of rancd meat and a faine
ilusory nuasma of flies. The flics give of £ 2 buzzing sound scem
to taste the crobelbshments of Acsh and bone.

Activation: Armor or a shield with the hidcous special ability
dUtOn\ZiflCﬂ]]'\’ S]'El]lf) 10S wearer i[5 bOﬂUh.

Effect: Flideous armor provides a +§ competence bonus on
Intinndate checks and a2 =2 penalty on Diplomacy checks.

Aurz/Caster Level: Famr conjuration; CL 4th.

Construction: Cralt Magic Arms and Aror, creator must
have § ranks of” ltunudat, +1,875 gp, +150 XP, +4 days (add to
the cost ol the armor bang improved).

Variapts: Two more powcrful versious of the lideous special
abiliry are somctimes used. The improved version grants 2 +10
competence bonus on Inumidate checks, costs +7,500 gp, +6C0
XP, +15 days and has 2 market price of 15,000 gp. The greater
special abiliry grants a 115 competence honus on Lntinndate
cheeks, costs +16,875 p, 11,350 XP, +34 days and has a marker
price of +33,750 gp.

Weight: —.

Price: +3,750 gp.

OCULAR
A sutt of armor or a shield with this property grants all-around
Visiofn.

Lore: A DC 25 Knowledge (relygion) check yields the face chat
long ago, a small cule o humanoids living m Skuilpore vencrated
the Great Mother and her progeny. These beholder worshipers
endeavored to create a variery of weiws to make them more like
chew wols.

Description: Armor and shiclds wich chis property feature
mulriple small eyes on stalhs, At any one moment, some of the
eyes ave open and sonte are ¢Josed.

Activation: Armor or 4 shield with the ocular ability autonmat-
cally grasnes 1es wearer its bonus.

Effect: This property grants the wearer all-around vision,
makig her cxceprionally alert. The many cyes provide a -4
comperence bonus on Spot and Search checks, aud the wearer
cast’t be flanked.

A blinduess spell cast on the wearer negates chis property.

Aura/Caster Level: Strong abjuration; CL 15dh

Copstruction: Cralt Magic Arms and Armor, arcane eye,
variable gp, variable XP, variable days (depending oo the armor
being improved).

Weight: —.

Price: +2 bonus.

Wary
A suit of armor or a shicld with this property improves your
roguchike ability to be responsive to flanking enemics.
Description: Armocs or shields with this property tend to be

nondescripe.
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Hideous bide armor (§eft); an ocular shoeld (sop): gnashing breasiplate (botsom); wary leatber armor (right)

Prerequisite: Improved uncanny dodge ability.

Activation: Armor or a shicld with the wary abiliny only
funcoons if its wearer has nmproved uncanny dodge.

Effect: This armor property ncreises your cffective rogue
level by four wieh regard to being flanhed.

Aura/Caster Level: Faw¢ transimuration; CL Sth.

Constraction: Craft Magic Arms and Arwor, ca/’s grace,
+2,500 gp, +200 XP, +5 days (add to the cost of the armor bemyg
improved).

Weight: —.

Price: +5,000 gp.

speahc ACMOC

The following suit of armor has scryved more than one evil
champion since the day « was first forged.

HrrLsTrEL
This dark, red-vemed armor can sheath its wearer m a protective
ficry aura. _
Lore: A DC 20 bardic knowledpe check reveals thac an abishai
armorsnnth named Nirgayal craleed ¢he first suie to bear the

name Hellsteel, but other smular suits have appeared since, and
not all of them crafted in the fiery pits of the Nine Hells. A DC
30 bardic knowledge or Gather Information check reveals that
a vengeance knmght natwed Cordehia Flametongue (see page 71)
possesses one such suit.

Description: This suit ol blrck full plate armor 1s madc from
the scales of a remorhaz tempered 2 the fires of the Nine Hells.
Red, marblelike veins run through it. ’

Activation: Actwvating the armor’s fire shicld ability (sec
F.ffect, below) is a frec action. The fire shield abilivy functions
only if the wearer 15 evil.

Effect: Fellsteed vs asuit of 15 full plate that grants its wearer
resistance to fire 5. Upon speaking a command word, the wearer
can use a warm fire shield énce per day. Any creature other than
the wearer that touches the armor for a full round (such as by
grappling or being wrappled by the wearer) takes 1d6 points of
fire damage per round as the meeal sears is flesh. .

Aura/Caster Level: Moderate evocarion; CIL. 10th.

Constraction: Craft Magic Armis and Armor, fire shield, resist
vlements, +12,825 gp, 11,026 X, +12 days.

Weight: 5O lb.

Price: 25,650 gp. ’

e .
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weapon speciol Abtliries

The follow ing weapon speoal abilities are available m addition to those
presented in the Dungeon Master’s Grrde and other sourcees.

DooMsTRIKT,
The wiclder of a doomstrike weapon can cleave into an enemy
immediately upon sundering his weapon.

Description: Doomstrike weapons have blades or heads coarud
i a thin layer of blue-black frost or rime. In addition, they tend
to have smister yet ornate designs worked into then.

Activation: A mclee weapon with the doomstrike ability onty
functions of its wiclder has the Uimproved Sunder feat.

Effect: After successfully sundering an enemy’ weapon, the
wielder of a doomstrike weapon can cleave into the encmy, as
though using the Cleave feat.

Auvra/Caster Level: Famnt evocanon; CL Jth.

Construction: Cleave, Craft Magic Arms and Armor, shatter,
+4,000 gp, 320 XP, +8 days.

Weight: —

Price: +1 bonus.

Ravixous

A ravenous weapon acquires a taste for the blood of those it
wounds, deafing cxera damage on subscquent ateacks.

Description: Ravenous weapons arc adorned with tecth or fangs
(real or cngraved). They make termble slurping and gnashing
noiscy as chey smash bones and carve througiy flesh.

Activation: A mclee weapon with the ravenous ability only
functions f 1ts wielder 15 evil and can make muluple actacks in
a single round.

Effect: When a ravenous weapon wounds a creature, it acquires
a taste for thar creature’s flesh and blood. Subsequent attachs made
agamsr the same creature during the same round deal an cxtra
2d6 points of damage (of the same type the weapon normally
deals—bludgeoming, preraing, or slashing). For example, Xokarus
the blackguard makes three attacks with is +1 ravesons greataxe,
hitting Andril the paladin all thiree exmes. The firse attack deals
normal damage, while the sccond and third attacks cach deal an
extra 2d§ pounts of slashing damage.

Anpra/Caster Level: Modcrate necromancy; CL 9th.

Construction: Craft Magic Arms and Arwor, slay living,
creator must be evil, +9,000 gp, +720 XP, +18 days.

Weight: —.

Price: +2 bonus.

SPLITTING

Any mussile fired from a splittmyg weapon, or an arrow or bolc
enchanted with the splittmy ability, breaks into two identical
missiles before strikmy the mtended target.

Description: V-shaped engravings adorn a sphtring weapon
or splitting ammunition.

Activation: The sphitting ability of a ranged weapon (owst
be a bow, crossbow, arrow, or bolt) only functions if its wiclder
has the Precise Shot feat.

+2

Effect: Any arrow or holi fired from a splitting weapon
magicaly sphes meo two misales in nnd-flight. Both missiles are
weneical, sharing the nonsphtting properties of the original mis-
sile; for example, a -2 splitting arvow splits into two =1 aryorws 1n
mud-flight. Both missiles strihe the same target. Make a separate
atrack roll for cach nussile usimg the same attack bonus,

Aura/Caster Levcl: Moderate comyuration (creation); CL Fth.

Construction: Cralt Magic Arms and Armor, Precise Shat,
arrotesplit, +9,000 gp, +720 XP, 418 days.

Weight: —,

Price: +3 bonus.

Specific Weapons

Villains and vicious characters emjoy weapons that inflicr pain
in crearive or devastating way s, The following specific weapon is
usually preconstructed with the qualities deseribed here.

FLFNSING GAUNTLET
This hideous spiked gaundler lirerally sexips flesh from ies target.

Description: A feysing gansntler is a ragged-looking, tattered
glove and armband of untanned humanow skin. Whes the wem
15 actvated, thie Aeshy tatters writhe, and bony hooks sprout from
the palm and fingers. To s otherwise a +1 sprked gannilet.

Activation: As a move action, curl your gloved hand mto a
claw to activare the gauntlers, The effect lasts for 1 round. You
can activate the gauntlees up to chree cimes per day.

Effect: A suceessiul arrack with an activated pauntlet tears a strip
of flush away from a living corporcal opponent, causiny pamn and
trauma that weakens as well as dealing damage. This effect occurs
cven of the opponent js wearing armor. The opponent takes an extra
1d6 points of damage plos 1d4 poines of Constitution damage and
1d4 pomts of Charisma damage. A Fortitude saving throw negates
the abiliey damage and halves the exera hic pomnt damage.

Incorporeal creatures or creatures of 4 gascous nacure (such
as air clementals) are not aftected by this item.

Aura/Caster Level: Strong cvocation; CL. 12th.

Construction: Cralt Magic Arms and Armor, fensing (see
page 70 of thl Foruorien Rrqi1s Campasgn Setting), 8,805
gp, 680 XP, 17 days.

Weight: 1 1.

Price: 17,305 gp.

wondrous 1tems

The following magic items are of ten found aniony the resources
of champions of ruin.

Camrriia oF THE BLack Lapy
A beauriful flower chat bepuiles—ehien punishes,

Lore: A character who makes a DC 20 Knowledge (religion)
check knows chat the Black Lady was a notorious assassin and
servant of Shar. She used subversion with beauty and poise, and
the scent of sweer flowers
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Description: A camellia of the Black Lady is a creamy-white
blossom worn in the hair, taking up space on the body as a

-headband or helimet. On close wspection, the mner whorls of the

flower suggest unsettling, depraved forms. The wenm has « sweet,
overpawering odor that carrics a considurable distance.

Activation: The flower remams perpetually fragrant and
perfectly preserved. The wearer activates the blossony’s dominate
person power by choosing a lumanowd target and pressing the
stem (a standard action).

The poison effect activates antomatically once the dontinase
pem‘;m effect ends,

Effect: When the designated target comes within 20 feet of
the wearer, he must make a DC 19 Will save (DC 21 if Selane
s patron deity) or be capuvated by a domwnate person clfect.
In addition, he 1s subjected to a remorseless charm offect (no
save) thac stills his moral conscience. The victim must follow the
instructions of the wearer, no matter how dreadfyl thosc orders
mught be. The subject remams in the thrall of che wearer for
nine days, until the dominate peron offect 1s dispelled, or until
the camellia of the Black [.ady 15 destroyed.

When the dominate person eflect ends (either through the
duration clapsing, a dispe/ magic offect freang the vicum, or
the destruction of the fower), Shar's vengeance manifests fAnally
as 2 poisonr spell, dealing 1d10 pownts of Consticution damagge
imimediately and another 1d10 points of Constitution damage 1
minute later. Fach mstance of damage can be negated with a DC
19 Tortitude save (DC 21 1f Scline 1s the victim’s patron deity).

A camellia can be uscd only once,

Aura/Cascer Level: Scrong cnchantiment and necromancy;
CL 13th.

Construction: Requires Craft Woudrous Trem, demirate person,
poison, remorseless charm®, 3,500 gp, 280 XP, 7 days.

Variants: A uscd camellia of the Black Lady still retams its
freshness, fragrance, and mteresting qppearance; it has a price
of 200 gp.

Weight: —.

Price: 7,000 gp..

*New spell described on page 3+

SANGUINE NOSTRUM
A powder sprinkled on the heace and mixed with the blood of
an enemy.

Description: Sanguine nostrum appears as a sunple magieal
powder. )

Activation: The powder must be tiixed with recently kitled
enemy’s blood and sprinkled on 1ts heart. Preparing and consuming
the heart in this way takes 3 rounds.

Effect: The powder is used to scason the [resh heart of an
enemy that has been dead for no more than 1 munute. Tf treated
with sauguine nostram and caten immediately, the enemny’s heart
grants you great msight, as through the offect of a moment of
prescience spell. The more powerful the enemy, the greater the
benefitsy the caster level of the spell is equal to the Hit Dice of
the creature whose heart you consumed wich the powder.

One vial of sangaine nostrum has one use,

Aura/Caster Level: Strong divination and necromancy;
CL 15th.

Construction: Craft Wondrous Item, moment of prescience,
2,500 gp, 20 XD, § days.

Weight: —

Price: 5,000 gp,

M(lj or Actifacy

An artifact is an extremely powerful magic wem, beyond the
ability of present-day spellcasters to create.

Gray PORTRAIT
This artifact prevents its owuer [rom suffering negauve levels,
ability dram, and from aging.

Loare: A DC 30 bardic knowledge or Knowledge (religion) check
recalls this mych about the gray portraif. Ldng ago, alinost two
millenmiz in the past, a vam and sclfish chaotic neutral follower
of Sune named Belarian the Beautiful sought every mieans avail-
able to sustain and eihauce his beauty, Firehair’s creed teaches
that beauty is not just skin decp, but Belarian only cared about
Ins appearance. His self-infatuation was so great that he turned
from s devotion to Lady Firchair and offered to sell his soul
to any god or demon able to preserve us physical perfection.
One answered, gifting Belarian with immortality and perpetual
beauty through an artifact. Who created the gray porsrau, which
ity gave. it to Belarian, or whar eventually happened to the
vain man 1s a matter of speculation. Qver the last two thousand
years, various personages have owned the portrait, but its current
location 1s unknown.

Descriptian: Tnitially only a blank canvas, the gray portrais
becomes a picture of the awner aflter one week.

Activation: After an individual possesses the portrait for one
week, a picture of that individual owner appears on the canvas.

Effect: The awner of the gray porsra:t docs not age aor show
signs of agmy,. As long as he owns the portrait, he will appear
as voung and as healthy as he did when he first acquired the
artifact.

When the owncer of the portrait 1s subject to spells or effects
that bestow negative levels or cause ability dram, such as energy
drain spell or a vampire’s touch, he does not suffer their effects.
Instead, the portrait absorhs these debilitating effects. His image
i the portrait transforms to look more haggard and depraved
as 1t sulfers the horrors that leave its owner untouched.

The portrait stores and preserves all tlus horrible magre. 11 it
is ever destroyed, the owner immediately suffers all the negative
elfects of age, negative levels, and ability drain that the portraic
has absorbed. If the owner has outlived his natural lifc spasn, he
instantly dies.

Aura/Caster Level: Qverwhelming abjuration and necro-
mancy; CL 20th.

Weight: 10 Ib.

Price: —.
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v Jurks in many corners of Toril. These preseige

classes furnish a broad sampling of paragons of

victousriess and violence. Devoted worshipers of
Maljar, woodland assassins, sporting gladiators, and many ocher
dark-hearted adventurers will ind interesting options for their
malevolence.

Black Blood cultist

“The power of the beasts is wndentable”
—Zert of the Wild Brothors

Worse things than wolves and orgs hunt the dark forests of
the North. The beastly lycanthropes known as che People of
the Black Blood venerate Malar wich bloody rites thac clom
hundreds of human, cIfy and dwarl hves every year. Black Blood
cultists, worshipers of these lycanthropic horrors, are drawn
from the totemic barbaran (ribes scattered across the northern
lands. They exhibit fearsome powers drawn from the veneration
of the tamtced animal spirits of their masters. That their rever-
ence for the lvcanthropes goes unrewarded does not mattey to
the unfettered spirits of the cultists—they rage for their cruel
masters and brmg death to those who are not rouched by the
Beastlord’s terrible power.

Becoming Qa
Black slood cultist

Most Black Blood cultists come front an Uthgardt batbarian cribe
thar has fallen under the sway of a Malar-worshupig chieftan,
Sull, there are cultists dedicated to Malarite lycanthrope tribes

44

m othur parts ol IFacran---notably ncar the High Forest, in
norchern Cormumthor, and in Chult. Some barbaric nature s
necessary 1o the pursut of the cult’s powers, and barbarian;rangers
dare especaally potent candudates. Drunds rarcly want to sacrifice
cheir studics to become worslipers of abominacions, but some
find the savage nature of the cultist o be an irresistible draw.
Strength (for savage attacks), Wisdon (for trackmy prey), and
Constitution (1o survive deadly mulee combat) are key abititics
for .« Black Blood cultist

Exrry BEQUEIREMENTS

Alignment: Chiouic ¢val, chaonic neutral, or neutral evil
Skills: Knowledge (haturdi 2 ranks, Survival 8 ranks
Feats: Improved Unarmed Serike, Track. ’
Special: Ahility to rage.

Tasre 3712 Tue Brack Broon Curnrist

Base
Attack Port Ref Wil

Level Bonus Save Save Save Special

Lst +0 +2 2 +0  Feral rage (claws),
damage reduction 1/silver

2nd +1 +3 43 +0  Improved grapple

3rd +2 +3  +3  +1  Feral rage (bite)

4ch 13 +4+  +% 41 Scent, DR 3fsilver

Sth +3 4 +4  +1 Stranglehold

6th +4 +5  +F  +2 Feral rage (rend)

7th +5 +5  +Y  +2  lmproved natural attacks

8th +6 #6642 Savape grapple

9th +6 +6 6 +3 DR §/alver

-

10th i iT i +3  Feral form

Hit Die: d12. .

Class Skills (4 + Int modifier per level): Cimb, Handi
Amnnal, Hide, Inomidate, Juowyp, Knowledge (nature), Listen,
More Silently, Scarch, Spot, Survival, Swin.
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class rearures Savage Grapple: Starting at 8th level, vou deal damage as if
yau had hic with all your natural weapons (includmy rend, if you
arc ragig) on a successful grapple check.

Feral Form: By 10th level, you have gaimed great control over
your bestial nature. You can now use your claw, bite, and rend
attachs cven when you are not raging.

Black Blood cultists are savage fighters whose -natural actacks
become more fearsome as they nervise i level.

Feral Rage (Ex): Black Blood cultist class levels stack with
barbarian levels for purposes of deternuning your rage ahility. Thus,
an 8th-level barbarian/4ch-level Black Biood cultist can use greater
rage four timies per day, just as a L2th-level barbariin could.

Black Blood cultists srrengthen ther fingers and toughen their P | Qv l n% a Black slood cu IT[
nails wich special traming. As
aresult, when raging, you gam
two claw atzacks at your high-
st basc attack bonus. Each claw
deals 1d6 pomts of damage plus
your Serength modifier. You can
use a onc-handed weapon and a
claw, but when doig so the law
counts as & secondary weapon -

= You feel most alive when you are
H far away from the shackies of civ-
itization. The beast burns inside
you, and you strive to unleash i
ay often as possible. You look to
the People of the Black Blood as
paragons of your deal—-beasts
mn humanoid form, the best of
both worlds combined mto a
savage package. Your shaman

{addmg anly half your Strength
bonus to damage, and witha %
modificr on the actach roll).
AL 3rd level, you gan a bite
actach when raging i addition
to your two claw attacks. The
claws arc stilf your primary
weapans and the bite s your
secondary weapon. The bite
deals 1d4 points of damage
plus hall your Strength modi-
ficr. You can usc a two-handd
weapoi with your bite ws a sec-

guides your sparit chrough its
translormation, and he is your
connection to the annmal mswde.
The most mmportant things
in your life are your territory
and your tribe, wherever and
whoever that mmight be.

. You are quick to react to
danger, mstantly attacking witha
fury unimacched by any civihized
— = becing Threats are bese dealt with
~— swiftly—kill or be killed. The

S righteous  transformations you
subject your body to are scars of
honor, scen and respeceed by
the animals of the forest

and the beasts that rule

over them. Civilization

ondary attach, or you can use
a one-handed weapoun with your
claw and bice as secondary
attachs.

At 6th level and
higher, whenever you hit
with both of your claw arracks
durmg a rage, you rend your
opponent’s fAcsh, auromatically
dealing double claw damage in
addition to normal damage.

Damage Reduction (Ex): At 4th level and ac 9¢h level, you
gain damage reduction, which stacks with damage reduction lrom

holds nothing for you, and
vou do not share the fears
of cvilized creatures. Death,
Shuk-ta, a black lood cultist hunger, amd  loss are all a part of the natural
order, onc which you arc committed to protect.
Corbat: Wlule most barbarians prefer blades
and clubs in combat, vou would rather rend the fesh
of your cnemics with your own natural weapons. Your tecth
can tear as big a hole 11 your prey as an axc or sword. You
are quich to react, closing immediately with che first encmy
to darc draw stecl 2aganst you. Isolate that enemy, put him on
the ground, and rip out Ius throat before moving on to the
next. Mulee combat is where you arc most conifortable. An
encmy that has ranged weapons is best avoided and ambushed,
although a frontal assault, if quich enough, can take such an
opponent by surprise. You've learned that it is difficult for
such a foe to aim an arrow while your claws threaten to rip

other sources. Silvered weapons ignore the damage reduction
granted by levels m this prestige class.

Improyed Grap[.)]e: At 2nd leved, you gam the Improved
Grapple feat even if you do not meet the prerequisites for it.

Scent (Ex): At 4th level, you gain the scen ability.

Stranglehold: At Fth level, you lcarn to anap the necks of
fallen enernices, allowing you to admunister a coup de grace with
your bite_attack &s a move action.

Improved Natural Attacks: At 7th level, your vatural actacks
become even mare deadly. Your claw attacks now deal 1d8 points

of damage and your bire attack deals 1d6 points. )
& : I it hmb from limb,

+5
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By 3rd level, your melee combat skills have begon to reach
thew peak. You can make three attacks pee round without even
wielding a weapon, and you are a dangcrous grappler winle
raging. Your damage reduction allows you to absorb blows from
2 grappled foc’s allies as your claws and bute deal their damage.
If you are working wath a pack or other allies, your stealth can
help you fiank your enemies while they engage 1 combat with
the rest of the characters. A feral Black Blood cultist charging
out of nowhere is often enough to force cven the most stalwart
foes inco all-out Aight. L

As you advance m level, your ahillity‘ to both absorb and dish
out damage im mclee combat increases. Your rend ability makes
1t very difficult for any foe to grapple with you for more than a
couple of rounds, while your increased control over yovr abiitics
make you a dangerous foc whether or not you have fiown into
a rage. You have the skills to track most focs, and to hide from
those who are trackmyg you.

Advancement: Black Blood cultists can be found all over
Facrun; wherever the Malar-worshiping lycanthropes hold sway,
humans, elves, and others look to them as the avengers of the
natural world. It 1s most common for Rlack Blood cultists to be
reared in the trbe or cult, thereby continumyg the tradition of
thew forcbears. A tribe always takes carc of its young, even after
the parents have been killed or otherwise lost. These young grow
up alongside the other tribe members with no stigima attached,
and often grow stronger becavse of their independence. Tribal
Black Blood cultists are often the most savage, since they have
trained from a young age in nothing but the ways of the beast.

Those not born to such barbaric ways might come ta a tribal
shaman n search of spiritual and physical fulfillment. These sup-
plicants sometnmes succumb to the harsh, bloody rituals mflicted
upon then by the tribe to test their mettle, but others survive
the tests and emerge harder and more savage than before. Alimost
universally, such trials include an mdividual hunt during which the
seeker must track and slay a great beast to show that he has the
favor of the Beastlord. The most severe of these trials onleash the
hunter y Black Blood lands, meaning he must not only slay bis
quarry but avoid the retribution of the native lycanthropes as well.
Those who survive are inducted into the tnbe in a blood rite.

Training m the arts of the Black Blood cultist can be the most
dangerous undertakmg m a character’s Qufe. He toughens lus body
agamst blows by crawling chrough thorny brambles, clawing and
biting on erecs, and jumping from great heghts until his hones
break and heal time and time agam. Using specially preparced
oinbments, he toughens and thickens his nails until his fingers
are like claws. Many cultises file therr teeth to sharp pomts,

Resources: Black RBlood cultists can often count on plenty
of aid from ocher tribe members when they find themselves in
trouble. Of course, weak mentbers who ask for aid too often run
the risk of being abandoned or shunned by the tribe, left to fend
for themselves in the most dangerous of territories. Black Blood
cultises often cschew material goods, gold, and the fineries of
civilized life; most of what they need they exither make or take.
A tribe’s leader recognizes that valuable magic items can be of
help to the tnbe, but using too many such items can weygh heavily
on a tribe member’s rcputation as a beast of nature.

46

When you do scek out magic items, you should look for tmag)-
cal protections that reduce the number of wounds you take in
covbat. Enhanced armor 1s helpful, but items such as ¢loaks of
displacement are even better, since they can negate hits from more
powerful ercatvres more castly, Ttems that boost the effectiveness
of your natural artacks arc good choices as well; several tnembers
of the If tribe in Cormanthor have silver and adamantine claws
with meagic fang spells woven mto them.

slack slood cultists
in the world

Black Blood cultists tend to he territorial predators—they are
1Ot goif1g 1o run rampant over a region or the campaign world.
They have been known to attack towns or groups in retribution
for some crome committed agamst them or their home, bur far
che most part they arc Jocahzed. Tribes arc led by shamans—usu-
ally druds or sorceress—and almost all follow a sort of totemic
religion, while seil] venerating pods such as-Malar and Talona.
Characters who make cnemies of 2 eribe of Black Blood cultists
cau cxpeet to be unted until the day they die, whle those who
befend a eribe and travel with ehem are Likely to witness brotahity
on levels they could never have imagined.

Organization: The Black Blood cultists found across Faeriin
are some of Malar’s most fanatic followers. Much like the lyean-
thropes they worship, che differcnt cultist cribes are mdependent
entitics with litrle or no contact with others like them. Each tribe
has a relationship with the People of the Black Blood in its area,
although tycanchropes usually pay the cultists lieele attention,
They do recogmze the cultists’ devotion to Malar and to nature,
however, aid so cthey let thent roam their tribal lands where no
others are allowed. ’

A tribe’s refationship with those around it duffers by region.
The Chultans have very little civilization around them, and so
they Tocus more on thar worshyp of the region’ werebats and
of Malar chan on bringmg down defilers. The barbanans of the
North arc nomadic, wandering the region around the Night
Trees v search of enemy tribes and caravans, which represent
the civilized peoples they revile. The clf cultists of Cormanthor
concern themselves wich stopping the spread of the drow, who
tend to rape the lands they mbabit v1 order to feed their ever-
gI’O\\'lI]g nUﬂ\bCI'H.

As mennoned, tribes of Black Blood cultists arc often ruled by
a sorcercr of druid who claims to be an intermediary between the
tribe, the Iy canthropes, and the animal spirits they worship. Clerics
of Malar rarcly spend much time with these groups, who of ten
prefer to tram their bodies rather than engage in sacred hunts.
Thus, it falls to ocher “holy men” to guide the barbarians in the
ways of the heast. (£ 1s not for power alone that a shaman guides
a tribe of Black Blood cultists. Often these individuals have had
personal peractions with the Malarite lycanthropes that yspire
thar devotion. Sometinies they have barely survived such an
encounter, and other tumes they have witnessed the lycanthropes
Meaing our nature’s justce to trespassers and defilers. Malarite.
clerics sometimes encourage the fornxation of a tribe as a way
to am a weapon agamst those who would oppose the Beastlord’s
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hunts. Whatever the reason for a tribe’s formation, che lands
which the barbarians roam becomcs deadly ta those who hve m
opposition to the natural world.

Cultists spend most of therr time trammy their bodics to be
killing machmes, and the rese of the tume worsluping Malar,
Talona, or local ammal gods to whom they buld totems and
shrmes. While they do not ritually hunt as often as a Malarniee,
the tradinon of the mdividual hunt goes far beyond nitiation
mnto the tribe. Techmically only tribal hunts are required, mclud-
g those targeted agamst the instruments of civilization, but
individual hunting i> a myor determinant off prestyge withun
the tribe. Large game such as dire annnals and dimosaurs 15 the
most prestigious of all targers, and even the chuldren of a tribe
can take down a wild boar.

Tt 15 not unknown for an enrre tribe to be destroyed, cither by
lycanchropes fed up with the tribe’s mtrusion upen then hunting
grounds, or by herous from a nearby crty who arce determined to
put an end to the huntieg and blaedshed. Sometintes a culeist will
find cause to leave lus trnibe; a tribesman maght also be shunned
for some act that sets hun apare, ox for reasons of tribal politics,
power, and coutrol. At other tuncs, a rencgade cultst nnghe seck
a new pack, or might fall in with advanturers who can handlc—or
exploit—Ius anunalistic temperament and bloodthirsty rages.

NPC Reactions

Very few people ever live to tell of an ecowiter with a tribe
of Black Blood cultists, much less an adividual oember. Those
that do speak only of an nhuman lust for blood and « hatred
for all Lifec.

The cultists are the encnnies of all aivilized creatures, whether
they are found 1n towns, forts, or even below the carth. They have
as lietle love for the ewvilizatons of the Uderdark as they de for
those above ground. One known Black Blood cult has formued 1n
the Underdark, where a tribe of grimlocks worships 4 pack of
werebats and hunt drow and ducrgar in the dark tunnels.

Black slood cultist Lore

Characters with Knowiedge (local Chule, the Dalelands, or the
Silver Marches) can research the People of che Black Blood or
the Black Blood cultists. The most relevant miformation will
come [rom victums, who arc often afflicted with terrible wounds
as a result of their necting with or mvestigation of a tribe.
Lycanthropes i disguuse might mtencionally mislezd a character
in order to draw chem ineo a deadly ambush o wibal wrritory.
When a character makes a skill check, read or paraphrase the
following, wicluding the mnformation from lower NCs.

DC 10: “They look like annnals, they worship animals, they
are anunals”

DC 15: “A pack of shapcechangers lives 1n this area; how the
barbarians have survived o long among them s anybody’s puess.”

DG 20: The character pichs up mformation about a hudden
route through the cultists” lands, or a seeret hideaway from which
the characters could safely gather nformation about or strike
out at the tribe.

DC 30: A character who tracks down this much information
about a local tribe can gee loxe about a lycanthrope thar nught
be sympathetic ta the characters, some background mformacion
on the shaman of the tribe, or sunilar mformation that can help
the characters defeat the barbarans more easily.

Most locals kinaw of at least the existence of a local tribe of
ammal worshipers who rampage {rom time to ume. The DM
should assign a DC between 15 and 27, depending on the nature
aud recent actvities of the tribe in question. Ganng an audience
with a tribal chieftain 1s difficult, if not mipossible, for anyone
that 1s not close to nature (rangers, druds, barbarians, etc.). Even
i an audence 1s granted, the clneftam nught arrange a huntor a
run-m with same of the local lycanthrapes to test the characrers
and deternmine Malar’s will i the marrer,

Black slood cultists
in The game

Characters who wander mto tribal lands unawarce of the danger
that lies thercin are in for a by surprise. Tven if the characeers
defear an imtial hupting party, or slay a lycapthrope who has
been stalking thom, they will then be hunted to the edges of the
tbe’s territory, or perhaps farther. If the characters can evade
che hunt for an extended period of time, the clneltain is hikely to
cal] off thie hunt and go hack to lus normal activities,

A player who loves the barbaric aspect of combat and doesn’t
mind putting his character m harm’s way in order to cause griev-
ous, personal wounds to liis opponcenes will love this prestige class.
The natural attacks of @ Black Blood cultist make the character
much more thau just a fighter wich a boost to Strength and
Constizution.

Adaptation: Black Blood cultists could be adapted to any pack
of lycanthropes or brast god i your campaign. Alternatively,
they could worship a similar group of anunallike monsters, such
as the desmodu (see Savage Species page 218).

Encounters: Any encounter with a Black Blood culnst is likely
to be deadly for one side or the other. The savage barbarians will
not flee combat, and will contimue to tear mto their oppanents
until one or the other 1s dead. There 1s hittle chance of negotiation
with che leader of such a tribe, whose layalties are to his tribe,
his terriary, and his bestial lords and god.

SHUK-TA (EL 8)
A Jone cultist has been separated from Ius pack, and, 2long with his
pet tyger Une, has been taking his anger out on local villages.

Shuk-Ta: Hail-orc barbarian 5/black blood cultist 2; CR 7
Medium humanoid {orc); HD 7d12+21; hp 75, Inr +1; Spd
40 ft.; AC 16; Basc Ath 175 Grp 116; Ack +13 melee (1d12+7/%3,
masterwork greataxc) or 415 mielee (1d6+8, claw, only when
ragog); Full Atk +13/48 mclee (1d124 7% 3, masterwork greataxe)
or +1%/115 mclee (1d6+8, claw, only when raging); SA rage
2jday; SQdamage reduction Listlver, darkvision 6Q ft.; AL CE;
SV Fort +10, Ref +3, Will +2; Ser 20, Dex 13, Con 17, Int 10,
Wis 12, Cha §. >
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Skells and Feats: Climb +7, Handle Animal +%, Tnennidate +4,
Jump +8, Knowledge (nature) +2, Listen +4, Rude 3, Spot +4,
Survival +9, Swun +7; Flay Foe”, Tmproved Grapple, Improved
Unarmed Stnike, Track. :

"Wew feat deseribed on page 20.

Languages: Common, Orc.

Rage (Fa): +4 to Str, +4 to Con, +2 on Will saves, =2 to AC
for up to 8 rounds.

Possessrons: Masterwork greataxe, +2 leather armor, gloves of
magic fang (grants +1 bonus on attack and damaye rolfs with
both claw actacks), 14 gp. :

Upt: Pec riger; hp $3; Monster Manual page 285, Shuk-Ta has
tramed Unt co perform the following tricks: artack, cone, fetch,
heel, guard, and seck.

KarpTHis (EL 17)
The chiceftain of the Cormanthor tribe takes matters mwo her
own hands after the PCs dispacch several of her trbesmien as well
as a few of the lycanthropes they worship. Kacdthis eravels wirh
a dire wolf animal companion upon which she casts an wauboly
beast spell beflore entering combat,

Kaedthis: Drow drund F/barbanan 3/black blood cultst 6; CR 17;
Medivm humanoid; HD 7d8+9d12+16; hp 128; It +3;, Spd 40
fr; AC 215 Base Atk +14; Gep +20; Atk +17 melee (1d8+2/x3,
adamancine battleaxe) or +19 melec (1d6+5, claw, only when
raging); Full Ack +17/+12 melee (1d8+2/x3, adamantine bat-
tleaxe) or +19/+19 melee (1d6+5, 2 claws, ontly when raging) and
#14 melee (1d4+3, bite, only when raging); SA rage 3/day, spell-like
abilitics; SQanimal companion (dire wolf’), animal companion
benefits, damage redaction 3/silver, darkvision 120 fc, light
blimdness, nature sense, scent, spell resistance 27, erackless step,
wild crupachy +9 (+5 magical beasts), wl'ild shape 3/day (7 hoursy,
woodland stride; AL CE; SV Fort +14, Ref +11, Whll +12; Ser 14,
Dex 16, Con 13, Int 12, Wis 18, Cha 14

Skitls and Feats: Climb +4, Concentration +9, Diplomacy
+10, Flandle Ammal +%, Heal +11, Hide +7, Tnounidace 10,
Jutnp +4, Knowledge (nature) 21, Listen +12, Move Silently +7,
Ride +5, Search +4, Spellcrafe +8, Spot +12, Survival +14 (+16
aboveground), Swim +§; Combat Reflexes, Daylight Adapeanion,
Deflect Arrows, Improved Grapple, Seribe Scroll, Track.

Langrnages: Chondathan, Dracome, Drow Sign, Elven, Sylvan,
Undercommon.

Rage (Fx): +4 10 Str, +4 to Con, +2 on Will saves, -2 to AC
for up to 6 rounds.

Spell-Like Abilities: 1fday—dancing lights, darkness, facrie

Sre. Caster level 16th.

Animal Companion (Ex). Kaedthis has a dire wolf as an
animal compaon. Its abilizies and characteristics are summarized
below.

Ammal Companion Benefits (Ex)- Lunk, shave spells. PH 36.

Drid Spells Prepared (caster level Fth). O—cure minor
wounds, detect magie (), detect poison, purify food and drink,
read magic, Yst—claws of the beast™, enmtangle (DC 15), long-
strider, pass withont trace, speed swin™%, d-—barkskin, resist

energy, swoften eavth and stone, whp of thorns™; 3cd—cure modes-
ate wounds, dominase antmal (DC 17, plant growths, 4th-—dispel
magic, freedom of movement, wnholy beast* (DC 18).

Pussessions. gloves of magie fang, adamantine battleaxe, cloak of
clvenkind, + 2wild leather armor, ring of protection +2, headband
of Wisdom + 2, peviapt of proof against porson, three applications
of giant wisp posont, onc application of black lotus extractt.

*New spell deseribed in Chapeer 2.

tRacdrhis often coats her hands m poison before entermy
combag; she js protected from its effcets by her permpt.

Taabtarr: Due wolf aninal companion; CR —; Large animal;
HD 6d8+18; hp 455 It 125 Spd 50 ey AC 14, touch 11, flat-
footed 12; Base Atk +4; Grp 415, Atk or Full Atk +11 melee
(1d8120, Lirey; Space/Reach 10 fe./¥ ft; SA trip; SQ low-light
vision, scent, tricks; AL N SV Fort +8, Ref +7, Will +6; Str 25,
Dex 15, ConlT, Ine 2, Wis 12, Cha 10,

Skills and Fears Hide 10, Listep +7, Move Silently 14, Spot
+7, Survival 2 (+6 traching by scent)y Alertness, Run, Track®,
Weapon Focus (bite). '

Trip (Ex): Tf Teabrarr hits wich a bire atrack, it can attempt
to top jts opponent {(+11 check modifier) as a free action without
mahing a touch attack or provoking attacks of opportumity. If the
attempt fals, the opponent cannot react to trip the dire wolf.

Tricks: Attack, come, defend, down, feteh, heel, seck.

Justice of

weald and woe

“Make no mustake. Jf you harm my people or my land, 7 will
bunt you down like a dog and make you curse the bowr of your
burth”

—Talianas Sentherunc,
Justice of the Suldusk cell of the Tldreth Veluuthra

The justice ol weald and woc 13 the go-to person when something
ursavory—usually nvolving the removal of humans—needs
domg. When the foes of cthe elves are well protected physically,
magically, and pohtically —and the grand lords and ladies dare
not sully their hands with the dirty nccessities of preserving the
heart of clvendom from human encroachment—it is to you, the
yustice of weald and woe, thar they turn. With vour bow in hand
and the power of naturc ac your command, you strike, a silent,
unseen sniper, solving problems a score of diplomats counldn’t solve
in 4 hundred years—then melt back 1nto the forest before what
is 1oft of the cneniy’s forces even knows you were there.

BrcomiNG A JUSTICE oF WraLD AND WOE
As hunters of men, mdividuals already skilted in the hunt find
themselves drawn o this class. Stealth, shill m making bows and
arrows, and hiowledge of the forest are the foundation upon which
the class 1s bt Rangers are pacticularly well suited o becomne
Justices, as are rogues, whose sneak actack damage stacks with the
sneak artack damage gained trom this class. Alchough spelleasting
ability 15 1ot a prerequisite, you will hegin to learn to cast spells that
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draw upon the divine power of nature 1eself. Druids can become
Justices, but one will always be less skilled in archery chan his ranger
and rogue colleagues, and his druid skills will never be as powerful
as they would have had b remauned a druid.

ENTRY REQUIBEMUNTS

Base Attack Bonus: +6.

Skills: Craft (bowmaking) 8 ranks, Hide 8 ranks, Knowledge
(nature) 4 ranks, Move Silently 8 ranks, Survival 8 ranks.
Feats: Point Blank Shot, Weapon Focus (longbaw).

Crass FraTURES
As they gain i level, justices learn the skills they will need
to become the silent snipers ol the forest, able to mfiltrate an
enemy camp 1 the guise of an anunal or fire anseen from a
cancealed position.

Weapon and Armor Proficiency: You gain no proficicncy with
any weapon, armor, or shicld.

Spellcasting: You gan spells according to the tables above.
You da not gain new spells i any other spellcastmg classes that
yau might have rad before you took this prestige ass, but you
can still cast spells from your previous cliss. You can anly choose
spells from the justice spell List; justices use their Wisdormn modifier
for calculating honus spells and spell DCs.

Boras Feats: At 2nd and 8th levels, you gawn a bonus archery
feat. When you gain a ncw bonus feat, you must choose [rom
the following list: Deflect Arrows, Far Shot, Jmproved Critical
(longbow), Improved Precise Shot, Manyshot, Mounted Archery,
Precisc Shot, Kapid Shot, Shot on the Run, Snatch Arvows, Weapon
Specialization (longhow only), Greater Weapon Focus (longbow
only), Greater Weapon Specialization (longbow only). You must
meet all prerequisites for a bonus feat. Use your justice level when
determining whether you et a prerequisite of a minumum
figheer level. For example, a ranger 8justice 8 would mect the
requircinent for Greater Weapon Focus (fighter level 8th), but
not Greater Weapon Specralization (fighter leve] 12th).

Woodland Stride (Ex): At 2nd level, you can move through
any sort of undergrowth, as the drund ability deseribed on page
36 of the Player’s Handbook.

Soeak Attack (Ex): Begmning at 3rd and 7th level, you deal
an extra 1d6 points of damage when seriking an opponent when
the opponcut is demed a Dextenty bonus to armor class, such
as when 1t 1s surprised and flat-footed, or when you attack from
a flanking position, as the sneak actack ability of rogues. Your
damage dice stack wath any sncak atrack damage dice you smght
have gained from a previous class.

Lucky Shet (Su): Once per day as a (ree action, you can gam
a +10 msight bonus to onc attach roll with vour longhow. You
must declare the use of this ability before rolliy the dic.

Trackless Step (Ex): At 4th level and higher, you feave no
trail m natural surroundmys and cannot be tracked. You can
leave a trail on purpose if you so desire.

Poison Use (Ex): At Sth level, you learn to create angd/or
extract natural paisons and apply them to your weapons without
any danger of hariming vourself.
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Tie Justice or WeaLD ann Woe

Base
Acttack Fart Ref Will

Level Bonus Save Save Save Special

1st +0 +3 =3 +0  Spells

2ud +1 +3 '3 41 Bonus f{eat,
woondland stride

3rd +2 +4% +4 +1  Sncak attack +1d6

4th +3 +4  +% +1  Lucky shox, trackiess step

Sth +3 15 +5  +1  Doison use

6th +4 +¥ +3 +2  Stecady hand

7th <5 +6  +6  +2  Sneak attack +2d¢

8th +6 +6  +6  +2  Bonus lcat

Sth +6 +7  +7  +3  Hide in plain sight

10th 17 17 +%  +3  Death actack,
immunity ta poison

Hit Die: d8.

Class Skills (4 + Int modifer per level): Balance, BlufT,
Climb, Concentration, Cralt, Disguise, Escape Artst, Gather
tnformation, Handle Animal, Hide, Tntnnidate, Jump,
Knowledge (localj, Knowledge (nature), Knowledge (religion),
Listen, Sense Motive, Spot, Survival, Swim, Tumble.

Justice Sperrs per Dav

Level
1st
2u0d
3rd
4th
Sth
6th
7th
8rh
9th
10th

2nd

[
©»
Ps

4th

W W W W W W WD = O
['SERVSERVERRVE BNV S i @] I ]
wwworol ||

Jusrice SperLs Knows

Level
1st
2nd
3rd
4uh
Sth
Gth
Tth
8th
9th
10th 4
1 Provided-the character has sufficient Tntelligence to have a
bonus spell of this level.

1st 2nd 3rd
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Steady Hand (Ex): At 6th level, you becone able to fire your
personal longbow in melee cotnbat wichout provoking attacks of
opportumty. You anly gmn the bencfit of this special ability when
WCﬂl‘ing ]Ight or np arnmor.

Hide in Plain Sight (Ex): At 9th level, you gain the ability
to hide i1 plain sight, as the ranger abahity described on page 48
of the Player’s Handbook.

Death Attack (Rx). At 10ch level, you gam the ability to study
your victim for 3 rouuds and then mahe a sneak attack wich 2
longbow that, if it successfully deals.damage, has the additional
effece of possibly either paralyzing or killing the target (your
choice). While studying the victim, you can uodertake other
actions so long as your attenrion stays locused on the targer and
the target does not detect you or recognize you as an enemy. [f
the victim of such an aetack fails a Fortitude save (DC 20 + your
Int modifier) against the Kill effect, it dics. U che saving throw
fails against the paralysis effect, the targer is rendered helpless
and unable to act for 1d6+10 rounds. If the target’s saving throw
succeeds, the attack is just a normal sixcak attack. Once you have
completed the 3 rounds of study, you st make the death attack
within the next 3 rounds. I a deach accack is attempted and fails
(the victim makes her save) or of you do not launch the attack
within 3 rounds of completing the study, 3 new rounds of study
are required before you can attemipt another death attack.

Poison Immunity (Ex): At 10th level, you gain immunity
to all natural potsons and animal venoms. This ability differs
from the druid abitity of the samwe name, 1 that 1t only applics
to poisons derived from natural plants or fungy, or from animal
or vermin venoms, not to all poisons, such as vehoms from
celestial anmmials or outsiders, or poisons derived rom mumerals
or magc.

Justice of weald and woe
spell List S

Lst—camouflage™, detect snares and pits, endure elemenis,
JSaerie fire, bide from ammals, jump, longstrider, obscuring mist,
pass without trace, wosdwisp arrotw’”.

2od—barkskin, brilliant energy arrow®, cal’s grace, fog cloud,
snare, spellslayer arrow®, speak wnth plants, spider climb, tree
shape.

3cd—aryowspl”, darkflame arvow?, darkuvrsion, meld 110
stone, serpent arvow’, spike growth, waler breathing, wind wall.

4th—Dbloodfreese wurvow®, doublestrike arrow”, [recdom of
movement, poison, Scvying, shadow arrow”, sp/fkc stones, hree
stride.

"New spell described 1t Chapter 2.

playing a
Justice of weald and woe

You sceve two ceitical roles i ¢lf culeure. You are the sniper seint
to harass the enemy’s forces within their own encampmerit or
stronghold, and you are the punisher sent to the furthest ends
of Toril to execute judgment agamst those' who harm the clves
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or cheir interests. You are a shilted hunter and a master of using
vour surroundings to disguise your movenent. Your skill with the
longbow 1< unparaltteled, and you mix martial skill with magica)
ability to both mask your passage and make your arrows more
damaging, faghtening, and deadly. You arc patient and cautious,
et relentless i pursuit of your goals. .

The class onginated withy the Fldreth Veluwchra, an
elven nacionahst organization dedicated ro the destruction of
humaukind, to deal with adventurers sceking to exploit the
rins of Myth Rhyna. Simce char rune, the group’s traming
has spread throughout the orgasuzation as 2 whole. Within the
orgastization, you often work alone or m concert with several
other speanlists whose skills compliment one another. Your
missions frequently take you outside the boundarics of acceptable
warfarc as you arc called upon to spread terror among humans
or climinare polirical leaders whose policies lead to human
encroachmuent into clven forests.

Combat: Your longbow 1s your best friend; like a part of your
arm, it never kaves your hand. Your arrows are like thoughts
given form, specding o do your will. Nature is your ally, hiding
yOUr passage, coverimyg your steps, guarding your back, and creat-
ing arrows that ternfy and slay. Your best technique 1s to fire
from a position of concealiment, surprising your opponents.

When working within a party, you operate best from the
shadows. Do ot be afraid to fire into melee; surprse and flank
attachs are your best tactics. Although at 6th level you gain the
abilicy to use your longbow in mclee combat, you prefer to ler the
brawny oncs do the slugging—ryou are a bringer of swift, silent
death from afar.

Your enentnies grow Irustrated and begin to believe at is the
forest itself that opposcs them, or that a battalion of elves lies
hidden i the woeod, when (¢ 1s only vou, flittiny from tree to tree,
crawling through the tall grass ke a snake, alway s striking from
the flank, carching your opponents flat-footed. Mix your spells and
extraordinary abilicies with your uncanny longbow skill to drive
icar into cherr hearts. Your luchy shot, death arcack, and poson use
abilities allow you to assassinate difficult, even heavily armored foes
and leave hittle cvidence of the manuer of cheir death. As you are
taupht from the first day of your rainmg, a smgle arrow, properly
placed, is ofterm more effective than a storm of bolts.

Advancement: The Eldreth
prospectiv ¢ justices from the ranks of rangers and rogues already
serving the cause, mdividuals who have already proven their abil-

cluuthra carclully recruits

ity to follow orders without suffering from 2ny moral qualms.
They sceh mdividuals with superb longbow and survival skills who
show promise (though not necessarily current skill) as spellcasters.
These are sent to tram with rangers and drinds who are themselves
students of the ice lich Tassarwyn (sce page 83).

Your first missions as a justice are often as a longbow specialist
working in concert with other skilled mdividuals, including rogues,
rangers, sorcerers, druids and wizayds. If combat begins, your job
15 to harass the enemy leaders and spelleaseers with your arrows.
You spend most of your time trammyg with experienced rangers
and drinds, who put you through your magical and mundane
paces, though you are also required to make extensive stody of
the behavior of your enenties so that yvou can exploit their weak-
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nesses and your strengrhs. You should Jearn to handle amumals,
especially poisonous snakes, since they become useful to you at

later levels. Finally, you undergo a thorough mdoctrmation 1n

elven culture so that, when the tune comes for swift deeds on
behall of your people, your hand will not falter.

As you advance i skill, you will be called on more and more
often to use your skills as a spy and a hunter of men—thus you
will need to concentrate an those abilities that will best serve
your missions. As 2 gatherer of mlormation, you will need dis-
guise and conceal-
merne skills, plus
the ability to
escape danger-
ous situations. A
cloak of elven-
kind and lDoots
of elvenkind
are indispens-
able picces of
your wardrobe.
As a hunter,
you will need
tracking abil-
ity as well as
the skills of a
Spy, 5\\ee your
quarry might
take you into
the stronghold
of thase you -
tend to stay. Lven
the best bow wears out over time,
so you will need to continue to
improve your Craft shill to make
better weapons. You mighe cven want to m-
vest i the Craft Magic Arms and Armor feat 50
that you can craft your own magic weapons, such as arrores of
slaying. At the very highest levels, you are almost cxclusively
an assassin—the number of arrows in your quiver 15 a mark
of your skil By tlus tune, you most often traiu alone, since
few have the skill to teach you. You also begin to teach others
vour skulls.

Resources: Thus prestige class was born from the Eldreth
Veluuthra because of its special needs, and the Eldreth Veluuthra
remains the prunary source of justice traunmg. Here, you can
always find rangers-and druids sympatheuc to your cause who
are willing to teach you their seerces. The organizaton also
provides employ ment i organjzational activities after you have
completed a mission, as well as quests and mussions needing the
special combination of abilities that can only be found 1 a party
of adventurers. Finally, with 1ts connections to the clf aristocraey,
the organization can sometimes provide cover, protection, and
an alibr after you have completed a mussion that nught have
agents of a slain human hing hot upon your trail and screanung
for your blood (but only if you arc extraordinardy carcless), Just
don’t abuse their hospieahity,

Dannac,
a justice of weald and wor

justices in the world

Justices provide a refreshimg alternative to the high-and-mighty,
“shining beacon of goodness” image of most elves w the game.
A justice of weald and woe makes an excellent recurring foe for

a group of PCs that have stomped upon a few
clven toes at some pomt in their career. If you
have a justice in the gaine, provide plenty of
elf-related ties to your adyventures to kecp

the characeer active.
Justices live for
the one-on-one en-
counter, the chess
match of wits
nmpossible ter-

ram agaust a

worthy foe, such

as an opposed
ranger or asys-
sm. The justice

15 a primarily a

man-killer, not a
dragon-slayer.
Organization:
Justices are lon-
¢rs,as [ar as oth-
ers of their kind
are concerneds
Whenever two
justices meet,
friction is likely
ta result, since all
justices are extraordiuarily jealous of their abilities
and sccrets, and chere is always the chance that the
Jjustice sicting across the table from you has been sent
Ly your last emnployer to prevent you from talking,
However, like all hunters, justices somctimes come
together to tell claborate hies about their cxplaits, or to show ofl
their trophies.

Because their missions somctimes overlap, justices and
Evereskan tomb guardians sometimes cooperate—but more often
compete—for the glory of bringing tomb defilers to justice, This
has, on occasion, led to apen conflict between individuals, and at
Jeast one remarkable friendship.

Tylore Beneshare was a ranger who was recruited into the
Eldreth Veluutiira and eventually began her traiing as a fustice,
Her politicai and historical advisor was Ganethra Elderwand, a
comb guardian with whom she spent inany an argumentative hour
while sharing the responsibility of guarding a three-thousand-
year-old romb north of Evereska. While Tylore was on a tmission
to ambush a Zhentarum trade caravan in the Anauroch, human
adventurers from Waterdeep broke into the tomb. Their wizard,
a member of the Arcane Brotherhood, summoned a deinon that
nearly killed Ganethra,

When Ganethra heated, he set out alone to restore his honor,
recover the artifacts stolen froro che tomb, and punish the thieves.
Tyvlore arrived a inouth after Ganethra left but was able to track
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hym by the trail of bodics he had left behind. Finally, she caughe
up with Gancthra outside the wizard’s tower at the edge of the
Ardecp Forest, where she convineed him to give up his msanc
plan to mfiltrate the tower and slay the wizard in his coyjuring,
chamber. Tustead, they lay in wait on the road feadng to the
tower, and when the wizard’s wife rode past accompanied by her
bodyguard, Tylore dropped her from the saddle with a single
arrow, while Ganethra bartled and slew che bodyguard. Tvlove
then vestrained one of the horses, and they slung both bodics
across the saddle and seat it on its way.

In 2 rage, the wizard stormed from Jus tower and descended
on the forest with his servants. But long had the Eldreth
Veluuchra cell of the Ardecp sought a chance to ehimmate cthis
human wizard and regain the treasures he had stolen from the
elven ruins in cherr forest; coordinating with them, Tylore sct
up an ambush in which all but one of the wizard’s scrvants
was slam. Sorely wounded, the wizard teleported to safety,
only to discover his tower already occupied by the Eldreth
Veluuthra, Hunted through the halls he had once considered
his stronghold, he was finally slain 11 his conjuring chamber
by Gancthra.

NPC ReacTIoNs

Because chey strongly believe that the end justifies the means and
will gladly slay unocents if doing so strikes a blow against a hated
enemy, justices are often reviled withu normal elven culture. They
are a political lability of the worst kind. Nevertheless, they are an
effective weapon, and onc not to be tossed aside lightly. Elaborate
measures are used to mamtam plausible demabilicy.

The enemies of the etves are the cnemics of the justices.

Therefore, they have many enemies, both good and evil. Where
one elf might sce a competitor or an adversary, a justice sees an
enemy to be destroyed.

Justices in the game

Because of their inherent racist artitude, justices alfiljaged wich
the Eldreth Veluvthra might be difficult to work into a group
of PCs that wcludes humans. Some greater mmission must he
mvolved. Anywhere that clvest interests are at stake 15 2 good
place to insert 2 justice into the campagn.

Adaptation: Justices fit farly well into other game worlds, but
you might nced to design an organization that both morivates
them and gives them support. They would swiltly be Iumted
down and destroyed by their fellow elves without some sort of
political protection.

Encounters: The justices of weald and woe are swife, silent
bringers of death to all who would subvert clven culture—espe-
cially humans. Justices are implacable foes driven by an alimost
fanatic desire to crush those deemed to be an enemy of the people,
using whatever means are necessary to do so.

ATcHocH'T (EL 11)
A former druid ambushes soldiers who clear-cut Jus sacred grove
to buld their siege engines,
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Atchoch’t: Male wild et drud 8/justice of weald and woe 3,
CR 11; Mcdwm humanod; HD 11d8+115 hp 75, nic +3; Spd
30 ft.; AC 18, rouch 16, flat-footed 17 Base Atk +8; Grp +10;
Ack +11 ranged (1d8+3¢%3, +1 composite longhow) or +11 melec
{1d6+2;18- 20, masterwork scimiear); Full Atk +21/+6 ranged
(1d8+3/x3, 11 comiposite longhuae) or +11/v6 melee (1d6+2/18-20,
masterwork scumitar); SA sneak accack +1d6, spells; SQ animal
companton (Large viper), animal companion benefits, resist
nature’s lure, trackless step, wild cmpathy +7 (+3 magical beasts),
wild shape 3/day (8 hours, Medm or Large creatures), woodland
stride; AL NTE; SV Fort +11%, Ref +8% Will «8*%; Ser 15, Dex
16, Con 13, Int 12, Wis 14, Cha 9.

“+4 on saves against sped)-like abilities of fey.

Skilic and Feats. Concentration +9, Craft (howmaking) +5,
Disguise +6, Handle Anmymal +6, Hide +10, Knowledge (nature)
+12, Listen 410, Move Silently <11, Scarch +10, Spot +11,
Survival +12; Natural Spell, Point Blank Shot, Precise Shot®,
Track, Woodwise!™,

Languages. Common, Tilven, Sylvan, Druidic, Damaran.

Animal Comparion (Fa): Atchocl’t has 2 Large viper as an
anuwal companion. Tts abulities and characteristics are summarized
below.

uimal Companion Benefits (Ex). Link, share spells,
PH 36.

Typical Drud Spells Preparcd {caster level 8th): O—detect
magie {2), gurdance (2), purify food and drink, resistance;
1st—camonflage'™, enrage anmaly’ (DC 13\, entangle (DC
13), obscuring must; Ind—heat metal, resist energy, snmmon
swarm, warp wood; Srd—meld into stone, poison (+10 melee
touch, DC 15), sicer storm; %th—-cure serions wounds, spike
stomes (DC 16).

Fustice Spells Knorwn (3 pur day; caseer level 3rd). 1st—faerie
Sfore, longstrider, woodwisp arvow®.

New spell deseribed on page 37

Possessions: +1 leathey armor, +1 amulet of natwral armor,
ring of protection <1, cloak of cluenkind, boots of elventkind, +1
composire longborw (+2 Sty bonus), masterwork scimitar, +1 human
bane arrme, sceoll of barkskin, scroll of tree shape.

Saess’rr: Largo viper anumal companion; CR —; Large animal;
HD 5d8; hp 22; Tnat +8; Spd 20 (¢, climb 20 ft., swim 20 fe.; AC
18, touch 13, flat-foored 144 Base Atk +3; Grp +7; Atk or Full
Atk +¢ metee (1d4 plus poison, bite); Space/Reach 10 It/5 fe
SA poison; SQevasion, scent; AL N; SV Fort +4, Ref +8, Will
+2; Str 11, Dex 18, Con 11, Int 1, Wis 12, Cha 2.

Skeils and Feass: Balance +12, Climb +11, Hude +9, Listen
+5, Spot +6, Swinn 5 8; Improved Tnstiacive, Weapon Funesse.

Tricks- Attack, come, down, feteh, guard.

Posson (Ex). Bate; Fort DC 11 negaces; nnital and secondary
damage 1d6 Con

Esasion (Kx): No damage on successful Reflex save.

DaXNAE OF THE GoLDEN Frowp (EL 18)
Dannac guards the Border Forest against Zhent rangers and
Harper scouts alike. She relies on her owl companion to spy on
mterlopers trom ahove,
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Danpae of the Galden Frond: {fumale wood Jf ranger 6/roguc
Fustice of weald and woe 75 CR 18; Medium humanoid; HD
13d8+5dG; hp 104; Spd 30 ft.; AC 24, touch 17, flac-footed 24;
Base Atk 114/+6; Grp +17; Atk +23 ranged (1d814/19-20/x3,
vatbbore) or 117 melee (1d6+3/19-20, 11 short sword), Full Atk
+23/+13 ranged (1d8 4/19-20/x3, natbbow) or +17/+9 mclee
(1d6+3/19-20, +1 short stword sy SA sncal attack +3d6, favored
enemy drow +4, favorcd euenty humans +2, improved combac style
{archery), poison usc, steady hand, spells; SQanimal corpanion
(owl]}, atnmal compauion benefits, endwrance, cvasion, trackless
step, trapfinding, uncanny dodge, wild cmpatly +8 (+4 magical
beasts), woodland stride; AL CN; SV Fort +14, Ref 17, Will +75
Ser 17, Dex 16, Con 11, Int 10, Wiy 12, Cha 14,

Skils and Fears: Climb 13, Concentration +10, Crafc (how-
waking) +10, Handle Animal +10, Heal +8, Hide 113, Knowledye
(geography) +11, Knowledge (nacture) <12, Listen +11, Mowve
Silently +1¥, Scarch +10, Spot +11, Survival <13, Use Magic
Device +10; Craft Magic Arims and Armar, Toproved Critieal
(tougbow), Manyshot?, Pomt Blank Shot, Precise Shot", Track®
Weapon Focus (longbow).

Antmal Compurion (Ex): Dannac has an owl as an anumal
comparon. Its abilities aud characreristics are sunumanzed
below.

Anonal Companion Benefies (Ca) LLink, sharce spells,
PH 36.

Feasion (Ex)- Na damage on successtul Refley save,

Tipical Ranger Spells Prepared (caster level 3rd). Ist—animal
messenger, entangle (DC 12)

Fustice Spells Awown (3i3/2 per davy caster leve]l Fehy:
Lst—camonflage™, longstrider, pass withunt trace, woodsuisp
arvow’; 2nd—darkskin, cat’s grace, spellstayer arvorw’, iree shape;
Srd—arrowwsplu®, scrpent arrors’

"Wew spells described 10 Chaprer 2.

Languages: Conumon, Elven, Sylvan.

Possessions; +4 siudded leather armur, losser bracers of archery,
Gloves of Dexterity +4, riug of protection +2, ring of invisibilidy
(11 charges), oathbow, +1 short yward.

Zoud: Owl annmal campanion; CR —; Ty anipoal; HD 3d8§,
hp 13; Tnic +7; Spd 10 ft, Ry 40 fr. (avorape); AC 27, touch 15,
flat-footed 14; Basc Ack +2; Grp --8; Ack or Full Ath +8 melee
(1d4-2, ralons); Space/Reach 2-152 f1./0 ft; SQ low-light vision,
AL N; SV Fort +3, Ref «6, Will +3; Str 12, Dux 19, Con 11,
Inc 1, Wis 12, Cha 2.

Skills and Feats: Listen +14, Move Silently 417, Spot 16
(+1¢ i shadowy illumination); Liproved Initiauve, Weapon
Fipcsse.

Tricks: Attack, come, defend, down, teteh, guard, seck, stay.

ACFOW spclls

A numiber of new spells have come out of the justice traving,
Designed by the ice lich T.ossarwyn, these spells expaud upon
the justice’s already formuidable archiery porcfolio. These spells
are histed in the justice of weald and woe spell List (above ) and
are detailed o Chapeer 2.
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Night mask
Dearhbringer

“The awinds of change bave bloywn tnto Westgate, and [ am like a

qobisper on that wind. The city does as [ bid, as my masiers &id,

but all ot feels Is my cool kiss gently guiding its withered will”
—Emuin Nightshade

The deathbringers are the phantoms of Westgate, able to walk
among mortal men during the light of day but possessed ol some
of undeath’s mast ghastly powers. They arc not truly updead
beings, but hybrids bred to go where the masters of the Night
Masks cannot tread. As a deathbringer, you scalk the shadows
ol Wesegate and beyond wn scarch ol ways to cmapower vourself
and your guild. You have tastud the kiss of death, and the fear it
brought you never quite leaves the back of your mind,

Bccoming Q
N lgh*r Mmask peath bnnger

Night Mask deathbringers are Inghly tramed members of the
Wostgate thieves” guild who have caught the favarable atzention
of the vampires m charge of the organizarion. They undergo a
grucsoime ceramony involving the drinking of their own blood
from the veins of a vampire lord, which clhanges them into
monsters capable of the most vile and depraved acts. Rogucs have
the casiest time qualifying for thus prestige clasy; ather classes
generally must stray from their primary traming to achieve the
necessary requirements, Dexterity (for stealth), Wisdom (for
perception), and Charisma (for more powerful special abilities)
are key abilities for a Night Mask dearhbringer.

Exrsr BeQuinemeNTs

Aligaraent: Any cvil.

Skills: Hide 8 ranks, Knowledge (local) 3 ranks, Move
Stlently 8 ranks.

Feat: Great Forticude.

Special: Evasion and uncanny dodge class featurcs.

class frearures

As they merease i level, Night Mask deathbringers gain more
of the powers thenr undead masters possess, imcreasmg thew
deadliness and skill.

Creature of Darkness (Ex): Anumals can sense the death in
you, causing them to fear your presence. As a result, all animals
except for bats, rats, and wolves have their ttial athitudes moved
down onc category when you first approach thern. In addition, you
take a =2 penalty on all Rude checks due to the beast’s inherent
1CIVOUSHIUSS At your preserce.

Hesitating Stare (Su): Deathbringers can force their opponents
to confront thar own mortalhity with but a glance. This abilicy
can he activated once per day at any time, cven when you are
surprised. You cast 2 glance at any foe within 30 feet, who must
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then make a suecessful Will save {DC 10 + 142 your class level +
Cha mod)fier) or be stunned for 1 round. You can usc this abilicy
twice per day at 4ch level and higher, threc tinws per day at 7th
level and higher, and four times per day ac 10th level.

Light Sensivity (Ex): In sunlight or bnght magal hght
(such as a daylight spcll), a deathbringer is dazzled.

Spider Climb (Sp): Starting at Ist level, you can act as if you
were under the influence of a spider climb spell (caster level equals
your deathbringer class level). You can use this ability 2 number of
times per day equal to your Charisima modifier, minimum one.

Feral Senses: At 2nd Jevel, you gain low-light vision—cthc ability
to see twice as far as & human in starlight, snoonlight, torchlight,
or similar conditions of poor tllummation, You retain the ability
to distinguish color and detail under chese conditions.

At 7th level, you gan darkvisian out to 60 fect.

Speak with Creatures of the Night (Ex): When you reach
3rd level, you can speak with rars, bats, and wolves as if you were
under the influence of a speak with animals spell. This ability
does nothing to affect the acatude of such creatures.

Ghost Step (Su): Oucc per day starting at 3rd level, you
can make yourself invisible for 1 cound. This 15 a swift action
(something you can do as a free action once per round) that docs
not provoke attacks of opporturuty. You can usce this ability twice
per day at 6th level and higher, and three times per day at 9thy
level and higher.

Lesser Blood Bond (Su): Onc of che deathbringer’s most
insidious powers, this ability helps you break down the wili of
her enenies. To use this ability, a deathbringer of #th leve) or
higher must pet the target to drink three drops of her blood. She

can do this by hiding the blood in food or drink, or by pmning ‘

the targec for 1 round and blecding directly into his mouth.
Once this condition has been fulfilled, the deathbrmger can
cause a charm person clfect to come over the target by speaking
directly to him. The words used arc unimportant, only that the
deathbringer wills the target 0 be frendly to jum. The caster

level of the effect equals the deathbringer’s class level, and the
DC to resist the cffect equats 10 4 che deathbringer’s class level
+ Cha modificr.

You can have a number of outstanding blood bonds, active
or not, cqual o your Charisma modifier. Should you exceed this
limit, the oldest blood bond hecomes inactive.

Speak Attack (Ex): At 4th lovel and higher, vou deal extra
damage when you catch a foe flat-footed or flank a foe, as the
roguc class feature described on page 50 of the Player’s Handbook.
Sneak-attack dice attamed from muluple sources stack.

Improved Evasion {Ex): At Sth level, your pscudo-vampiric
celerity granes you supernatural reflexes. You now take no damage
on a successful Reflex saving throw against area agtacks and half
damage on a (ailed save. You do not gain the benefit of this ability
 you are helpless.

Slippery Mind (Su). When vou attam 6th level, your mind is
only partly mortal, allowing you to shrug of { mental attacks and
compulsions more casily than others. Any timie you are affected
by an enchantment spcll or effect and you fail your saving throw,
you can attempt the save agam 1 round lager at che same DC.
You only get one extra chance to succeed per effect.

Greater Blood Bond (Su): This abilicy, acquired at 10th level,
works just like lesser blood bond, except the target comes under the
mAuence of 2 domunate person spell rather than charm person.

A deathbringer can have a number of outstanding blood bonds,
active or noc, cqual to her Charsma modifier. Should shie exceed
this limae, the oldest blood bond becomes inactive.

|)](1ymg Q
ngh‘r Mask l)euThbrmger

You arc a master of nught’s dark shadows, a deadly whisper whose
passing leaves blood and destruction. Killing and robbing were
not cnough for you, however; you craved power, and the lovds
of the Night Masks were willing to share 1t with you—for a

Tagry 37731 THe Niga e Mask Dearuguingor

Bage

Attack ~ Fort Ref Will
Level Bonus Save Save Save Special
1sc +0 +0 +2 +0
2nd +1 +0 +3 +0
3rd +2 +1 +3 +1
4th +3 +1 +4 +1
Sth +3 +1 +4 +1
6th +4 +2 +5 +2
7th +5 +2 +5 42
8th +6 +2 +6 +2
9th +6 +3 +6 +3
10ch +7 +3 +7 +3
Hit Die: d6.

Creature of dackness, hesitating stare 1/day, light sensitivity, spider climb
Feral senses (low-hght vision)

Speak with creatures of the night, ghost step 1/cday

Hesitating stare 2/day, lesser blood bond, sticak attack +1d6

Improved evasion

Slippery nund, ghost step 2/day

Hesitating stare 3/day, feral senses (darkvision)

Sneak attack +2d6

Ghost step 3/day

Hesitating starc +/ilay, greater blood bond

Class Skills (8 + Int modifier per level): Balance, Bluff, Climb, Craft, Decipher Script, Diplomacy, Disable Device, Disguise,
Escape Artist, Forgery, Gather Tnformation, Hide, Intimidarc, Jump, Knowledge (local), Listen, Move Silenely, Open Lock,
Perform, Profession, Search, Sense Motive, Sleight of Hand, Spet, Swim, Tumble, Use Magic Device, Use Rope.
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price. You mwst scerve ther wicked ends, and sacrifice a heele of
your humanity i the process. You can now come and go as you
please, and the secrets of the might are yours to use for whatever
purpose stokes the fires of your corrupted mind.

The night s your timy; 1t s when you are at your mast con-
fident and most deadly. Still, your masters expect you to carry
out missions in daylight as well, sometlung they chiemselves arc
incapable of doing without great risk. Winle the sun s deadly
to them, to you 1t 1s merely an inconvenience, Stell, this nnnor
hindrance is the price of a power that you never could have
achieved on vour own.

Combat: You prefer co strike from the shadows, where your
powers are ar their greatest. Scrring ambushes is your
tacac of choice, using your ability to speak
with meonspicuous crearures and chimbing
where others nughe fall. Open combac
docs not serve you well, especially under
the brightness of the sun. Your shills arc
best utthzed m quick combat, with vour
enemy on the ground before he ever knew
what lut lum. When combat drags out
and surprise tactics arc no longer on
your side, use shills such as Hide and
Tomble as well as your ghost step
ability to leave combar wnd prepare
another ambush. Leaving your foes
bleeding and confused 15 sometimes
beteer than leaving them dead.

By 4th level you arc able to
better spring sucprise attacks on
your focs, using your abihties to
become mvisible and to sce better
m conditians of low light. Since
your sneak attack damage doos
not merease at the same rate
as a roguc’s, you mwst roly
even more on ambush tactics
as your level increases, For this
PUrpose, you must nmprove your
Bluff and Hide skills, allowing you to
attack from the darkness and then retreat there again, cven after
you have exhausted your uses of ghost step for the day.

At higher levels you can use your hoesitating stare to stun op-
ponents, makng them vulnerable to your deadly sncak attacks,
Your slippery mind and nnproved evaston abilitics allow you to
remmain in close cambat for longer than you could previously,
and your ability to quictly slip out of combat wheu things turn
agamst you has peaked. You are still not a combat waster, but
you can hold your own agamst altost any smgle opponent, and
you have the tools o Jeave multiple focs seratclung thar heads
or grasping their bloodied throats.

Adyancement: Deathbringers are recruited trom among the
Night Mashs’ most shadowy and ambitious operatives. Tahing
such rogues into therr inner circle accomplishes two goals for the
vampires: Te keeps the ambicous close to chem where they can
mmonitor amy treacherous plans, and it gives thew loval opera-

Lucia Calefar, a Night Mask deathbringer

tives who can operate above ground durmg the daylight hours. :
Occasionally a prospect fromn outside the guild 15 turned into a
deathbringer. On at least one occasion a roguc who managed to
picree the vampirey’ inner sanctum was captured and, rather than
faciug a long, rorturous deatl, agreed to become an agent of the
Night Mashs.
To become mducted nto the deathbrimger clan is to know
fear and pain as you have never experienced it. The vampires
have a ritual that involves bloodletring,
mental dominacion, and phan-
tass [row the deepest part of
the subeconscious. Once this ritual
has been completed, a piece of the
deathbringer’s mortality has been
replaced wath: the horror of living
death. While tins experence ;
does not make her an undead
creaturc, she has to live with a £
:

measure of the suffering such
creatures face,

Onee the ricual 1s complete, the
deathbringer is now officially a f
part of the guild’s highest order. i g
While no special privileges are |
granted because of tlys, death- |
bringers do hold greater weight
i the eyes of the guild’s leaders.
Most Night Mask operatives will
defer to a deathbrmger in matters of
guild business, and they are often

trusted with the most delicate

and lucrative jobs. Unless they

are on 2 wssion for ane of therr
vampire lords, deathbringers are
granted no rights to petition them
for aid or advice, Sometimes the
vampires instruct more experi-
enced deachbringers an how to use
their newfound abilities, but most of
the time they assumme their creations
arc smart cnough to figure things out ou ther own.

Resources: Naght Mask deachbrmgers work m service to the
guild, and they will ask for help wienever necessary. A particularly
powcerful enemy or dangerous situation nught bring 2 swarm of
deathbringers down upon it, usually spelling doom for whaever
has warranted such actention. Information flows frecly between
the deathbringers, and there 1s no mherent competition for the
artenton of thenr masters. OF course, some deathbringers are more
ambitious than others, but personal rivalries are mare often the
cause of such conflicts than ambition. ! .

You should seek magic items that increase both your stealth
and speed. A 7ing of jumping allows you to prow! the rooftops,
and sbhadow armor makes you effectively invisible agamse the
darkness of night. Charisma-enhaucing items make some of your
special abilies even more effective, as wel) as lacihitating access
to thosc you wish to scc drink your blood. '
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Nigh‘r mask peath bringers
in The world

Night Mask deathbringers make ternble foes for any grovp of
PCs, because deathbringers can sow seeds of distrust between even
the most stalwart compamons. Any characters who are active
and successful m or near the city of Westgate will evencually run
across 4 deathbringer, whether they know it or not. Westgate is
the deathbringers’ city, and they want to know about any potential
threats or allies that come inside its walls. A deachbringer can even
act as a charactec’s first introduction to the Night Masks guild, and
potentially bring him nside to work for the guild. Tf the PCs arc
tooking for 1 contact 11 Westgate’s underworld, they could not do
much better than one of Orbakl’s pscudo-vampiric minions (for
more wformation on Orbakh, see page 41 of Lords of Darksess).

Organization: The deathbringers are a special avm of the Night
Masks thieves’ guild. Most of the time they are left to their own
devices, using therr exeraordimary powers to further the assets and
position of the guild. Occasionally, the viunpires at the center of
the gunld’s power structure command one or more deathbringers
to see to an important bt of guild business. Daytime mectings and
ambushes are typical of the missions to be assigned, as are those
with more far-reaching goals such as the cxploration of a ruin, or
contact with an aliy outside Westgate or along the Dragon Coast.

The deathbringers arc like a plague across Westgate, one that
often extends across the Dragonmere mto Sembia, and south into
Turnush and Amn. Tts individual agents have spread out across
the lands that interest the Night Masks and their masters. One
deathbringer, a sorcerer/rogue tamed Giodaru Arexis, has risen to
such power that he now commuands the respect of all the others.
Little do chey know chat Ciodaru is actually 2 disguised ilithid,
working under a special arrangement with Orbakh. Although he
is bestowed with no more power than any other deathbringer, his
knowledge of the city’s power structures and the intrigucs he has
woven throughout them neans that nothing gocs on in the ciry
without his knowledge.

Ciodaru has control of the Purple Lady Festhall, the closest
thing to a central meeting hall the goild mamtams. A complesx
underncath the i leads to a temple of Talona, where victims, kid-
napped from parties at the festhall, are taken for cxperimentation
with new diseases and poisons. The priests of the temple provide
Ciodaru with an elixir that dulls the horror permeating the nunds
of all those who have undergone the deachbringer transformation;
his success is partly attributable to the mencal clarity he gets from
the ehxir, so no one outside of himscll, the mn’s owner, and the
temple priests knows ol this sccret arrangement.

Westgate has a repucation as a aty where anything can be
bought for a price. This atmosphere lends itself extremely well
to the Night Masks’ business concerns, and even more so for
its most shadowy operatwves—the deathbringers. Deathbringers
are active day and might, looking for new opporcunities to hrmy
wealth and power to the guild. During the day, most of their
activities include scouting locations and talking to their contacts
in order co stay current with the new faces in town.

Everything changes in Westgate at night. The smartest law-
abidmg citizens stay of I the streets, where robbers and worse lurk
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m every shadow. Deachbringers swarm from their hidden holes
and Mdeaways as soon as the sun falls, ready to implement. their
ptans aud attack thar enemics from the shadows. The “pbantoms
of Westgrate” are rarely our to sioply rob somweone of their
putse—they statk hlely rargets for a blood bond and imvestigaie
therr background; they erack powerful adventurers who have

come into town withour “regmstering” with the guild; and chey
assassmute merchants and nobles who have proven troublesome
to thew undead masters

Of course, che deathbringers are not without their encinies in
Westgare and beyond. Chief among them are the Fuve Souls of
the Dead, a group of Kelemvorites who are commutted to rooting
out the vampiric Jords of the Night Masks. Smee Orbakh and the
Court ot Night Muarers rarely venture out imto the cigy, the Five
Souls bave focused chewr eftorts on the hastard creations known
as the deachbrimgers. The Kelennontes have already destroyed
three deachbringers since conung to Westgate, and they are on
che trail of at least two more. Ciodaru has managed to maneuver
chem into his spherce so that be can keep tabs on them, but undi}
he 15 ready to confront them outrighe, he is forced to impede
their mformatson gathering as best he can from the shadows.

NPC REQCTIONS

The Night Masks are an acceped, if not welcome, part of the
Westgate cultere and landscape. In some parts of town, guild
members can ralk freely about thar association without care,
while 10 others such flaunting s looked down upon. One thing
is for certam, though—the authortics have long since given vp
trying o contro! the guild and 1ts activities. Those who find
themselves on the guild’s good side welcome its members o
cheir escablishments, might give them preferencial creatment or
mntor discounts on pgoods, itnid wo’t beeray cherr confidence for
oo Jittle com.

Those who find themselves at odds wich the guild quickly
find that they muost hire mercenares to guard them and theyr
businesaes agamst guild activities, One might even attrace the
attention of a deathbrimger, at which pornt all the mercenaries
in the world might not be enough protection. Alchough they do
not identify themsclves as anvehimg but ordinary guild thieves,
deathbringers have an anra about cherny that clearly differentiates
themy (rom other mdividuals. Tlus leads to stronger reactions
both cases, with guild-fricndly NPCs being even fmendlicr toward
deathbringers, and those with reason to fear or loathe the gwld
reacting strongly n che opposite direction.

N ighTszI{ peathbr nger Lore

Characters with Knowledge (local Westgate) can research the
deathbringers or the Wighr Masks. Investigatmg a deathbringer by
name 1s cerrain to pique the puild’s curiosity, white trymg o find
indormation on the guld itselt 15 certain to warrant a personal
visic, possibly from a deathbringer if the inquiring character 1s
powerful or mfuential. When a character makes a skill chech,
read or paraphrase the followmg, including the informanon
from lower DCs.
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DC 10: “The Night Masks have (ree rew in Westgate. They
likely alrcady know more about you than you do about thum.”

DC 175: “The Night Mask assassins arc the greatest in all of
Facrin. I hear they can cither kiUl you or bring you under chew
control. I'm nat sure which one’s worse.”

DC 20: “There is a group called the Tive Souls of the Dead
that knows worc about the Night Masks than anyone clse in
the aty”

DC 30: A character with this level of success can find a
partcular deachbringer, and wil) also learn thar the individual
1s somehow connected to the city’s vampire lords.

Ni(gh‘rmask peathbri ngers
in The game

The deathbringers could be a thorn wy your characters” sides for
quite some tune before hemyg discovered. 1 the characters go o
Wesegate and seeh a high-level audience with the Night Masks,
a2 deathbringer would likely be chicw first contact.

Players who love stealth, assassination, wad unuseal abilitiess will
be artracted to the deathbringer class for ity cowbination of these
elements. The discovery of new abilities ac cach Jevel should he enough
motivation to keep a character toyal o lus vampiric masters, even
if e must occasionally miake personal sacrifices to them.

Adaptation: The deathbringers fir perfectly nto their role as
clite agents of Westgate’s vampire lords, They could be former
caprured adversaries or specially sclected lieutenants.

Eaocounters: Unless the characters have boldly demanded an
audience with the lords of the Nighe Musks (or otherwise caught
their attention), thewr first ¢ncounter with a deathbritger is Likely
to be vhort aud bloody. If they manage o kil the deachbringer,
this act would probably bring the full wrath of the Night Masks
upon them very quickly.

TLucia CaLryar (EL 8)
Lucia Calefar has been blood bondray the PCs’ patron in order
to gain information about other nobles in her curele,

Lucia Calefar: Drow rogue 5/ Nght Mash deathbringer 2; CR
8; Mcdium humanoid {elf); HD 2d104+-4d64172, hp 41; Tur 42;
Spd 30 ft; AC 18, touch 14, Aat-footed 18; Base Ath +4, Grp +7;
Atk or Full Atk +F melee (1d6+1/18-20, +1 rapicr) or +9 ranged
(1d6/x3, masterwork shorebow); SA hesirating stare 1iday, sncak
attack +3d6, spell-like abilitics; SQ_evasion, darkvision 120 ft,,
hght blindness, spell resistance 18, spider (Jind 3iday, uncanny
dodge; AL NE; SV Fort +4, Ref +12, Will +3; Str 10, Dex 18,
Con 12, Int 14, Wis 11, Cha 16.

Skills and Feats: Balance 16, Bluff +9, Climb +7, Dhploacy
+10, Disable Device +6, Toscape Arvtst 19, Gather [nformation
+11, Hide +12, tnrpmudace 8, Juinp +7%, Knowledge (Jacal) 47,
Listen +G, Move Silently 112, Open Lack +8, Scarch +6, Scnse
Motive +4, Sleighr ol Hand 19, Spot +6, Tumble +12, Use Rope
18; Dirty Rat®, Great Fortitude, Tron Will.

"New fcat described on page 20.

Languages: Chondathan, Drow Sign Language, Flven,
Undcrcommon.

Hesitating Stare (Su): DC 14; sce page 73,

Evasion (Ex): No damage on successful Reflex save.

Spedl-Like Abilisies: L{day—dancing lights, darkness, faerie
fire. Caster level Tth.

Possessions: +2 leather armor, +1 rapier, masterwork shortbow, 20
arrows, polion of vagle’s Sp/endor, potion of cure moderate wounds.

Cronaru ARexIs (EL 21)
Ciedaru Arexis has decided that the characters pose a threat to
both his secret ideutity as well as the guild itself. It is tune he
looked into the matter personally.

Ciodaru Arexis: Mind flayer rogue 4/sorcerer 4/ Night Mask death-
bringer 55 CR 21; Medmin aberration; HD 8d849d6+4d4+21;
hp 129; Init 1 9; Spd 30 ft.; AC 24, couch 17, Hat-footed 24; Base
Atk 114; Grp +15; Atk +20 melee (1d6+2, +1 rapier of wonnding)
or +19 melee (1d4+1, tentacle) or +22 ranged (1d6+4 plus 1d6
cold, +2 frost composise shortbow (+1) with +1 arrows); Full Atk
+20/+15/+10 melee (1d64 2, +1 rapier of wounding) or 419 melee
(1d++1, 4 tentacles) or +22/+17/+12 ranged (1d6+4 plus 1d6 cold,
+2 frost composite shortbow with +1 arrows); SA improved grab,
extract, hesitatinyg glare 2/day, lesser blood bond, mind blag,
pyronics, sneak attack +3d6; SQ crcature of darkness, evasion,
vnproved evasion,‘ghost step 1/day, light sensitivity, low-light
vision, spell resistance 38, spider climé 4iday, telepathy 100 fc,
uncanny dodge; AL LTi; SV Fort +8, Ref +16, Will +15; Ser 12,
Dex 20, Con 12, Int 19, Wis 17, Cha 18.

Skills and Feats: Balance + 7, Bluff +15, Climb +7, Concentra-

" tion +15, Decipher Script +8, Diplomacy +10, Disguise +16 (118

acting), Focape Artist +14, Forgery +11, Gather Information
+173, Hide +16, Intimudate +15, Jump 46, Knowledge (arcana)
+11, Knowledge (ocal) +16, Listen +15, Move Silently +16,
Profession (innkeeper) +9, Sense Motive <14, Sleight of Hand +12,
Spelleraft +14, Spot +15, Tumble +15, Use Magic Device +13;
Combat Casting, Deceitful, Eschew Materials, Great Forticude,
Improved Initiative, Strong Mind, Weapon Finesse.

Langnages: Abyssal, Chondathan, Dracomic, Elven, Giang,
Undercomunon.

Sorcerer Spells Kmown (G{7i4 per day; caster level 4th):
O—dancing lights, detect magec, detect poison, mage hand, pres-
udigitation, read magic; Lst—charm person (DC 15), disguise
self, magic missile; nd—invisibility.

Dnproved Grab (Ex): To use this ability, Ciodaru must hit a
Small, Medium, or Large creature with its tentacle attack. It can
then attempt to start a grapple as a frec action without provoking
atracks of opportunity. If it wins the grapple check, it establishes
a hold and attaches the tegeacle to the opponent™ head. A mind
flayer can ‘grab a Muge or larger creature, but only if it can
sonehow reach the foe’s head. If it begms its turn with at least
one teptacle actached, Ciodaru can try to attach ifs remainmg
tentacles with a single grapple check. The opponent can escape
with a single successful grapple check or an Iiscape Artist check,
but Ciodaru gets 2 +2 circumstance bonus for cvery tentacle that
was attachod at the begmming of the opponent’s turn.

Extraet (Ex). A mind flayer that begins its turn with all
four tentacles attached and that makes a successful gmp»ple check
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automatically extracts the opponent’s brain, mstantly killing that
creacure. This power is nseless against constructs, clementals,
oozes, plants, and undead. It s not instancly faral to foes wich
nulniple heads, such as ettins and hydras.

Hesitating Stare (Sr): DC 16; see page 53.

Lesser Blood Bond (Su): DC 16; sce page $4

Mind Blast (Sp). At will; Will DC 18; all creatures in a 60-ft.
cone are stunned for 3d4 rounds.

Prionics (Sp): At will—charnt monster (DC 18), detect thonghts
(DC 16), levitate, plane shifr, suggestion (DC 17). Caster level
8ch. The save DCs arc Charisma-based.

Improved Evasion (Ex) No damage on successful Refex save
and halfl damage of the save fails.

Possessions: +4 studded leather armor, amulet of proof against
detection and location, ving of protection +2, minor cloak of displace-
ment, hat of disgiise, v1 rapier of wounding, +2 frost composite
shortborw (+1 Str bonus), 20 +1 ars omws, gloves of Dexiterity +4.

shade Hunrer

“The return of Netheril can only mean great danger for Faeviin.

I mass find that which they have come seeking, so that | can use

it first”

—Daggerdale Theen, shade hunter

The shade hunter is a breed of adventurer who lives for the thrill
of finding lost treasure, defeating ancient traps, and surviving
deadly curses laid by ehe pricses of dead gods. Part hstorian, part
loremaster, and part graverobber, these artifact hunters will go
anywhere and risk anything to acquure the next big score to add
to their hoards. Netherese artifacts have always held a particular
fascination for anyone interested n history and ancient arcana,
and the return of the Shadovar and the flvating City of Shade
above Anauroch has created a frenzy of related activity all across
Faerdn. The recent damage dealt to Shade’s mythal by five of
Faertn’s most powerful mages has caused the city’s leaders to sceh
out ancientt stores ol Netherese magic in hopes that someching
will be able to repair it—and opportunistic treasure hunters have
not been far behmd them.

1?.<3comin<5r a shade vunter

Shade hunters come front all backgrounds, but a love of adven-
turce and history as well a5 a total disregard for personal safery
are traits common ro them alfl. Most haif from the norchern
regions—the Dalclands, the Western Heartlands, the Norch, and

empirc of Necheril had the most contace and influence. The
freewheeling style of the class, as well as the need for stealth and
“technical expernise,” best suits rogucs and rangers, but occasion-
ally a curious bard will find the lure of undiscovered caches of
magic and lore reresistible;. other classes find the wide range of
skills and knowledge a shade hunter needs to be too demanding,
Intelligence (for skill acquisition and spells), Dexterity (for ¢vad-
ing traps), and Wisdom (for [ollowmy tracks) are key abilitics
for a shade hunter.

58

ENTRY REeQuineMeNTs

Alignment: Any cvil,

Skills: Climls + ranks, Decipher Seript 4 ranks, Disable Device
5§ ranks, Jump 4 ranks, Knowledge (dungeoneering) 6 ranks,
Knowledge (history) 2 ranks, Scarch 8 ranks, Speak Language
{Netherese), Survival 8 ranks, Use Magic Device § ranks.
Feat: Track

Special: Shadcs as « favored cnemy, trapfinduy class feature.

class freatures

Shadc hunters have become amazingly adept ac navigating the
dungeons i which the ancient magic of Netheril is of ten found.
They also develop special techniques for fighting the rnightful
heirs to this Jong lost treasure.

Spellcasting: When you take up this class, you gain the ability
to cast a number ol arcane spells. To cast a spell, you must have
an Ineelligence score of 10 + the spelPs fevel. Your bonus spells
are based on Intelligence, and saving throws against these spells
have a DC ol 10 + opell level = your lotelhgence bonus. When
you get 0 spelds per day, vou gawmn only the bonus spells you would
be enticled to based on your meclhigence score for that spell level.
You cast spulls just as a sorcerer docs.

Upon reaching 6th level, and at every even-numbered level
alter that, you can choose to learn a new spell in place of one
vou alrcady know. The new spells devel must be the same as chat
of the spell beng exchanged, and 1t must be ar least ewo levels
lower than the highest-level shade hunter spell you can cast.

Trap Sense (Ex): Your cxpertise with dungeons gives you an
intintive sense that alerts you to danger from traps, providing
you with a +1 bonus on Reflex saves made to avond traps and a +1
dodge bonus to AC against attacks made by traps. These bonuses
incrcase by 1 every other dovel, up to +3 at 9th Jevel. Trap sense
bonuses gayned from muftple sources stack.

Tricks of the Trade (Ex): The experiestces and dangers that you
have encountered it yousr travels begin o coalesce into a practical
body of knowledge when you enter the shade hunter class. This
knowledge grants you a bonus cqual to your class leve] that can
be used cach day to augment ability checks, skifl checks, or attack
rolls. The pom‘ts of honus do not rnced to be applied to the same
roll, and you can divide themy up however you like throughout
the day. You must decde whether or not to use a bonus, and if
50 how large the bonus will be, before you rol! the die.

Tor example, a 3rd-level shade lumter has a total bonus of +3
to distribute throughiout the day. It he finds hnmself m mortal
combat, he could apply the entire bonus to a smgle attack roll,
hopmy to fel) lus enemy. Alternatively, be could apply a +1 bonus
to an Open Lock ¢heek, then another +) to a Spot check later
that day, and his final +1 bonus to 4 Strength check to dislodge
a coffer from its resting place,

Low-Light Visiop (Ex): At 2nd level, vou gain low-light
vision. U vou already have low-light vision, 1ts effective-distance
1s doubled, so you can now sce four times as far as a human in
corulitions of low light. .

Sense Ancient Magic (Su): Starting at 2nd level, you can
deteet the magieal aura radiated by 1tems of Necherese creation.
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Thus ability functions like desecr magic, except that it is always
active unless you counsciously suppress it, and it can only detect
.the auras of magic items that have been i the same location for
at least one hundred years.

Expert Packer; Starting ar 3rd level, you have learned how
to get every last bit of utility out ol your backpack, bele, and
bandoleer. Reduce the weight of your gear by 10% for purposes
of figuring your load.

Sneak Atcack (Ex): At 4th level and higher, you deal extra
damage when you catch a foe flat-footed or flank a foe, as the
rogue class [cature described on page 5O of the Player's Handbook.
Sueak-areack dice attamed from mulcple sources stack.

Tools of the Trade: By 4th level, you have picked up 50 many
knickknacks and strange tools on your travels that youwve lost
track of everytihung you own. Once per day, you can “find” any
mundane piece of cquipment (other than weapons or armor)
worth up ta 10 gp por class level somewhere on your person,
having forgotten completely about it. When you do so, you must
subtract an cqurvalent amount of gold (or other treasure—gems,
jewelry, art, etc.) from your saviugs. If you do not have enough
gold to cover the cost of the item you want, you might not find
the itemn with this ability.

Darkvision (Ex): At $th level, you gain darkvision out to 60
feet. If you aircady have darkvision, 1ts effective distance extends
by an additional 60 feet mistead.

Special Ability (Ex): At Gth level, you can choose one of the
following rogue special abilities: defensive roll, unproved evasion,
or skill mastery (see Player’s Handbook page 51).

Locate Ancient Magic (Su): When you rcach 7th level, your
ability to sense the lost magic ol Netheril has grown stronger.
You can now locate any magic itemns that have beeo in the same
location for at lcast onc hundred years as if you had cast a Jocate
obgect spell and were fanuhar with the iems m question. Activat
ing tins ability 1s a standard action, and you can locate multiple
auras by concentrating for continuous rounds,

Improved Favored Enemy (Ex): Starung at 8th level, your
favored enciny bonuscs against shades ncrease by 2. No other
favored enewny bonuscs can be mereased with this abiliey.

Blindsight (Ex): Ac 10th level your ability to function
the deepest, darkest dungeons granes you the ability to sense
your surroundings using every available sensory niput. You gan
blindsight aut to 30 feer.

shade Hunter spell vist

Shade hunters cheose their spells fram the fallowing list;

Yst—camouflage™, delay poison, detect swares and pus,
identify, jsmp, longsirider, pais without trace, read magie, sure-
/‘oolM\lgh

20d—bear’s endurance, bull’s sirengh, cat’sgrace, cure moder-
ate wounds, detect metals and minerals®™, make whole, snare.

3cd—continual flame, daylight, locate vbyect, neutralize porson,
obscure obyect, remove disease.

&th—commune with nature, dispel maguc, frecdom of move-
ment, nondefection, remase curse, stone shape.
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Tasre 3—4: Tihe Suanpc HuntEeR

Base

Actack Fort Ref Will
Save Save Save

Level Bonus
1st +Q +2

2nd +1 13

3rd +2 +3

4th +3 +4

yth +3 +4

6th +4 +5
Tth +y +7

8th +6 +6

9th +6 +6
10ch +7 +7

Hic Die: d8.

+2

+3

+3

+4

+

+5
+5

+0

+0

+1

+1

+1

12
+2

Special

Trap sense -1,
tricks of the trade
Low-light vision,
Sese ancient magic
Trap sensc +2,
expert packer
Sneak attack +1d6,
tools of the trade
Trap sense +3,
darkvision 60 ft.
Special ability

Trap sense +4,
locate ancient magic
Sneak attack +2d6,

improved favored cnemy

Trap sense +5
Blindsight 30 ft.

Class Skills (8 + Int modifier per level): Balance, Climb,
Concentration, Decipher Scripe, Disable Device, Disguise,
Gather Information, Hide, Jump, Knowledge (arcana),
Knowledge (dungeoneering), Knowledge (geography),
Knowledge (history), Knowledge (local), Listen, Move

Silently, Open Lock, Profession, Ride, Search, Spet, Survival,

Swim, Tumble, Use Magic Device, Use Rope.

Suane Hunrer Sperus per Day
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Level Ist
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9th
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playing a shade Hunter

You can’t wait for the next big score! The joy that some people
feel at che birtlr of a first chuld or the kiss of a new brade is yours
only when vou uncover a stash of Netherese gold or ancient magic.
Even research can be exaiting when its leading you to the “X” on
the treasure map, and you'll gladly travel across the contnent to
hunt down a parchment or tome that has information you necd.
The only ¢hinlg you fike better than learning abouc che things you
are passionate about i1s actually utilizing what vou know in the
ficld. You love the smell of oiled locks and old poson on rusty
spikes, and you love the leok on your eneniwes’ faces as you snatch
the prize nght out from under them. Whatever loot you manage
to pry from the cold, dead fingers of its former Necherese owner
is added to your hoard, vspecially i 1t 3s an wem chat ¢an help
¥Ou Op your nuext foray.

Your adventures cause you £o cross paths with shadesand other
bemgs from the floating city as well as treasure hunters of all
strpes. You are sometines willing to work with others as long as
you benetit from the transaction, but you worry that revealiig too
imuch information might lose you a prize you have so long sought.
Still, your constant run-ins with powerful shades have taught you
the wisdom of sharing combat techiiques and lore about your
common enemy with other shade huntcrs. Silverymoon, Llorkh,
and Dagger Falls arc popular sites to meet and trade with other
treasure hunters, the firse for sts amazing historical and arcane
resources, and the latter two for their proximity to the mayority
of ancient Netherese lands. The lands in beeween are referred
to by vour colleagues as cither the ancient lands ov the shadow
tnangle, depending on their disposition.

Combat: Exploring muvitably brings you face to face with some
of the deadhest traps and monsters on the planct—but you'rc a
researcher and seeker fivst, and a fighter sccond. You arc at your
best when attack g from an ambush, which means you muse be
ready for your enemics when they come. Keen senses help you,
but preparanon is the key to your survival. You have researched
the areas into which you travel, and you always pack a surprise
or two for the region’s deadliest denmzens. When sneakmy and
ambush don’t work, you are still fairly proficient with how and
blade, at least enough to cover your retreat or to find the nghe
method of artack.

When you trave! without companions, it’s best to hure sonw
outside muscle to help carry the spoils of your search as well as
help you stay alive. Your sneak artack ability makes it that much
more effecove for you to fight in a group, and such tactics help
spread out the damage your foes can cause. As an inveterate
traveler and explorer, you have run across & wide varicty of
weapons ad tools created to help defend onesell from harm.
Quirky 1tems such as thuaderstones and tanglefoot bags can
provide not-so-chvious solutions to tough problems, including
creatures thar are determined to keep 2 Necherese hoard mitact
for another thousand years. You find a new use for an old item
Just about cvery time you enter a dungeon, and cataloging these
enicks has helped you survive your dangerous occupation.

Your ﬁghting abilines suffer the most for vour studics, and
the more knowledgeable you become abour Netherese history
and the dungeons where it can be lound, che less fornudable you
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are with your sword. Against mcredibly powcerful foes (except
for shades, which you exeel at fighting) 1t 1s ¢ven mare tmpor-
tant to strike Arst from the shadows and flee before sulfering
retaliation Youve accumuolated quite a bag of ericks, and you
shouldi’t be afraid to usc its contents to escape from a desperate
situation Travehing with allies at this pomt becomes almost 2
necessity —unless you have cnough gold to hire che most loval
followers moncy can huy.

Advancement: Scholars and adventurers from all across
Facrun travel to the lands surrounding Anauroch to research
and seck out the ancient ysteries of Netheryl. Anyone who
grew up i those regrons, however, has heard che local tales and
legends of the fallen Netherese atimost from the time thae they
are born 1t s not hard for the ancient empire to get under
one’s skin, with this fascination—or obsession—perhaps cven
leading o a carcer devoted to uncarthing its sccrets. Some take
the pach of scholar, attendimg the finest schools ot Waterdeep
and Sulvery moon, while others set out at the first opportunity
to carve adventure from the remnants of a dead socicey. Those
who do quickly find that thay are nor afone i therr pursuit of
Netherd’s aredacts and legacy,

At sonie point in fime, cvery shade huneer s drawn to leave
his books to expericiiee firschand the majesty of Netheril—nevi-
tably leading o confroneations with shades and other explorers
who are seckimyg the same things, The Shadovar are particutarly
possessive over what they consider tharr righeful legacy, and will
attempt to destroy anyone who seands in their way. This fact
Jeads many treasure huntess to practice technicques to help them
combar the shades and thar mighty powers, the pursuit of which
i not far off from their normal studies. Most shade hunters
acquire and cosonussion strange tools and equipment based on
therr experiences in the (1eld, but no muarter how much a shade
hunter can learn from books and teachers, Netheril’s trapmakers
and arcanists still have 4 fow surprises Ieft for chose who would
sceh thar ancient knowledge.

It can be difficult for a shade huneer co Tumie bis studies to the
essenbils, since he finds so many skills and talents necessary for
survival. His tricks of the erade ability allows ham to spread his
skdl pomes around a lietle morce than a dedicated rogue or ranger,
because he has @ pool of aviulable bonus points to make up for
a deficiency m ranks. Since he relies on shills 3s an integral part
of hus activirics, even combar, 1 can be a good 1dea to use feats
to holarer these skils. Feats thac grant bonuses to nmultiple skills
are best, for the reasons stated above. Feats that hedp him avoid
combat and damage, such as Dodge and Mobility, are almost
always preferable o those that inerease his combat capabilicies.

Resources: Resourcefulness 1s a hallmark of shade hunters,
and they seer o have contacts 1n every city from Waterdeep to
Hillsfar. They can sometunes get imformation or advice from
fellow shade hunters, or from focal rangers who don’t mmd seeing
the Shadovar take a hie. Real mformation about possible hoards,
Shadovar dig siees, and other related info are guarded by shade
huaters, however, and will rarcy if ever be traded or given up
without significant persuasion. Tt 15 considered good, ctiquette to
share general tips about dunigeoncering, however. New and useful
tools are described or displayed, and might even be loaned for
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copying from time to time. Technigues for clunbing, by passing Aside [rom domyg research and swapping storics 1n taverns,
traps, and stalking mousters are also good conversation hetween shade hunters busy themsclves preparing for the inevitable jour-
shade hunters, cven ones that consider themselves rivals. ncys that will, they hope, lead them to the riches ol Netheril. IC
With their locus on lost magic, it 15 wo wonder that shade other shade hunters or treasure sechers know a shade hunter s
hunters cruploy quite a bit of magwe themnselves, Trems thae ad preparmg to leave, that individual must often take precautions
stealth such as cloaks of ¢lvenkind and vings of invisibility are against being followed, A favorite tactic of the half-elf Cantius
popular, as are thosc that allow for a quick getaway i tines of Valer is vo hire a lookalike ta leave town the day before he sets
trouble. Boots afy/rldmg and springing are alnost an essential aue, causing would-he trackers to head in the opposite direction
toal, allowing for quick movement and providing the ability to while he leaves town undetected,
Jump over chasms, pit traps, and other usually under caver of mght.

obstacles. Once a shade huater sets out,
he doesu’t eurn back for any
rcason other than to save
his hude. He will stay in the
ficld for as long as necessary,
turning over every stone in
search of the secret hoard
he kiows 1 there. ]
When he finds a hoard
that has already been
claimed or runs into z
shade dig site, a shade
hunter acts proactively

shade Hunters in
the world

Shade hunters travel the north-
ern reaches of Facrun i search
of artifaces and lore from the
ancient civihization of Nocheril.
They regularly interace with
remnants of the most mayical
society the world has cver seen,

and often spread this knowledge, to recover the freasure h
O rec C e e

believes is rightly his. He
will us¢ guerrilla tactics
against a dig site, attempt
ing to disrupt the operation
enough to drive the shades
away, If fresh tracks lead
away from a site, a shade
hunter will follow them
and ambush those who beat
him to the punch. Asin all
situations, however, should

intentionally or not, to Facrdn’s
hving mages. They provide a
convenent foil to the shadces,
who arc now scouring their
ancestral lands for imagic that
will help them reestablish the
Netherese empire and make
the lands inhabitable agam.
Alchough they might he doing
the countries of Tacrin a
favor by deuymng power to
the shades, their maotives fall
well shart of being altruistic.
Most shade hunters belreve
that the Shadovar have
retuned for a purpose, and they wane
to find out why so they can wicld the power first.
Organization: Shade hunters are a diverse and independent

things turn sour, retreat is
an easy aoption.

Loughlin Hale, a thade bunyer

NpPC ReacTions

lot. When they are doing rescarch or trivnimg vl a city, they are It’s hard to miss a group of adveuturers conung mto town—they
likely to help one another and pass along information not dircctly spend gold Like water, usually make a muess of the place, and have
related to a recent find. There 15 a camaraderic between them a penchant for uncovering trouble where there was nosne before,
horn of their mutual fascmation with history, Netherese lore, and Shade hupters arc no different, although they tend to look for
the thrill of the hunt. They tend to frequenc the same haunes in trouble ovtside town rather than m the muddle of it. Still, they
cieies across Faertn, lrom libraries in Silveryimoon to taverns n are 2 sight to see, with their overstuffed backpacks and jangling
Waterdeep and brothcls and thieves’ guilds in Malmwaster. They bandoleers, and they always bring interesting tales and items to
hope to pich up some tdnt of mformapon from tellow shade delight children and tavern patrons alike. ,
hunters—even f they aren’t fortheoming about ther recent Shade hunters are often secn 2s aloaf and distracted because
activities, a glimpse of 2 book paged through or map examined they are often lost m thought about a recent exploit or [uture
nught provide valuable clues. As the mghts wear on, they gather endeavor. They are often excellent storytellers, however, and have
to drink and share stories and lore. Fven bitter revals engage picked up a millennmun’s worth of legends to recount.

these sorts of meets, although their story telling is ol ten competi- Shades, obviously, lave a very stroug dishke of shade hunt-
tive or mmeant to dredge up the lailures and conbarrassinents ther crs. Rival aruifact hunters and treasure seckers can be jealous at
rrvals have suffered 1u the past. tunes, but all such individuals share a kinship that allows them
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to overcome petty rivalries quite casily. Merchants and arcanists
love shade hunters for the stories and strange objects they bring
back from thewr adventures, but town leaders often fear the evil
that such cxplorers often dredge up in their wake. More than
once, 2 shade huncer has unwittingly unleashed somse demon or
other trapped terror, only to skip town before he even realizes
what devastation he has caused.

shade nunter Lore

Characters with ranks in K nowledge (locat Anauroch, Dalelands,
High Forest, the North, Shadovar, Silver Marches, or Western
Heartlands) can rescarch Netheril and the shade hunters. A
character with contacts amony any adventuring shades can get
quite a bit of mformation, and asking around at libraries and
arcane shops can prove fruitful as well. When a character makes
a skill check, read or paraphrase the following, including the
information from lower DCs.

DC 10: “Treasure hunters come through here all the tume.
Give the inn down the road a try; the tavernkeeper used to be
one himself”

DC 15: “They don’t so much as hate the shades as they want
their power. Fiud a shade dig site, and you'll find a shade husniter
lurking nearby.”

DC 20: The character hears about a shade huncer that has
been in town (or some time preparing for a journey, or they are
put on the trayl of one who left not too long ago.

DC 30: At this pount the character gains information about
specific shade hunters, shade operatives who might b¢ secking to
assassinate 2 hunter, or even uncover a hidden cache of cquipment,
maps, and plans that was left behind by a shade hunter who never
returned from his last journcy.

shade Hunters 1n the game

Shade hunters can be anywhere you want theny, even outside the
normal areas of exploration. After ull, the sources of ancient
Netherese tore are not confined to the northern regions, they arc
Just concentrated there. Shade huncers can be used as an excellent
source of knowledge and lore, and mught evenr lead characters
to old dungeons that have long since been “cleared of anything
of interest.” These dungeon experts can play the role of mentor
to a rogue, ranger, or even 2 bard, and can provide speciahized
equipment from all over the world. Whether usced as 2 mentor, 2
sage, or a fence, a shade hunter is 2 fun and introiging personality
to interact with.

Players who enjoy the challenge of dungeons filled with traps
and gold will enjoy playing a shade bunter, 2s will those who
crave the power of ancient Netheril. Those who prefer skill use
to combat will be well served by the class as well.

Adaptation: Shade hunters could be hunting the descendants
and magic of any lost empire in your world.

Encouaters: Shade hunters gencrally shy away from combat
unless they are trapped or their enemy has a ereasure they covet.
When they do fight, chey are hable to call upon all sorts of dirty
cricks in order to win the day. '

Loucntiy HaLE anp CompaNy (EL 8)
A fledgling shade hunter mistakes the PCs for enemies. Loughlin
assurcs the characters that all will be well if they just hand over
the loot. Baching Jum up arc his hawk animal companion and
a pair of hired thugs named Garyn and Sogar (use the 3rd-level
hwpan fighter statistics presented in Table 4-16 of the Dungeon
Master’s Guude, page 117

Lounghlin Hale: Hall-JJf rogue 2/ranger 4 shade hunter 1;CR 7;
Medivtw humanod (clf); HD 2d6+4d8+1d8+14; hp 46; Init
12; Spd 30 ft.; AC 18, touch 13, flat-footed 16; Basc Atk +3;
Grp +7; Atk +8 melee (1dR+3/19-20, masterwork longsword)
or +9 ranged (1d8+4/x3, +1 composite longhow with +1 arrows);
Full Ath +8 melee (1d843/19-20, masterwork Jongsword) or
+7747 ranged (Ad8+4/x3, 11 composite longborw with +1 arromws),
SA favored cniemy shades +2, sneak attack +1d6; SQ anumal
companion (hawk), anmumal companion benefics, combar style
(archery), cvasion, low-light vision, trapfinding, trap sense +2,
tricks of the trade +1, wild empathy +4 (+0 magical beasts); AL
CE; SV Forr +8, Rel +11, Will +5; Ser 14 Dex 15, Con 14,
Toe 15, Wis 14, Cha 21,

Skilfs and Feats. Bluft 12, Chmb +7, Decipher Script +9,
Diplomacy +2, Disable Device +7, Disguise +3, Gather Informa-
ton =7, Jump 113, Knowledpe (dungeoneering) +8, Knowledge
{geography}) +5, Knowledge (history) +4, Knowledge (naturc) -4,
Listen +11, Move Silentlv +21, Open Lock +7, Scarch +11, Sense
Motive +4, Spcak Language (Necherese), Spot +11, Survival +10
(+12 underground or following tracks), Use Magic Device +7 (+9
with scrolis); Cosmopobtan, Endurance, Tron Witl, Point Blank
Shot, Rapid Shot", Track®,

Languages. Chondathan, Flven, Netherese,

Animal Companion (Ex): Longhlin has a hawk as an animal
conpartion. Jts abhties and characteristics are suminarized
helow,

Anvmal Companmion Benefiss (Exy: Link, share spells. PH 36.

Fraaon (Ex) No damage on successful Reflex save.

Ranuger Spedl Prepared (caster level 2nd): Yst—longstrider.

Shade Hunter Spells Knotwn (1 per day; caster level 1st):
Yst—dvtect snares and pits, identify.

Possessions +2 dudded leather armor, amunlet of natural
armor -1, spasecrwork longsword, +1 composite losgbow (+2 Str
bonus) with 20 +1 arrotws, 2 masterwork daggers, boots of sirid-
ing and springing, type 11 bag of holding, potion of spider climb,
masterwork thieves’ tools, climber’s kit, everburning torch, 10
caltrops, vial of acid, 2 thunderstones, tanglefoot bag, flask of
oil, 5O ft. of sk rope, 100-gp pearl (material componene for
identify spell), pouch containing 48 gp. -

Spirie: [Jawk animal companion; CR —; Tiny animal; HD 1d8;
hp 45 Lmie +3; Spd 10 fr., fly 60 fr. (average); AC 17, touch 15,
facfooted 14; Basc Atk 40; Grp =10; Atk or Full Atk +5 melee
(Ld4-2, talons); Space/Reach 2-1/2 ft./0 ft.; SQ iow-light vision,
tricks; AL N; SV Fort +2, Rul +5, Will +2; Str 6, Dex 17, Con 10,
Int 2, Wis 14, Cha 6. .

Skills and Tears: Listen 12, Spot 4145 Weapon Finesse.

Tricks: Attack, come, defend, down, fetch, guard, seek, stay.
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Rartik (EL 15)
The krinth Ratk will let nothing stand in his way as he battles
time i1 a race to find a cache of Netherese artifacts thac will
ailow the shades to repair their floatiny city.

Ratik: Krinth rogue Siranger 3/shade hunter 7 CR 15 Medwum
humanoid (krinth); HD $d6+3d8+7d8+45, hp 119; Ime +8; Spd
30 ft.; AC 21, touch 15, flat-footed 21; Base Atk +11; Grp <12;
Atk +13 melee (1d4+2 plus 1d6 fire/19-20, +1 faming dagger)
or +19 ranged (1d6+4/x3 plus 1d6 cold, +2 frost composuc
shortbow with +1 arreges), Full Atk +13/+8/+3 melee (Ld4+72 plus
1d6 freil9-20, +1 faming dagger) or +17H+17412/+7 ranged
(1d6+4/x3 plus 1d6 cold, +Z frost composire shortbory with 41
arrows); SA favored encoy shades +2, sneak acttack +4d6; SQ_
combat style {(archery), darkvision 120 ft, expert packer, unproved
evasion, locate ancient magie, low-light vision, seise ancient mage,
tools of the trade (70 gp), trapfinding, trap sense 15, tricks of the
trade +7, uncanny dodge, wild compathy +4 (1 0 magical beasts);
AL CE; SV Fort +14, Ref <18, Will 1 8; Ser 12, Dex 18, Con 17,
[nt 14, Wis 15, Cha 12.

Skills and Feats: Balance 411, Bluff +¢, Climb 110 (112 with
ropes), Deciphier Script +12, Diplomacy +10, Disable Device
+15, Fscape Artist +12 (114 wich ropes), Gather [nformation
+8, Hide +4 (+6 in shadowy conditions), Intinudate +3, Jump
+13, Kunowledpe (arcana) <7, Knowledge (dungeoneering) +9,
Kuowledge (peograpiy) +7, Knowledge (lustory) +7, Knowledye
(local) +7, Knowledge (nature) +4, Tisten 113, Move Silently 412,
Open Lock 415, Search +13, Sense Motive +7, Speak Language
{(Netherese), Spot +13, Survival +8 (+10 underground or following
tracks), Swim +6, Tumble +11, Use Magic Device 16 (118 with
scrolls), Use Rape +9; Alertness, Dodge, Tondurane”, Improved
Iniziative, Nimble Fingers, Pount Blank Shot, Rapid Shot", Track,
Weapon Focus (shorthow).

Langrages: Chondathan, Drow b!L,n Dwarven, T]\m Neth-
erese, Ore, Undercammon.

Improved Fvasion (ILx): No damage on successtul Reflex save
and half damage il che save fails.,

Krinth Trauss: +-) bonus on saving throws agamnst spells and
spell-like abilities wich the shadow descriptor; -4 borws on saving
throws against lear effects; cannot become shaken.

Sbade Hinter Spells Kuorwn (3/4{2 per day; caster level

Tth): Lst—camonflage! ™

, identify, longstrider, pass without
trace; INd—bull’s shengih, cure modvrate wounds, deteet
metals and minerals, make whole, 3rd—/locate object. obsenre
olyect.

Possessions +3 slick J//(dddd leather armor, oI flaming dagger,
+2 frost composite shortbow (<1 Str bonus) with 40 =1 arremen,
ring of protection +1, boots of striding and springung, cloak of
resistance + 2, bag of holdng type 1V toun stoue (clear spudle},
wand of cure moderate wounds (24 charges), potian of gaseous
Sorm, masterwork thieves’ tools, climber’s kit, + sunrods, vial
of acid, vial of antitoxin, 4 smokesticks, 2 tanglefoot bags, 3
tindertwigs, 2 flasks of ou, magnifyimg glass, grappling hook,
$O ft. of silk rope, SO ft. of hemp rape, pouch of five pearls
(100 gp cach; martcrial components tor «denrify spells), sack
containug 500 gp.
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rhayan gladiator

“Puve wiclded every weapon man and dwar) have invented, buy
wothing compaves to these.”
—Elak, minotaur gladiacor, while ¢leanmg
the pore of his last opponent of I lus horns

Papular and shillful gladiators fill the arenas of Faerdn
from Calimshan to the Dragoa Coast, but the brutal Thayan
gladiators are the best ol the best. Thayans see the misery -of
humans day in and day out, so they demand more out of their
entertainment. The slave pits of the Red Wizards and the
tharchions (the civil rulers in Thay) are filled with mousters
and fiumanoids from arovnd the realms—the sharper the claws
and the longer the horns, the better, Minotaurs and hizardfolk
from the Thayan plateau, yuan-ti from the Jungles of Chult,
weimnics and gnolls from the Shaar—all of thesc creatures fight
in the arenas of Thay’s citics. The greatest and most vicious
of these fighters arc sometiumes pulled out of the pits to serye
a Red Whzard or other powerful master; the weak are left to
fight and dic.

secoming a-thayan gladiator

Thayan gladiators are taken from all over Facran by slavers who
kitow the captives will fetch a high price on the plateau. Some,
however, enter the gladiatorial contests voluntarily, erther to
avoid work they find frustrating or demeaning or to attempt to
win & better life 2s a Red Wizard’s guard or an adventurer. For
creatures of a moare savage nature, the arena might be the only
place where they can revel i their true nature without bemg
killed on the spot for their transgressions. Most gladiators are
fighters or barbarians, although a few levels m rogue can grant
additional mobility and teach them dirty tricks. Strength (for
brutahizing oppouncuts), Dexterity (for avoiding blows), aud
Constitution (for withstandimg assaults) are key abilitics for a
Thayan gladiator.

Enrry RUQUIREMENTS

Aligament; Any evil.

Base Atrack Bonus: +7.

Feats: Toughness, Weapou Focus (natural weapon).
Special: Must possess at least one natural weapon.
Special: Must undergo a ritual develaped by the Zulkir of
‘Transmutation that grants the class its abiliries.

class Features

Thayan gladiators train to hll quickly and efficiently wich their
natural weaposs.

Improved Natoral Attack: When you enter this class,
choose one ol your natural weapons to gain the benefits of
the Tmproved Natural Actack featr. The uatural weapon you
choose 15 aftected by the rest of the abilities you gain through
advancing m this class.
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Tasre 3—=5: Tue Tuaran Gruaniaron
Base
Attack Fore Ref Will

Level Boous Save Save Save
1st +1 2 +0 +0

Special

Improved natural aceack,
study opponent
Improved critical,
nacural armor +1
Stunning critical,
silver strike

Natural weapon focus
Imbue natural weapon,
aatural armor +2
Adamantine strihe
Savage strike

Natural armor +3,

2nd +2 3 +0 -0

‘

3rd +3 +3 +1 4l

4th +4 +4 o+l Pl
Sth +5 +4 o+ 1

6th 16 +5 +2 +72
7th +7 +y +2 +2
8ch +8 +6 +2 +2
natural weapon mastery
Magic strike

Umbue natural weapon

9th +9 +6  +3 +3
10th  +10 +7 +3 +3

Hic¢ Die: d12.
Ctass Skills (2 + Iot modifiec per level): Bluff, Climb,
Intimidate, Jump, Sense Motive, Spot.

Study Opponent (Ex): You prefer to circle your opponents
before engaging thent in melee, searching them for weaknesses and
noting the way their bodics move. You cagt study any opponent
within 30 [cet as a standard action for a number of rounds cqual
to your Wisdom modifier (mimmuin 1 round). For each round
you study, you gam a +1 bonus on attack rolls and AC durmg
the round that vou first engage them m melec combat.

Improved Critical: At 2nd levcl, vour improved natural attack
gains the benefit of the Tmproved Critical feat.

Natural Armor: Beginning at 2nd level, your natural armor
improves by 1 point to help you withstand the awesome blows off
your gladiacorial opponents. At'Sth and 8ch levels, your nacural
armor unproves by an additional poinc.

Stunning Critical (Ex): Starting at 3rd level, any time you
make 2 successfuf cricical It with your chosen natural weapon,
your encmy nust succeed on a Fortitude save (DC 15 + your Ser
medifier) or be stunned for 1 round.

Silver Strike (Ex): At 3rd level, attacks from your chosen
natural weapon overcome damage reduction as if they were
silvered weapons.

Natural Weapon Focus (Ex): At 4th level, you gam the abihty
to make an additional strike at a =¥ penalty with your chosen
natural weapon when you use a full artack action.

Imbue Natural Weapon (Su): At Sth level, your chosen natu-
ral weapon gains a special ability as if it were a magjc weapon.
Choosc one special ability from the following list and apply it
to your natural weapon(s): flaming, frost, ghost touch, shock, or
thundering.

At 10th level, the ritual you underwent upon becoming a
Thayan gladiator grants you a final power from the following list
to apply to your choscn nacural weapon: anarchic*, axiomatic®,
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disruption, flamimy burst, wy burst, shockmg burst, speed**,
unholy, or wounding.

*In order to choose onc of these, che Thayan gladiator’s align-
menr nwst match the appropriate abihty (the character must be
chaotic o choose anarchic or lawful to ¢hoose axiomatic).

**The offect of this ability stacks with the additional atrack
gamed from the natural weapon focus ability (see above).

Adamantine Strike {(Ex): At 6th level, attacks from your
chosen natural weapon overcome damage reduction as 1f they
WCere ﬂdillnﬂ]ltlll(’ \\ICQPOI)S.

Savage Strike (Ex): At Tth level, the critical mulaplicr for
your ¢hosen natural weapon wnereases by one. Thus, i you had
a crinical muloiplier of X2, it would become X35 1f 1t was already
X3, 1t becomes x4,

Natural Weapon Mastery (Ex): Starting at 8th level, the exera
attack you gan from narural weapon focus 1s at your highest
basc actack bonus.

Magic Strike (Ex): At 9th level and highwr, aceacks from your
chosen narural weapon overcome damage reduction as of they
Were ﬁ'lf-lEJC \\’Cﬂpol)s.

playing a thayan gladiator

You have become a finely honed kdling machine, spraying the
blood of your opponunts across the dire floors of arcnas from
Tiltabbar to Surthay. Not surprisigly, you want to cscape
slavery-—1t chafes at you as roughly as the collar they place
around your neck—but as long as you arce someone else’s prop-
erty, you nught as well enjoy 1t as best you can. Occasionally
one of your comrades gets his frecdom, or as close ro 1t as you
could dream, and this hope gives you the strength you need to
fend off the vicious creatures they pit you agamst when Arepa
Day rolls around.

Your master also uses you as 2 political and social weapon,
since a suceessiul pladiatoral stable can open many doors m
Thayan society—and bankrupt rival owners as well. Regardless,
the attention 1s good, and occasionally you are invired to leave
the pits and mingle with the men in red. They show you off Like
a trophy, and marvel at the cold stare that you give them as chey
analy ze your fiesh and bone. Losing in the pits means death, and
that 1s a fate you arc not ready to accept.

Your ultimate goal 1s escape, or at least to be set free from
the pits to once agan taste the open air. The most successliul
gladuttors become the personal guard of the red-clad wizards and
scheniing bureaucrats who own the fightimy scables. You have
learned to ¢ither love or hate the one who owns you, and whilc
the lacter emotion might be more satislying, 1015 the former
that leads to freedom. You look up ac the minotaur guardian
i che Red Wizard’s box, as he looks down on the pirs where
he once fought, and you dream that one day it could be you up
there 1y his place.

Combat: You cur a more imposing figure on the battleficld
than an average member ol vour race. You arc larger, stronger,
and faster than most, and your natural weapons have developed
mto momidatimg, tools that frighten your opponents. Ranged’
combat 15 not your forte, although you are not quick to close
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with an enemy that might have an advantage on you. You prefer ing. whatever weapons and armor they need to win the day on
to circle for a bie first, gauging your apponcut’s strengths and, the arena floor. These arc the most competitive owners, often
‘more imporeant, his weaknesses. Once you enter combat, you do politically motivated tharchions or successful merchanes wich
not break off. You look for the quickest way to get your hands leadership aspirations. They want to see their stable of Aghters
around your opponent’s throat, to claw, bite, or gore hun uncil triumph over all comers, and often wager large amounts of
he cannot rise from the arcua floor. gald, magic, or favors on the outcome of the battles. Gladi-

You do not always fight alone m the arcna, and you can ators with a generous master are 1 a tricky situation—the
appreciate the benefits of having an ally 2t your side. Tf you more successful they arc, the more lavish the gifts are likely
are a roguc, you should look to maxinnze your sneak actack to be, but the chances for Ireedon under these circumstances
opportunitics by pouring skill points inca Tutnble, allowing you dimimsh with each victory.

to more casily Aank opponcuts when a frend is nearby. Focusing
all your actacks on a single opponent allows you to munmize
the dangers you face in the arena. Power Attack and Weapon
Specialization help you in this regard,
while Cleave can grant you extra .~/
attacks when you most need
them. One thing you have
learned in the arcna, how-
ever, iS never to turn your
back on your friends; they
might just be waiting for
the opportunity to scctle
an old scare.

As your skilis peal, vou
are able ta make powerful
strikes that stun opponents who,
because they pose no threat, allow
you to (ocus your attention ¢lse-
wherc—perhaps at the yoan-ti
attempting to turn your flank.
Just donw’t get caught between
two enraged opponcnts,
or your fighting days
will quickly come to a
bloady end.

Advancement:

Thayan gladiators arc
taken from all across
FaerGn and brought to

Once you start down the path of
the Thavan gladiator, there

i5 no turning back. The
training you undergo turns
your body into a weapon
morc  deadly than any
sword, spear, or axce. You
can never be disarmed, a’nd
you no longer rcly on the
craltsroanship and magic of
others to wcrease your power.
You can enchant your body in

§-

ways that no athers can—and
a land ruled by powerful wizards,
that can make you more valuable
than gold.

Resources: As mentioned, a
slave’s owner oftcn provides him
with the necessary tools to be

successful in che arenas, This
is doubly true for those
gladiators who have becn
withdrawn from the fights
to serve their masters
clsewhere; a tharchion

or Red Wizard using a

gladiator as a bodyguard

or loyal treasure secker has
every reason to make sure

the plateau to be used as ' R g : such servants are well equipped.
slaves. They might not n‘mke it to Gmg;” D‘,‘dTb‘)}"dad‘-”W Nearly any mundane item will be readily
the pits dircctly, being used for physical available to you should you require it, and
labor or muscle for a while before being sent to train as a magical goods can be procured with little trouble. Thay 15 a
gladiator. In some cases it is the savage nature of a slave that land ol magicians and merchants, brimming with anything an
forces his master to keep lumi in the dungeons. Once there, adventurer nught need.
the gladiator 1s put-in a cage, somectimes with creatures of the Your natural weaponry is sufficient to avercome almose any
same race, depending on their temperament, This is where he encmy, 50 when you seek out magic items you should leok for
stays until his first Arena Day, when the gladiators are armed protective items such as magical armor or amuless of natural
as their masters see fit and sent out to fight. This day, called armor. A cloak of displacement or ring of biur 1s 3 good invest-
che “blooding,” is an important one for the gladiators, although mene that can keep you safe from enemies with even more
most do not knaw it. fearsome physical attacks than your own, although you don’t
Those who survive ther blooding are given thar own cells encounter such foes very often. There 1s generally lictle time
and offered equipment and trainmg facilitics. The quahity and for potions in your line of work, but having a healing potion
nature of such boons varies from arena to arena, and owners or two handy for times when arena medics can’t get to you will
can provide supplemental equipment to their fighters as they be to your advantage.

»

desire. Some owners prefer to fully equip their Aighters, provid-
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thayan gladiators
in the world

Thayan gladiators are amony the most fearsome bodyguards and
adventurers m Faeran. They have been conditioned to scrve their
masters faithfully and to enjoy the art of combat to an almost
sadistic point. When not fighting n the pits of Thay, they can be
found accompanying Red Wizards and other important Thayan
luminarics both mside their country as well as on trips to ctics
far and wide. When a Red Wizard is assigned to a distant enclave,
he often takes some or all ol his gladiators, for personal valcty
and to present an intimidatig lront to any who would think of
attacking the enclave.

Orgapization: Gladiatorial contests are among the most
popular cncercainments in Thay. The downtrodden population
never passes up 2 chance to watch even more aggrieved souls
battle cach other in the pits. The games also offer those with
less power than a zulkir and less mfnence than a tharclion an
opportunity to compete in the politics of Thay. An apprentice red
wizard or merchant can actually clevate his status by buddmg a
successful stable of Aghters and then wagering on the outcome
of the fights. Of course, the tharchions still have an advantage
in chese dealngs—they control the nature of each fight, and
can introduce elements to tip the advantage in their favor. Such
underhanded tactics are a trc-honored tradicion in Thay, and
no competitor begrudges his host these hetle games.

Gladiators who are mcredibly successful, or who show a
determined will above and beyond their fellows, are often
chosen by the zulkirs to be the recipients of magical experi-
ments designed to improve their prowess inside the arena. Their
strong bodies and weak minds are a perfect combination lor
the arcane rituals performed by the Red Wizards. Indecd, some
of the rituals created ages ago by Druxus Rhym, the zulkic of
Transmutation, to bestow upon the first Thayan gladiatoe his
amazing powers, are sull m use. Ever smce that tire, the most
successful gladiatonial stables have paid for their nmost promising
fighters to undergo the ritual that will (hopefully) allow them
to grow into fearsome beasts.

When they are firsc captured, potential gladiators are beaten,
told they will be killed, and generally mistreated. Those that arc
not shaken by this inttiation are the most apt to survive. Once
be has proven himsell in the arena, however, things change
quite rapidly-—he is moved to a private cell and given food,
water, and the opportunity to bathe and dress his wounds. Most
gladatorial stables have their own healers, and while many of
these are not clerics, cheir skills keep the gladiators lresh and
healthy for the nexe fighe. Gladiators that do not show signs of
rebelhousness arc often granted access to weapons and armor
as well. In their down time, the gladiators that aren’t caged up
mill about underneath the arena, either training or spendmg
leisure cime with cards, dice, and other games. Friendships
among gladiators are rare, however, since they could be pitted
against one another at any tune.

One enterprising nierchant named Varouk Pital uses the arena
as a method to train treasure hunters, who he sends out after
rumored arnfacts and valuables. He treats his gladiators well, so
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that when he offurs them thar frecdom they will work for him
with o hard feelimgs. So far his gambst has been successful, and
he hasu't had to defend hameel against a grudge-holding slave.
His mercanaile weerests have more than doubled since he scarced
participaomy m the games, and tlus bounty is well defended by
his stable of former gladiators. Thae’s not to say hic hasn't lost
any valuables along the way—somc of lus fighters never return,
and entire groups have been lost to traps and monsters while
searching for lost pold.

NPC Reactions

The common folk of Thay love to cither cheer or jeer che
Thayan gladarors. On the one hand, they are seetnmgly i even
4 worse position than the craftsmen and laborers that fill the
stands. The gladators are fighting for thar lives on an almost
daily basis, and most of them are beasts to begin with. On rhe
other hand, gladiators arce a source of amusement for those who
rarcly Aind any joy 11 their cveryday lives. Somce of the gladiators
and seables decorace themsclves and chewr cqfxipmcnt with bright
colors, feathers, or other distimctive garb, allowing spectators to
wagcr on thew favorite team or fighters.

When they are encountered outside the arena—a rarity unless
gladiators arc typically greeted by awe and fear.
Sometimes a stable will be paraded through town on its way into
the arona, and on the way ourt again 1if they were particularly
victorious. During these parades the crowd often throws either
rotten frut or tokens of respect at the gladiators, who are exther
chamed together or visible i barred cages atop horse-drawn carts.

they are free

A rival stable might attempt to assassinate gladiators during
these parades; when this happens, the streets are littered with the
bodics of those who were caughe in the storm of swords, claws,
and blood.

thayan gladiator Lore

Characters with Kpowledge (local Thav) can research the Thayan
gladiators and the arcnas they fight m. They can get basic
wformarcion of the ights from flans by combing the streets and
taverns, while moce detaided information will have to come from
a pladiator or the owner of a stable. When a character makes
a skill check, read or paraphrase the following, mecluding the
information from lower DCs.

DC 10: “The gladiators are the most privileged (poorest) class
of slaves in Thay. They get treated the best (worst), have the most
(least) freedom, and often (never) win their freedom.”

DC 15: “There is more than meets the eve to the gladiacors.
Their owners use them to settle feuds, curry (avor, and gain the
upper hand in the constant political mancuverings that arc a
part of the daily lfc of Thay”

DC 20: The character learns of a seeret entrance to the arena
dungeons, or learns the location of an upconung secret meetmg
hetween free gladiators, -

DC 30: A character who tracks down this much jnformation
about the local gladiatorial sceuc could learn of a plot by the
local tharchon to kill 2 hated rival’s prized gladiator, a planned
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breakout that could cause che deaths of dozens of mnocents, or
the secret identity of a Harper agent that has infiltrated the
ranks of a red wizard's stable.

thayan gladiators

in the game

The characters could be visiting a Thavan city on Arena Day,
or be there to see a parade of gladiators come into or leave the
city, The characters might be contacted hy ane of a gladator’s
comrades, who needs help to spring the fighter from cthe
dungeons, or an escaped gladiator nught look to join up with
a party that can successfully smuggle hun out of Thay before
he is tracked dows.

Players who like monstrous characters will particularly enjoy
this class, since 1t allows them to take their character’s natural
advantages and make them more powerful and mteresting. The
ability to add weapon qualitics to natural attacks offers the chance
to make a unique PC thac will be remembered long alter the
campaign is over.

Adaptatioa: Any world with monstrous characters and an
appressive society with gladiatorial games could have devetaped
the ricvals to make their fighters more impressive and exciting,
It helps if the society in question can tolerate free monstrous
humanoids wandering the streets and serving @3 bodyguards
and enforcers. .

Encounters: Thayan gladiators are not trusting, and they
intimudate others to get what they want. Meeting a band of
stalwart adventurers that refuse to take any hp from the gladiator
nught be enough to provoke combac

or a respectful mterest.

EssercH (EL 8)
A lizardfolk Thayan gladiator named Fsspech escorts his master
across tawn, whtle the PCs track a mqp that the merchant has
on his person.

Esspech: Male lLizardfolh barbarian §/Thayan gladiator 1; CR
7; Medium humanoid (reptilian); D 2d8+6d12+9; hp 63; Tt
+0; Spd 40 ft.; AC 20, touch 10, Aac-(coted 20Q; Base Atk +7; Grp
+9; Atk +1L melee (1d6+2, claw) or +7 ranged (Ld6+2, javelin);
Full Ack +11 mielee (1d6+2, 2 claws} and 48 melee (1d4+1, biee)
or +7 ranged (1d6+2, javclin); SA rage 2/day, study opponent
+1; 5Q hold breath, trap sensc +1, improved uncanny dodge; AL
NFE; SV Fort -7, Ref +4, Wall +1; Ser 14, Dex 10, Con 13, Tnt
9, Wis 10, Cha 10. '

Skills and Feats: Balance +4, Intimudate +4, Jump +9, Sensc
Motive +1, Survival +4, Swin 17, Improved Natural Accack
(claw)", Multiattack, Toughness, Weapan Tacus (claw).

Language: Draconic.

Rage (Ex) +4 to Str, +4 to Con, +2 an Will sayes, -2 to AC
for up te ¢ rounds.

Study Qpponent (Ex): Sec page G4,

Hold Breath (Ex): Esspech can hold his breath for 52 rou nds
before he risks drowning,

- —————

Improved Uncanny Dodge (Ex). Cannot be flanked and
can be sneak attacked only by a character with at least twelve
rogue levels.

Possessions: +2 studded leather armor, gloves of mighty fists +1
(acts as amnules of mighty fists +1), potion of cure serious wounds,
potion of blur.

GroGaN DAL (EL 20)
An escaped gladiator nammed Grogan Dal decides that he doesi’t
want the party spreading news ol his whereabouts.

Grogan Dal: Minotaur fighter 6/Thayan gladiator 10; CR 20;
Large monstrous humanoid; HD 6d8+6d10+10d12+91; hp
232; Tz +2; Spd 20 (1.5 AC 27, touch 12, fiat-footed 27; Base
Atk +22; Gep +32; Atk +3) melee (1d12+14 plus 2d6 clectric-
ity/X3, +3 shocking cold iron greataxe) or +30 melee (2d6+10
plus 1d6 electricity/19-20/x3, gore); Full Atk +31/+26/+21/+16
melee (1d12+14 plus 1dG electricity/X3, +7. shocking cold I'!(‘Gﬂ
greataxe) and +28 melee (2d6+7 plus 1d6 electricity/19-20/x3,
gore) or +30/+30/125/+20/+15 melee (2d6+10 plus 1d6 clectric-
1ty/19-20/x3, gore); Space/Reach 10 ft./10 ft.; SA adamantine
strike, mwagic strike, natural weapon mastery, powerfu) charge
6d6+9 plus 1d6 clectricity, savage strike, silver strike, study op-
ponenc +1, stunnin‘g critical; SQdarkyisiou 60 It., imbue natural
weapon (shock, shocking burss), natural cunning, scent; AL CE;
SV Fort +18, Rel +12, Will 112; Str 23, Dex 14, Con 18, Int
9, Wis 10, Cha 8. .

Skills and Feats: Climb +8, Intimidate +3, Jump +10, Laisten
-7, Search ¥, Sense Motive +4, Spot +7; Cleave, Comnbat Reflexes,
Timproved Critical (gore), linproved Natural Weapon (gorc), Iron
Will, Multiattack, Power Actack, Toughness, Track, Weapon
Focus {gore), Weapon Focus (greataxe), Weapon Focus (gore),
Weapon Focus (greatraxc).

Language: Giant.

Powerful Charge (Ex): When Grogan charges, his gore attack
deals 6d6+9 points of damage pius 1d6 pomts of clectricity
damage. .

Study Opponent (Ex). Sce page 64.

Natnral Cunning (Ex): Tmmunc to maze spells, cannot get
lost, and cannot be caught flat-footed.

Possessions: +2 breastplate of clectricity resistance, A 3 shocking
cold iron greataxe, bebnet of mighty horns +2 (acts as amules of
mighty fists +2), gannilets of minotanr power (special gauntlets that
provide a +4 ciphancemnent bonus to Strength), ring of protection
+1, amudet of protection from arrorvs (1/day, CL 7th), 2 potions
of cnre serions wounds, potion of displacement, potion of mirror
iage, pation of invisibility,

Vengean_ce K night

“Tuive crossed my employers, and Pm here to mnake yous pay.”
~—Kade Stecle of Athkatla, a vengeance knight

Vengeance -knights roam the Lands of lutrigue in search of
those who have commutted acts of treachery agamst themr em-
ployers, the Knighes of the Shield. As a vengeance kmght, you
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are a master of steel, as comfortable in your heavy place armor
as others arce in courtly vestments or adventuring clothes. The
sword 1s your weapon of choice, and you usc xc well to intimdate
and climunate che enemics of che Knights. Vengeance kmights
often wear fearsome helmets or emblazon their armor with
symbols that scrike fear mto the hearts of their enemies before
stecl 18 cven drawn,

Becomingr a vengeance K nigh‘r

Vengeance kmghts are specially trained warriors who have pledged
their service to the Knights of che Shicld, a group of politicians
and merchants with influence m governments from Athkatla
to Calimport. They are a special breed of enforcers used by the
orgamzation to cow themr enemies into compliance. Fighters most
often become vengeance knighes, but blackguards and former
paladins also make good fits because of their heavy armor use,
horsemanship, aad martial prowess. Scrength (for melee combat),
Constitution (for staying power), and Charisma (for mtinndation)
are key abilicics for a vengeance kmght.

ENTY BEQUiREMENTS

Alignment: Lawful evil, lawful neutral, or ncutral evil.

Base Attack Bonus: +5.

Skills: Incimudate 6 ranks, Ride 4 ranks, Sense Motive 2
ranks. ]

Feats: Iron Will, Weapon Focus (any sword).

Special: Proficiency with heavy armor and heavy shields.

class features

As they increase in level, vengeance knights become more and
more effective in the use of their armor and  dealing damage
to those who have hurt then. -

Armor Training (Ex): As a vengeance knight, you always wear
the heaviest armor available to you, and thus you learn to wear
it more effectively through training. Your armor check penaley
imposed by heavy armor and shields for al? skills except Swim
is reduced by 1, and you can don your armor as if you had help
{although you seill require a servant to help you don half-plate
or full plate).

At 6th level, your armor check penalty for armor is reduced by
3, and you can make a DC 15 Constitution check to avoid being
fatigued from sleepung ) your armor. )n addition, you take only
half the normal movement penalty for wearing heavy armor.

At 10th Jevel, you have truly mastered the art of wearing
heavy armor. You can now sleep in your armor without penalty,
and your armor check penalties for armor are reduced by 3. In
addition, you can don hall~placc or plate mail without assistance,
although 1t takes twice the indrcated time.

Bringer of Vengeance (Ex): As an agent for the Knights of
the Shield, you are often called upon to avenge some slight or to
send a message to an cnemy of the organization. Whencver you
have a specific target, you gain the indicated bonus on Intinndate,
Scarch, Sense Motive, and Spot checks when using these shlts

agamse your target. In addition, you gam the indicated bonus on
all attack rolls and damage rolls against the rarpet.

Counterstrike (Ex): Vengeance knights visic pam upon those
who would bhurt chem. Ag a result, you pam the mdicated bonus
on all melee arrack rolls and damag rolls against any creature
that damaged you in the previons round. Tius bonus stacks with
that from your brioger of vengeance abibty.

Improved Shield Bash: At 2nd level, you gain the Improved
Shicld Bash feat, cven if you do not meet the prerequisites.

Bonus Feat: At 3rd and 9th levels, you can choose a bonus
feat from the fighter’ bonus feat hit. .

Arcane Backlash (Su): Any rime you successfully save against
any arcane spell when you are the spell’s only target, the original
caster takes the mdicated amount of nonlethal damage as you
fash the encrgies of s fuled spell back at him.

playing a vengeance knight

You were a cruel warrior before, bur the Kimghes of the Shield
have taught you to control and focus your crueley toward their
own ends. When you walk juto a new town, you hnow that you
are the most langerous person there. Other people are there
simply to give you mformation and get out of your way. You
rclish your reputation as a jugypernaut, and you will never scop
until your job is done.

The Knughes of the Stueld (see pape 150 of Lords of Dark-
ness for more mnformation on tlus organization) employ as
many vengeance kiights as possible at any one time. Vengeance
kniglts arce stationed throughout Tethyr, Amn, and Calimshan
so that their masters’ revenge can be carried out swiltly, and
some cases by more than onc agent. Reeruits are gathered from
the Kinghts’ pool of informants and enforcers, a-fow of whom

Tasre 3—62 Tue Vengeance KNnigner

Base

Attack Fort Ref Will

Level Bonus Save Save Save Special

Lst +1 +2 40 +0  Armor training, bringer
of vengeance +1

2nd 43 +0 40  Counterstrike +1,

Umproved Shield Bash

3rd +3 13 +1 41  Bonus feat

Ath 14 1+ a1+ Arcane backlash 1d6

Sth +¥ ++ 21 41 Bringer of vengeance +2
6ch 16 +¥ <2 +2  Tmproved armor training
7th 17 +5 +2 42 Avcane backlash 246

th 18 +6  +2  +2  Counterstrike +2

9th +9 +6 +3  +3  Bonus feat, bringer
of vengeance +3
Arcane backlash 3d6,

SUpETior armoy training

10th +10 +7 W3 +3

Hit Die: d10.

Class Skills (2 + Int modifier per level): Climb, Craft, Gather
Information, Intynidaze, Tump, Knowledge (local), Ride,
Seirch, Sense Motive, Sport.
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arc granted access deeper withim the organization by virtue ol sanctioned bully wich the power and resources to force weaker
cheir talent and temperament, The individual members of the beings to do his bidding,

Kmghts of the Shreld each have n thar control a small number The mutial of fer generally consists of a place to live and train
of vengeance knights, who arc somctunes used for purposcs n the techimques of hieavy armor and devastating melec combat.
outside the purview of clic group as a whole. Tlis 15 not to say Scveral recruits often train together, living in a commou area
that all such knights are not available to the whole memberstup; that has all manner of cquipment aud lacilitics available for their
the relationship is more Iike chat of 2 mentor and a student than use, Durmyg this time, the Kmghts

a master and « servant.

Combat: Vengeance kmghts are masters of inelee combat,
ustng thenr single-mjodedness to harry an opponunt untl he
is down before moving on to the next one, Your comfore and

also pauge the recruits’ psychological
makeup and ther willingness to serye.
They feed them information and
misinformation that serves to
conluse the idencitics of ther
employers and their true mo-
tivacions. This is done so that
the vengeance hnights come
around to scemy, their eniploy-
ers n a favorable hght and
ther cause as just; this makes

mobility in heavy armor geves you a defensive advantage
over your foes, and vour awesome blows can take
down many foes with a single stroke. 1f vou can
engage your cnemics on horschach, all the
beteer, since your improved ability to ride
i heavy armor makes it easicr to utilize the
bonus you recelve agatnst groundud ¢neanes.
Many vengeance kimghts focus on feats such
as Power Attack and Cleave to hetter inmprove
their mclee power, while others facus on mounced
(cars such as Mounted Combat and Ride-By
Attack. Vengeance mghes who
bear a shield often use feats such
as Improved Shieid Bash and Shueld
Chiarge®™ to give them a surprising weapon
1 ther arsenal should they ever find chemselves
without thair favorite weapon.

it much casier to nspire the
hatred and zealotry necessary to
create sigle-minded mstruments
of terror. Once a venegance knight
has been praperly prepared, he is
sent out mto Faerdn as the
=e  vowce and presence of rhe
Kaights of the Shicld.
You should keep yoor Imtimidate and
_ Sense Motive skills polished as you advance
As you gain levels and your opponents i 7 i level. Intinvdating a foe or wformant is the
get tougher, you smust focus on feats that - !
maxumnize your damage potential, such as
Power Critical®™™ and Spirited Charge. Great
Cleave 1s useful for taking down multiple
weaker [oes, but fcats such as Improved
Sunder will help you get rid of the
most powerlul foes first, a task
you rclish. Since you deal
maxinum Jdamage to op-
ponents that strike you, 1t is

most unportaat aspect of a vengeance kright’s
Jjob, and keeping the local population in check can
help prevent attempts to get rid of the character.
Also, you should try to raise your Streugth
score whenever possible. If you have not
taken Weapon Specialization, 1t s worth
au oxera level of fighter or two to
do so before entermy the vengcance
Lkmght class.
Resources: Vengeance kimghts are ar-

Cordelia Flametongue, a vengeance knight

essential that you are able to rake tuts. rogant fighters, and they don’t like help.
It’'s more advantageous to square of | agunst « single opponent Whent a vengeance knight 1s on a mussion for the Kuights of
rather than numny, even though dowg that of ten pits you against the Shicid, he considers 1t his personal duty to intumidate, shake
the most dangerous focs on the battleficld. down, or murder hus target. 1f another vengeance knighe is sent

Things are the samne tor you at Ingher levels. You should for the saine purpose, the two might openly clash. A vengeance
coutinue to increase your damage potental with feats such as knighe mught bring his Iticnds along for support, but he insists on
Improved Critical. Acquiring magc wems that nuprove your Will doing the killing humself. That said, vengeance knights working
save 1s mportant to maxpmze your arcanc backlash ability, and the sunc terriwory (botir stationed 11 Darrowmar, for nstance)
magic armor s a must. The more powers you can bestow upon will assist each other with'information or specialized gear for
your armor, the more feared and unstoppable you will become. mussions on which they do not conflict.

Advancement: Vengeance kmghes are draswn fronm among the A vengeance kmght’s sword and armor are u$ most prized
most capable warriors that work tor the Kmights of the Shidd possesstons. They allow hun to carry out his duties m the most
Most often these individuals do not know for whom they truly brutal and direct fashion, and arc the corc of his combat capability.
work—the Krghts do not always wish their motivations and plans Smce a vengeance knight must never finch [romm confrontation,
to be traced back to them. Regardless, an rmvaation to bhoconwe he should fecus on purchasing enhancement honuses and special
a vengeance hnight 15 one not to be taken Jightly. The Kimghts qualitics for his armor as quickly as paswble. Spelt and energy
are offer @ chance for a character to become larger than Iife, a resistances are good for neutralizing enemy spcllcastérs, while
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fortification provides protection against the lucky shots of his
inferior opponents. Shiclds can similarly be upgraded, but focus-

ing on shicld-specific enhancements such as arrow deflection 1s a
better 1dea, :

vengeance Knighrs
in the world

The vengeance knights are a prestigious arm of the Knighrs
of the Shield, for whom cach knight works solely. They arc
not so much a group as a conglomeration ol individuals with
similar training who perform missions for individual members
of the larger organization. The Kmghts of the Shield are a
clandestine group with mercantile and political interests atl
around the lands of Amn, Calimshan, and Tethyr. Indwidual
members take “ownership” of a vengeance kaight, whom they
can then dispatch at their whim to cajole stubborn merchants or
eluninate parcicularly troublesone enemies. While the Knights
of the Shield are subtle in theie machinations, their vengeance
knights take great pride in bemg forthright and direct when
carrying out their duties.

Organization: Every vengeance knight is linked to a particular
member of the Knights of the Shield, known as his patron. A
patron has little authority over another member’s vengeance
knight, 2and cannot call him away from his duties, or even force
him to obey commands. A patron might “loan” s vengeance
kiught to another patron for a short period of time in exchange
for another favor. Vengeance knights are often played against
one another as proxics in inteenal power plays within che Kaights
of the Shicld. One might be manipulated inco embarrassing his
patron, a situation that often leads to the death of the vengeance
knight in order for the patron to save face.

Patrons usc their vengeance knights for a variety of purposes.
The most common usc is the shakedown of a‘politically trouble-
some enemy, usually either a popular but uraffiliaced candidate or
an out-of-control ally. Merchants who do not play by the Knights’
rules are also of ten targeted, although this turn of eveuts can lead
to larger issues if the Rundeen or Shadow Thicves have business
with the mdividual. Sometimes a public assassimation or severe
beating can be an effective tool, even if the target has nothing
to do with the jssue at hand.

Although every vengeance knight serves a patron, he is
not required to always be at his patron’s beck and call. Most
vengeance knights are released into an area that coincides with
their patron’s interests, and then left to their own devices until
they ase needed.

_Vengeance knights are powerful enough that they often hire
themsclves out to other wealthy pateons, although therr allegiance
always hes first with the Knights of che Shield. Some find a
group of allies with complementary skills to adventure with,
taking treasure from humanowd strongholds or exploring ancient
catacombs and abandoned ruins. Not all vengeance knighes arc
active (n this way, however. At least onc 15 known to reside n
a villa m Riatavin, where he indulges in a variety of pleasures
i berween assignments. He 1s a popular guest amoug the cty’s

younger nobles, most of whon are far removed (rom the trade
and pohtics that make up the knight’s unpleasant business.

This vengeance knighr, Korben Slade, 1s known as The Ragar, a
nickname derived from a popular lessure game played m Amn, of
which Korben is a master. The Rigar was already an experienced
adventurer when he was offered a position within the Knights
ol the Shield. His past carninys were cnough to sct him vp in
relacive luxury winle he awaited assignments, and his stipend as
a vengeance knight covers sonie of his more exotic expenses. His
villa features all manner of exotic creatures from around Facrin,
as well as several monsters he collected during his adventuring
days. He sometimes uses these monsters to intimidate those who
have displeased his patron.

As stated, The Rugar prefers to spend hs nme among the
young nobles of the city. The fact that his business sometimes
puts him at odds with the arca’ older merchants and politicians
mahes him wary of forming friendships among chat group. His
parties arc always well srocked with the finest food and drink,
and be even invites an associate of lus to bring the pleasures of
Sharess to the gatherings. A

The young nobles, 11y turn, Jook up to The Rigar and con-
stantly question him about his adventures. He embellishes his
tales enough to keep his andience interested, and never seems to
run out of fodder for his stories. A quick tour of the more exotic
monsters 11 his villa confirms his more outlandish yarns, and
the monstery” keeper, 2 wily, onc-eyed hall-orc named Crill who
used to travel with The Rugar, chrows m his own remumiscences
from time o time.

Korben Slade 15 a powerfully built man; his arms are as big
as an ogre’s, and he stands almost six and a hall” feet ra)l. He
wears onh half-plate armor when catled to duty, a persona! tonch
that adds to his my stique. Flis black-bladed longsword only leaves
its sheath when blood 15 going ro be spilled, a last rcsort in The
Rigar’s nund. He knows that his presence 1s toleraced in Riacavin
partially becanse he keeps the young nobles our of trouble, so
he prefers to conduct his business through mtumdation rather
than bloodshed.

Somie of the other vengeance hrughts Jook upon The Rigar in
disgust, beleving him to be an indolent who sullics their ranks
with hus hedonistie fifestyle and aversion to bloodshed. None of
the other knights have raken acoion against hun—if for no other
reason than chat he is amony the most powerful of them—but
words have [lown on more than one occasion, and Stade’s patron
has been questioned by other members of the Knights of the
Shield from tmie to tame. Wile no formal code binds the knights,
The Rigar’s death would provoke action by his patron, leading to
the death of whoever perpetrated the act.

NPC reactions

When a vengeance knght appears, everyone knows something
bad 15 gomg to happen. Even those who are not familiar with
the hught’s lnie of work cannot ignore his battle gear 2nd grim
deternunanion. Easily cowed members of the Jocal populace will
be ymmediately friendly to che knighe, while those with whom
the knight might have busivess will be indifferent or even hostile
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as they try to heep the hiught at bay. Savvy tavernkeepers and
merchants hnow that they can frecly overcharyge a vengeance
,knight, whose single-mimded drive makes no pnc-c unpayable, and
1no price hike likely noticed.

Local authorites are racely happy to see 2 vengeance kmght
show up in their yurisdiction. It’s bad ¢nough when adventurers
come blowing through, bringing trouble more often than not,
but a vengeance knight makes trouhle that docsn’t end when he
leaves. Swce the krughts target successful merchants and pobei-
cians, the stir a visit causcs tends to linger for days or even weeks,
and can mean the loss of one ol a community’s most beloved or
beneficial citizens.

vengeance Knig'hT LOfe

Characters with Knowledge (Qocal Amn, Calimshan, or Tethyr)
can research the vengeance hiughts or the Kmghts of the Shield.
An encounter with a vengeance knyght 15 sure to make the
characters curious, whethier or not they arc tns itended targets.
When 2 character makes a skill cheel, read or paraphrase the
following, wcluding the mformation from lower DGCs.

DC 10: “It is an unwisc man who crosses the Kimghts of the
Shield.”

DC 15: “The Kuiglhts of the Shicld have speciatized enforcers,
called vengeance kimghts, who wreak havoc upon their foes.”

DC 20: “Each vengeance knight has a patron wichin the
Knights of the Shicld. The casivst way to pet to a kimight might
be through his patron, and vice versa.”

DC 30: A character with this level of contacts can find a
particular vengeance kmight, and will also know the hmght’s
patron within the larger orgamzation.

VENgeance K nighTs
1n the game .

A vengeance kmght can enter the gamwe either during one of s
missions or as a foreboding character present m a new location,
If on a mussion, the'knight could enter a domawn familiar to the
characters, perhaps bemg is sighted at ther favorite mn,

The chance to become a vengeance kmight should appeal to
players wha like to be a part of larger orgamizations, as well as
those who like to throw their muscle around. A vengeance knight’s
dutics to his patron stiould only occasionally interfere with the
goals of the character’s party, but they can serve as excellent
tools for the DM to provide adventure hooks that interese the
other characters as well.

Adaptation: Any group could employ specially trained enforc-
ers. The class is especially appropriate for political and mercantle
groups, but could also include thieves’ and wizards’ guilds, slavers,
or even brutal goveenments.

Encouaters: The appearance of a vengeance knight could signal
trouble for the PCs, of 1t could simply be 2 chance ¢ncounter as
the knight moves on toward another unluchy soul. Vengeance
knights are not shy about gathering information, sa 1t is quite
likely that the PCs will become mvolved, 1 one way or another.

RoGE Daxox (EL 6)
Roge Danon is on his way to find one of the town’s wealthicr
merchants, when he stops i to the local alehouse to gather
mformation and satisfy his thirst. Angry after a couple drinks,
he picks a fight with one of the characters.

Roge Danon: Maic human fighter 5/vengeance knight 1; CR 6;
Medium humanoid; HD 6d10412; hp 48; Inic +0; Spd 20 It
AC 19, touch 10, flat-footed 19, Basc Atk 16, Gep +9; Atk +11
melee (1d8+-5/19-20, masterwork longsword); Full Atk +11/+6
melee (1d815/19-20, masterwork longsword); SA bringer of
vengeance +1; AL CE; SV Fort +8, Rel +3, Will +3; Ser 17, Dex
11, Con 14, Int 10, Wis 11, Cha 12.

Skills and Feats: Tnimidate +7, Jump 45, Knowledge (local)
+3, Ride +9, Sense Motive +3; Tron Will, Lightning Reflexes,
Mounted Combat, Power Attack, Quick Draw, Weapon Focus
{longswordj, Weapon Specialization (longsword).

Language- Chondathan. )

Bringer of Fengeance (Ex): See page 68,

Possessions: masterwork half-plate, masterwork heavy steel
shield, masterwork longsward, potion of cure light wounds,

84 gp.

«

CorbELIA FLAMETONGUE (EL 14)
Cordelia Flarnctongue has been sent to kill the PCs’ employer, and
she will not hesitate to go through the PCs to get to hum.

~ Cordelia Flametongue: Human fighter 6/vengeance kmght

8; CR 14; . Medwum humanoid; HD 14d10+56; hp 141; Inxt
11; Spd 25 fr; AC 2§, touch 11, flat-footed 24; Base Atk +14;
Grp +17; Atk +18 melee (1d8+6/19-20, +1 flaming trideus)
or +15 ranged (1d8+4/X3, masterwork composite longbow
with -1 arromw); Full Ack 118/+13/+8 mclee (1d8+6/19-20, +1

Slaming sridens) or +15{+10/+5 ranged (1d8+4/x3, masterwork

composite longbow with +1 arrow); Space/Reach § fr./3 ft. (10
ft. witii trident); SA bringer of vengeance +2, counterstrike
+2; SQ_arcane backlash 2d6, resistance to firc 5; AL LE; SV
Fort +15, Ref +5, Will +5; Ser 16, Dex 12, Con 18, Int 10,
Wis 8, Cha 13,

Skills and Fears: Climb 45, Gather Information +5, Handle
Animal +6, Intimidate +6, Jump +5, Knowledge (local) +8, Ride
+8, Scarch +4, Scnse Motive +3, Spot +3, Swam —1; Improved
Critcal (trident), Improved Sheeld Bash®, Tron Will, Mounted
Combat, Point Blank Shat", Power Attack, Skewer Foe®, Spir-
ited Charge, Weapon Focus {trident), Weapon Speciatization
(trident).

“New [eat descrided on page 22.

Langnages. Alzhedo, Chiondathan.

Briuger of Freugeance (Ex): Sce page 68.

Countersirike (Ex). See page 68.

Arcane Backlush (Si): Sce page 68.

Possessions. Hellsteel (+3 full plare; sce page 41 for a full
description), +1 heawy seeel shield, +1 Aaming tridens, masterwork
composite longbow (+3 Str bonus) with 20 +1 arrows, amuler of
bealth 12, potion of cnre moderate wounds, 58 pp.
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vil is often experienced randomly, like weeds sprout-

mg up between the cracks of a civilized socicty. In

some places, hawever, evil is carefully cultivated,
nurtured, and able to do great baxin. Evil organizatiops are often
looking for new recrunts: innocents they can corrupt, or powerful
characters who can further theur goals.

cult of the Dragon

The Cult of the Dragon is a feflowship of med and wonien across
Faerin who belicve the prophecics of their founder, Sammaster,
a crazed archmage and fallen Chosent of Mystra. He revealed
through the translation of obscure prophecics that the fate of
all the nations of Facrin was to be ruled by undead dragons.
Starting from the time of his discovery of chis prophetic vision,
Sammaster gathered to him necromancers and others who could
assist in preparing for their version ol Facron’s future. Their first
goal was the creation of a dracolich, or undcad dragon, a task
chey first accomplished 111 902 DR. The rituals and components
necessary to create a dracolich were transcribed in the Tome of
the Dragon, a holy rehc that is now used by the cult’s many cells
to raise their own dracolich allies.

"The cult is now spread out across Facrun, wath cells i places
as disparate as Amn, the Western Heartlands, and Sembia. Tts
Jeaders are known as The Wearers of Purple, in recognition of
the ceremonial robes they wear. The cult’s cells are independent
of one another for the most part, and ¢ach has a rare, scribed
copy of the Tome of the Dragon that it guards to the last member.
Each cell cultivates relationships with local dragons in the hope
that one day the dragon will be tempted to undergo the ceremony
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that will give i cternal hie and power beyond mmagming. Until
that time, 1t engages 10 a number of illegal activities in order
to fund its rescarch and reerinting. Often, living dragons aid
and to

a ccll i these endeavors for a sharc off any treasure
bask m the reverence the cult members pay them. Even of gt
never aclueves its ultimare goal of a world ruled by cult-created
dracoliches, a Cult of the Dragon cell can often mean misery
(or 1ts law-abidimg neighbors.

Most of those outside the cult behieve s members, or at the
very least aes leaders, to be insane. The idea of creating dracoliches
so that they can rule the world is outside the realn of comprehen-
sion for most people, although the cult’s successes are undeniable.
A lew groups, such as the Harpers, understand chat as crazy as
the cult’s goal mught be, thewr methods and activ}itics have dire
consequences for the world.

Areas of influence

The Cult of the Dragon is as widespread now as it has ever been,
aided by the apocalypric happenings of the pase twenty years. One
thing s for certam, though—more and more dracoliches are being
reported across Faceun. The cult is also pursuing a new goal—the
construction of a major fortress from which the cult’s activities
can proceed wichout interruption. The recent uncovering of the
Well of Dragons, a legendary dragon graveyard, has agitated
the cult’s members and caused an upsurge i activity across the
contment. The fortress will give the cult its first serious base
of operations, but its construction has been delayed by dragon
attacks and poor planning. One thing on which all can agree is
that should the group complete construction of this fortress, it
will beconie 2 fearsome power in the Westeen Heartlands region
and beyond.

Aside from the Well of Dragons, several other powerful cult
cells have either created a dracolich already or are well on their
way t01t. The Scnbian cell 15 perhaps the most well established;
it has produced many of the cult’s Jeaders, and established the
group’s tradition of wearing purple robes. A troubled cell in
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Westgate whosc refusal to join forces wath the Night Masks has
caused 2 feud that leaves it eternally weakened and unprepared
to complete the rite of undeaeh. This cell’s weakness has cavsed it
to lose the interest of the true dragons it once coucted, and so it
has been forced to turn to dragon turtles from the Dragonniere
as possible candidatcs for lichdom.

RrGlons
The following regions have cells wich enough resources and
leadershap to be strong threats to ther neighbors. Many other
cells are spread throughout Faern, but these are the most
dangerous and organized.

Aglarond: The Cult of the Dragon has a long history of
strife with the Red Wizards, who seek its knowledge for them-
selves. Apy cells that weee in Thay long ago jowned together
and relocated to the weseern edge of the Dragonjaw Mounzains,
where they have casy access to the Sea of Fallen Stacs, bur find
themselves hampered, ronically enough, by the capper dragous
thar live there.

The Dragon Coast: As mentioned, recent fghting with the
Night Masks in Westgate has weakened this cell, but it 1s stili
dangerous because of its alliance with several of the dragon turtles
that roam the nearby waters. Should the cell create a new rite
for use on dragon turtles, that would lead to the unleashing of
even more dangerous creaturcs upon the world.

Sembia: The members of this cell, the oldest and most powerful
of the cult, helieve they hold a sort of stewardsinp over the rest
of the orgahi’l_m'\on‘s cells. They concern theruselves ot ondy
with the cult’s ultimate goal of creating dracohiches, hut also wich
axding other cells when they can and overseeing construction of
the Well of Dragons. While they do not have any direct control
over most of the culls, their oversight docs make cach cell more
efficient and sustainable. ,

Western Heartlands: Two factions are at work in ths region—
the cel! that has existed in the region for decades, which discovered
the Well of Dragons, and the taskmasters and laborers sent by
the Sembian cell to oversee the construction of this all-important
fortress. The original cell has strong relationships with many of
the dragons that live in the Forest of Wyrms, and has even made
overtures (and generous offerings) to Ringreemeralxoth, a green
deagon and the self-styled ruler of the Snakewood in northeast
Amin. The members of this cell somewhat resent not bemg put
in charge of the fortresss construction, but crust i the words
of their founder Satmmaster, who preaches that “All shall be one
when the dragons rule the world”

Joining the cult of the pragon

The cult’s recruiting efforts are scattershot at best; they direct
most of their cncrgy toward criminal endeavors and maincam-
ing relationship with the local wyrms. Those in charge of the
organization’s cnmmal branches realize they need fresh recruits
to replace those killed i action or taken prisoncr, but they

usually recrit under che guise of an outlaw band cather than a
cult. Tn the pase, cult activities have been severcly disrupted by
the Harpers and other encemies, who pose as new recruits to gau
access to the group’s inner workmgs. Despite these troubles, the
cult his a very lax policy on welcoming new recruits. It believes
that anyone wise (or crazy) enough to follow the words of Sam-
master should be allowed to share m Ins glory.

Reerunts come from all areas, but regions with more active
crunmal nctworks account for che bulk of new members. The
Sembian cel! acrively seeks raw, imexperienced recruits who arc
then sent to cells throughout Facrun. They look for those with
nothmyp to keep them ved 1o a smyle locanion, and who are
weak-willed enough to be mdoctrmated and sent on their way.
Morve experienced recruits usually stay with the Sembian cell,
increasing 1ts power; the othur cells are left to their own methods
to recruit more experienced members. One advantage of youmng
the Cult of the Dragon s that advaucement and stacus arc tied
to one’s abilities—the recent ascendance of cult member Vargo
Kent (sce page 117) to proprictorsing ol the Well of Dragons
15 onc such cxample.

Joining the Cult of the Dragon requires only that one find
a cell, or onc of 1ts front organizarions, and petition its leader.
The group will ask for a demonstracion of abiliies and ask some
general questions meant to gauge che person’s characrer. I€ these
two trals go well, the character will be mvited back for harsher
questioning to mahe sure he is not a spy—if a cleric is available,
this questioning vught take place within a zone of truth. The
sccond round of questioning might be, and often s, skipped
favor of just indoctrinacing the new member and getting him
or her active m the cult’s endeavors. Sanunaster prophesied that
the enemics of the cult would become known to them and be
crushed m the jaws of drigons, so most of the cult’s Jeaders just
trust in thig, and arc happy to use traitors in the meantime.

The cule needs wizards and cleries who can aid m the ritual
outlmed i1 the Tome of the Dragon, but warriors and even rogues
are necessary for the day-to-day operations of the group. Most
of its members are mexperenced and looking for a place n the
world, but somctimes adventurcrs and powerful spelleasters will
come to the cult to fulfill their own ambitions. Many of the cult’s
cells (parcicularly desperate ones, such as the group n Westgate)
will 2ccept just about any prospective member who comes along.
Those who would mfiltrate dragons’ lairs to make new contacts
for the cult are especially welcomed, as are those rare dragon
hunters who targee the good-aligned dragons standing in the way
of the cult’s success.

costs and senefits of
Mcmberslnp

Once you jom the Culr of the Dragon, it becomes your life.
With few exceptions, cell members live m the same area, work
together roward the cult’s goats, and mteract wirh those outside
the cvlt only when they need something, The cult’s cells remain
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somewhat secretive 1n this regard, and thus a new member must
leave most of lis old life belund i forever. All of a member’s
<ffort goes toward the advancement of the cult’s goals, whether
it be the creation of weapons, the preparation of arcane rituals,
or the defense of the cell and 1its membersinp.

Exceptions are granted to adventuring members, who are
given far more leeway n exchange for their silence as to who
they work for and what therr goals are. These members usually
move from cell to cell, finding adventure on cher travels and
aiding any cell in need of muscle or magic. These adventuring
nembers get to keep whatever treasure and magic they feel s
necessary, but must pass on lore and unused magic and treasure
to whatever cell they make contact with next. Conmiplete loyalty
1s unusval for these adventuring bands, which of ten refuse to aid
a cell in trouble—but the culr as 2 whole rarcly pays attention to
who 1s doing what and where. 1t)s useally much too focused on
its own far-reaching concerns to hold a grudge agamst someons
who has not hurt the cult dircctiy.

Beconung a member of the Cole of the Dragon has dif ferent
beuefics, cach depending on the strength and shills of the new
recruit. Wizards are granted access to necromantic lore gathered
aver the pase five centuries that normeinbers nught never gain
access to; just to be able to study the Tome of 1he Dragon fulliils
the lifelong quest of many new members. Lo addition, a cult
wizard attempting to attract a draconic cohort gains a +2 bonus
on Ins Leadership score for that purposc, and cult wizacds wishing
to have a dracome fanuhar act asf they are two levels higher
for this purpose. Clerics wha join maost often do >0 at the behest
of their gods for one reason or another, or to minister to their
faithful. The most cammon religions found withiu the cult are
those dedicated to Bane, Shar, Talos, Talona, and Vclsharoon.
Other faiths, sometimes represented by only a single cleric, wclude
those of Cyric, Gargauth, Maiar, and Tiamac.

The cult offers litcle besides protéetion and kinship to those
without the abilities necessary to bring undeath to a dragon.
It is not particularly well organized, nor docs it have its own
access to weapons or equipment. The best it can offer 15 some
lunited protection from dragons in the areq, a place to sleep
and food to cat, and a steady supply of work, whether 1t be in
the construction of the Well of Dragons, taking part in one of
the group’s many cruninal endeavors, or pratecting cult leaders
and sites of 1mportance.

AcTingr within the
culy of the Dragon

Adventurers who take advantage of bemg under the auspices of
the Cult of the Dragoun have far more freedom than they tmight
emjay within another organization. They usually joun because they
have similar interests to those of the cule, and so their adveutures
are often 1 line with the cult’s goals. A group dedicated to sceing
undead dragons rule the world might go scarching for draconic
artifacts, seek audiences with powerful dragons in order to draw

them to the cult’s teachings, or be used as a strike force to ter-
rorize or obliterate the cult’s enenues. The Cule of the Dragon
15 at a crossroads right now, and it has becotwe more proactive
in defending its interests, particularly the Well o’ Dragous and
the fortress under construction there.

A(:Ting outside the
cult of the Dragon

Being affiliated with the Cult of the Dragon is not a black mark
agamst a character m most evil parties. The other members nught
see the culost as a httle deranged, but as long as hie proves valuable
to the party, there will probably be little prejudice, Of course, he
might always keep his affiliation sccret, especially if he believes
that something he is lookmg for might be in conflice with the
party’s goals. A zcalous member might also look to recruit a group
of adventurers, especially if he ciunks bringing them mto the
organization might ticrease bis ranking and starus within it

cults of the moon

The Cults of the Moon is the collective name for several lycan-

thrope-worshiping tribal groups found in various arcas of Faeran.
Malar (along with Shar, who cnjoys the perversion of the moon’s
power that Iycanthropes represent) subtly guides these groups ia
their worship, although he does not iivolve himself directly with
their day-to-day affairs. He also compels the lycanchropes that are
worshiped by the cults to accept the fealty of these groups and to
us¢ their devotion to spread evil in the world. The Iycanthropes,
for their part, arc generally bappy to have servants around. Some
of them would just as soon cat all the pesky beings or sacrifice
them ta the Hunt without Malar’s influence, however. The cults
believe that the lycanthropes favor them (by unot cating them,
montly) and that onc day they will lead the vanguard i the war
on civilization that will tear down Faeran’s citics and cstablish
the rule of the wild across the continent.

Three main cult tribes exist in Faerun, with simaller ones
expanding m other-areas or joining up with the larger groups
for increased protection and power. The largest tribe is found n
the Silver Marches, north of Silverymoon near the Cold Wood.
This group of totemic barbarians draws its membership primarily
from the Uthgardt tribes that roam the icy plains and cold forests
of the region. Its leader, Chazzar Ne, a human druid with ties
to the Gray Wolf Uthgardt tribe, believes thar the lycanthropes
are sent by Malar to defgnd the North against the ores that
Constantl)-'-ravugc the region’s natural resources.

A tribe of wild ¢ll and drow cultists in the forest of Corman-
thor has taken to worshiping the lycanthropes in that wood as
a means of survival. As the sect grows in power, however, there
arc rumblings among the raunks that survival 1s not enough of
an ncentive to continue paymg tribute to the shapechangers.
Their leader, Kaedttus, has recently taken on an advisor, Anasta
Sarth, who 1s a cleric of Kiaransalee. Sarth 1s fueling this dis-
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content in a bid to turn the entire cult over to the worship of
the Revepancer.

The only other sect of any size can be found m the jungles
of Chultr, under the leadership of a sorcerer who worships a
werebat tribe found in the northern Misteliff Mountams. He
believes that these creatures are the guardians of night, and
that without then the planet would burn under the heat of 2
never-ending sumn.

A pack of lycanthropes means trouble for nearby civilized
settlements, but the growth of a cult that worslups these beasts
15 even worse news. The sects aterace disaffected citzens of chese
towns and villages, who then infilerate and spy on the townstolk.
The Cormaunthor scet s perfectly suited to this type of niforma-
tion gachering, since the drow are naturally treacherous beings.
Ope day soon, Anasta Sarth will unleash these savage cultists
and their shapechanging idols on the drow, who she then hopes
to raise into an army of powerful undead.

In the North, Chazzar Ne bas even more grandiose plans.
She wishes to bring the Uthgardt under her command so that
they can swarm north with the lycanthropes to cradicate the ore
threat forever. Little does she know that the lycanihropes have no
such plans, even 1f she does succeed in uniting enough barbarians
under her banner. The People of che Black Blood worry that she
might become too powerful, and have considered hunting her
down in order to stop her plans.

The sorcerer-led Chultan scet s isolated from other human
settlements; it has cnough to worry about between dimosaor at-
tachs and warding off the goblin attacks that plaguc its isolated
settlement.

Arcas of influence

The Cules of the Moon are a fractured group of sects that all
have simnlar goals and direction, thanks to the prodding of Malar
and Ins allies. Toach scet has a strong leader that brings together
those under him to worship nearby lycanthropes (and 1t s always
a parucular group of bvcanthropes, not the race in general). The
three largest groups are a sort of trial run for Malar, and thew
suecess (or failure] will determme how much energy he puts into
directing the formation of more sects across Facrin.

The seer jn the Silver Marches operates out of 2 semiper-
manent et town on che plams m beeween ehie forests of the
Niyght Trees. Their teader, the drud Chazzar Ne (see page 119),
was drawit away from her former mentor by Malar’s promise of
powcr. Chazear’s sect 1s not hostile toward her former mentor
and his allies.

The drow and wild ¢Jves in Cormanthor have a settlement
northeast of Tsseimbra, two nyles north of the River Duathamper
and wichin straking distarice of che Halfaxe Trail. They work with
a tribe of wererigers that hauns the woods, coordinating hunts
and atracks on any drow patrols from the other sertlements.
Kacdtlus has recently become interested 1n the ruins of Myth
Drannor, believing chat wich che blessings of Kiaransalee and
Malar—and the muscle of the lycanthropes—she can retake che
city and bend the snythal to bor will,

RrGIONS
Cults of the Moon sects are active i the followmg regions, with
further evpansron posable anywhere lycanchropes.
Chule: The tribal viltage ar the base of the Mistclffs has
hrele conract with the outside world, but the werebats are ontly

e 4 A Black Blood cultist leaves a sacrifice for a pack of werewolves
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begimning to understand the gift that Malar has given them.
With a little prodding, the colony might look for a new haunt
-1 one of the forts that dot the Chultan coasthing,

The Dalelands: The Cormanthor drow are often targeted
by tlus Kiaransalee-worshiping scct. The cultists have avoided
attacking any of the human-populated Dale eities, figuring that
the other drow are already strrutg up cnougly attention & 1t is.
Kaedthis 15 worried that too mucht violence will bring down a
concerted effort against all drow m the forest, especially on the
heels of the recent war against the phacrimm,

The Silver Marches: The Uthgardt tribesmcen under Chavzar
Ne seek to eradicate the ores of the North. While the aivilized
folk of the Silver Marches might agree wich chis goal, they
cannot abide by the barbarians' alliance with the evil People of
the Black Blood.

Joining the cults of the moon

The Cults of the Moon are always acceptiig 11w members, and
they are rarcly suspicious of those who want o jom. Afrer all,
who can deny the awesome power ol the wercbeasts? Most of
those who join are barbariaun or outcasts —people who cannot
or do not function 1 awvilized socicty. Druids sometuncs join,
especially those looking for a deeper insight into thewr anumnal
being, and evil rangers are sometines drawn to the group as well.
The psychologica) condition of less powerful converts s usually
shaky at best; they are siply looking for a place to helong, or arc
so [rightencd of the world that they fecl the need o be protected
by beings greacer chan themsclyes. The mere thought of being
eaten by a werebeast 1s cnought to cow than inte domg anything
the sect’s leader desires

While che Chultan scct rarcly recruits from outside its tribe,
the Cormanthor and Silyer Marches sects actnvely recruit from
their respective Jocal populations—drow and wild clves in the
forest, and disalTected or donunated Uthgarde barbavians on the
cold plains. They generally recrunt survivors of a lycanchrope
attack or rargeted. individuals that they have hunted dows.
Sometnnes an entire village or tribe will be assimulated into a sect,
especially if 1t i1s from a culture vt which power and leaderslp
are synonymous. Powerful adversaries are not recruited

they
cannot ke trusted with the sect’s secrets—but some do come to the
group through varous means. The most obvious cxample of ths
15 the cleric Anasta Sarth, who joined with the Cormanthor sect
in order to bring them under che sway of her patron goddess.

Procreation remains the cule’s most effective mena of growing
its population.

costs and Benefits of
Membershlp

The prunary benefie to joining 2 Cules of the Moon scet is survival,
Anyone not affiliated with the cult that wanders into lycauthrope-
controlled territary 1s hable to be hunted down and torn to hits, and

even those towns and villages that are well established but within
reach of the shapechangers are n constant danger. The cult sees 2
membership boost 1n the days leading up to the High Hunts, and
for a few weeks afterward. Some members gain 2 thirill by bemg in
the presence of powerful lycanthropes, and others are enthralled
by the charismatic and willful leaders of these cults.

Another benefit for ambitious members is access to the Black
Blood cultist prestige class (see page 44). Some barbarians are
especially ateracted to these wild savages once they have seen one
i actiop. They might lack the shapechanging ability of a lycan-
thrope or druid, but they can combine the best of both worlds o
make themselves harbiugers of destruction when they rage. Cult
members become accustomed to the presence of lycanthropes, and
are granted a +2 bonus on Diplomacy checks when dealing with
these creatures. Any character with the Leadership feat treats a
Iycanthrope as one level lower when choosing it as a cohort.

There are costs associated with membership, however, The
People of the Black Blood take their worship of Malar seriously,
and even if a sect is not strictly an instrument of the Beastlord,
it 15 expected to take part m lis rituals as fervently as of 1t were,
Tribe mermbers grow more and jnore uncomtertable in civilization
the longer they stay with the cult, taking a =1 penalty on all
Charisma-related checks when jnside a town, aity, fortification,
or other construct of civilization. Finally, powerful applicants
to the tribe are often required to hunt down a 'good-nligned
creature—wrth a CR at least equal to the character’s—and of lex
it as a blood sacrifice to the lycanthropes. \

AcTing within the
cults of The moon

Cultists can oltcu be found hunting through the forests of
Facrin, sceking wild tribes to subjugate, lycanthropes to recrun
W allies, or discovering new lairs for staging rads on civiliza-
tion. A group might be a tribal asscinblage, or applicants sent
on a msion to prove thewr worth. Such nussions can often
take months or even years to complete—all the better for a
cult’s leader, who gets potential rivals out of the way for a long
period and gams power and starus through cheir actions. Groups
of cultists sometimes accompany a pack of lycanthropes on a
mission to mtinudate or destroy new scttlements thac threaten
to encroach upon tribal lands.

AcTing outside The
cults of the moon

Characters who were cither reared in one of the sects or who were
converted later in life have quite a bit of opportunity to adventure.
All three of the sects’” leaders have need of informaton from
outside the boundaries of the tribal lands. The lycanthropes, too,
Iike to keep up with goings-on, and might demand chat a human or
¢l enter the ewvilized lands to gather news and procure supplies.
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While creasure does not motivate any of the sects’ leaders,
they are always scarching for hidden bases and lairs within the
cwihzed lands, and they often send out adventurmg groups to
scarch for such locations. Individuals from the tribe might seek
out others to assist them who know more about local legends
and geography. Once their association 15 no longer beneficial, the
order member might brmg these associates muo lus eribal lands
where his kinsman or the lycanthiropes can csyoy slaugheering
them during the High Hunt.

The eldreth V-Cll]lj'l'h ra

The Eldreth Veluuthra 1s a group of fanacical ¢Jf supremacists

who have vowed to remove the human scovrge [rom the face
of Faeran. It views humamty as a blight upon the land, Little
better than an infestation of vernnn m dire need ol a-genocidal
housecleaning. Its members operate throughout Facrun, particu-
larly i) ancient elf homelands as well as in chose forests largely
abandoned during the Elven Rerreac, including Ardeep, the
Border Forest, the Chondalweod, Cormanthor, the High Forest,
the Moonwood, the Neverwinter Woods, and the Winterwood.
Wherever human civilization threatens elt interests, the Eldrech
Veluurhra works to slow or halt human encroachment—by any
Mmeans necessary.

The Eldreth Veluuthra was formed in 262 DR, a year alter
the founding of Myth Drannor. ln that year, five leading elf
houscs declared that they could not support the coronals liberal
attitude toward humans, nor could they allow the¢ continued
encroachment of humans into ancestral clf’ lands. Rather than
battle fellow elves, the five houses depacted Myth Drannor and
began to catalogue the crimes of humags against both narure
and the land they inhabited.

However, the organization did not formally organize until
the Weeping War (711-714 DR) and the destruction of Myth
Drannor. Naming themselves the Eldreth Veluuthra (Victorious
Blade of the People), they began to plan to strike a definitive blow.
In 757 DR, a series of murderous raids set the stage for the
protracted battle to end the human infestation of Faerdn.

Although they consider themselves to be true to the most
traditional and honored elven ideals, most clves are ¢mbar-
rasscd by the Fldreth Veluuthra and would prefer to see the
organization disappear. And it would have, long ago, if it dd
not enjoy secret support at the very highest levels of elf socety.
The Eldreth Veluuthra 15 reasonably well-funded considering
its secretive and descructive ways, and there 1s na shortage of
clyes who publicly cspouse cooperation berween the races while
privately funneling moncy, goods, magic and weapons to the
local cell of the Eldreth Veluuthra.

AtTITude

The Eldreth Veluuthra is consicered evil because of its methods,
but the individual members of the organization do not consider

chemselves evil. U anything, they think of themselves as the
carctakers of all chat v good in the world. They are constantly
surrounded by cvil coemies who would like nothing better than
o remove the last vestiges of clfdom from the face of Faeran.
Il only the other clves would wake up and see their peril, the
threat might be averted. Unfortunately, far too many.of their
kin have been deccived by humanity over the centuries, and it
therefore falls upon the Eldreth Veluuthra to act to save those
who arc not cven aware of ther danger.

Because the Eldreth Veluuthra considers wsell” to be a group
dedicated to the cause of pood, its members continue o worship
the traditional clven pantheon. The gods of the elves do not,
howcever, reciprocate these feelings. Therefore, no clerics of
the good-ahgned elven pantheon are members of the Eldreth
Veluuthra, and no member of the Fldreth Veluuthra would dare
worship a nonelf or evif deity. The members are certain that one
ot thew gods (most tikely Corellon Larethian) will eventually
recognize the merit of thar position. For many ycars, they
were forced to rely upon whatever licaling' potions they couid
purchase, find or stcal. But of Jate, they have learned (through
the instruction of the drund e lch, Lossarwyn) to tap directly
mto the divine power of nature itsell, grantimg power to druids
and rangers.

orgonizo*ri(_)n

The Eldreth Veluuthra is made up of small cells of like-minded
individual elves. Usually, most of the members of 2 cell arc blood
relatyves, further assuring the group’s scerecy and the loyalty of
its members, Each eell s virtually avtonomous, acting on its own
designs without meerference from other groups so long as those
actions further che large-scale goals of the Fldreth Veluuthra.

negions of influence

In addion to haunning ancient forests and rinned elf homelands,
cells of the Cldreth Veluuthra can be found nearly anywhere
large populations of clves are found.

Ardeep Porest: Despite its relatively small size, this forest
15 home to two cclls of ¢he Eldrech Veluuthra. One focuses on
guarding the rums of Phalorm, making sure adventurers from
Waterdeep have as dufficule a tine as possible. The other cell
spends most of 1ts cime stalking drow worshipers of Eilistrace,
who sometimes visit the Dancing Dell and the sacred rock known
as the Ladystone. The two cells rarely cooperate. The guiding
council ol the Fldrcth Veluuthra, the Vel’Nikeryma (or Blade
Lords), sometimes dispatches agents to explore the House of
Stong, a dwarf- and cMf-built rum on the edge of the Ardecp, in
scarch of magic and treasure.

The Border Forest: The Eldreth Veluuthra has found allies
among the fey of thi region. Lony harried by the Zhents, the
fey creacures of the Border Forest have become hostile ¢o all
mcruders. Despite its comparatively small size, the forest offers’
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nUINErous op}-‘)ortunincs to further the organization’s goals, so
two cells aperate within s confines. One cell concentrates on
ambushing Zhentarun agents, while the other raids along the
Daggerdale border. The two cclls find many opportunities to
cooperate, since neither is large cnough to make significant
headway on its own.

The Chondalwood: This is one of the few arcas where the
organization has made significanc progress. The Chondalwood 1s
filled wich races sympatiwetic to its cause, from the centaurs and
satyrs that roam the forest to the ghostwise halflings lurking in
the woodland’s heart. The wild elves native to this farest provide
safe haven for Tldrech Veluuthra operatives and sometimes join
its larger raiding parcics.

Carmanthor: The clf homeland of Cormanthor 1 the site of
one of the organization’s grearest setbacks, After the Elven Court
of Myth Drannor was abandoned durmy the Elven Retreat, the
Eldreth Veluuthra laid plans to see up a base and bggin to reclamm
the entire forest. But before the group could complete 1ts move, it
veas driven out by the invading drow of House Jaclre. Since then,
any Eldreth Veluuthra operating i the area have adopted the
tactic of disguising themselves as drow wiile attacking human
travelers and settiements, thus serting the stage for vsealating
reprisals berween these two hated groups.

The heart af the elf rcalm in Cormanthor, Semberholme, 13
home to numerous ¢lves, including several agents of the Eldreth
Velnuthra who strive to gain supporters withu its leadng houses.
There arc also cclls operating around Bristar and Moonrise Hull
in Deepingdale, as well as near the Tangled Trees. The Vale of
Lost Voices 1s an area sacred ta the Fldreth Veluochra.

Evereska: Surrounded by a4 ring of twelve impassible hills
and protected by a powerful miyshal, this ancient ity 1s home
to some of the noblest elf familics i alt Facran. Iv s also home
to a powerful cell of the Fldreth Veluuchra. Like othier cells
operatmg withm elf strongholds, the members here spend most of
their nnme quietly secking support, advocating the organization's
goals and spreading its propaganda, all the while sending donated
treasure and supplics out to suppart the cclls operating in the
Graycloak Hiils.

Evermeet: A loose ccll of spies who repore directly to the
Vel’Nikeryma operates on the sle of Evermeet. While the cell’s
primary purpose is to gather utformation, it also works to garner
support for the Fldreth Veluuthra amonyg the high famulies of
the sun ¢lves. The organization eyoys morce suppart among the
most influential sun ¢Jves than anyone would dare to admie or
even belicye. )

Graycloak Hills: The Eldreth Veluuthra enjoys some of its
strangest support amony the moon elves inhabriiny these hulls
near Bvercska. Memberstup in the Fldreth Veluuthra is abimost
openly tolerated here, because the threat from Anauroch and
the City.of Shade scems too great to exclude any ally, cven
unsavory ones. One ccll has dedicated wself to huntmg down a
band of human adventurers who have been rarding efven tombs
in the area.
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The Gray Porest: Ceuturics ago, the moon elves of the Gray
Forest were driven out by hobgoblins. However, a small cell of
the Eldreth Veluuthra continues to operate here, sonetnnes
artacking the hobgoblins and sowetimes alerting them to the
encroachment of hurnans into ther eregory.

The High Foresc: This 1s one ol the largest woodlands in
Faeran and home to several ¢ells of the Eldreth Veluuthra. They
are hept busy fighting human encroachment as well as keeping
close wazch on Hellgate Keep; one member of the Vel’Nikeryma
was recently slain by the demonfey of that area, and her replace-
ment on the council now leads the northern cell of the High
Forest. The organization has made an uncasy alliance with the
great treant leader Turlang, and it has working atrangements
with the forest’s centaurs and wild clves. The Vel’Nikeryma
15 anxious to learn more about rhe human settlement called
Olostin’s Hold, smce the humans there live 1o an almost elven
harmony with nature,

Within the High Forest lies a region kuown as the Dire
Waod, where an outer ring of massive albimo oaks surrounds an
imer ring of blackened, petrified trees. Inside these rings hies a
region of hills that seems to stretch (ar beyond its encompassing,
trees. The Dire Wood 15> home ta nunicrous aberrations, as well
as Lossarwyn, a druid lich who some belicve is responsible for
the “wizard weather” that sometimes erupts from this area. The
Toldrech Veluuthra is actively courting Lossarwyn (scc page 83),
since he sharcs many of its goals and motivations.

The Methwood: Talindra Amalith of the VePNikeryma leads
a cell within che Methwood. Like her, the members of this cell
are wild clves who have suffered many cruelties at the hands of
human adventurers.

The Misty Forest: In the past, the Misty Forest section of
the caravan route to Dagyerford, Secomber, and Boareskyr Bridge
was a place where travelers could let down their guard—burt not
for much longer. A ccll of the Eldreth Veluuthra recently began
operating in this area, scoutng out promising ambush sites and
setting up a secret base from which to raid. Though it has not
yet made its first attack, 1t is ouly a matter of time before this
happens. )

The Moonwooad: This region is home to numerous lycan-
thropes, some of whom arc members of the Eldreth Veluutira,
The only formal cell of the Tldreth Veluuthra in these woods 1s
often harried by the more populous and better orgaiuzed People
of the Black Blood.

The Neverwiater Woods: The Eldreth Veluuthra claims that
the forbidding reputation owned by this mysterious forest is duc
tnr no small part co the activities of onc of the oldest and largest
cells 1n the arganization. Several other smaller cells also operate
m the area.

Urlingwood: This strange forest is the proverbial and literal
“castern front” of the orgaunization. Cell leaders and other
members who draw too much attention to the organization,
who needlessly risk their members’ lives, who cannot be trusted
with sccrets, or who commit any other ceune not serious enough
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to warrant execution, are sent to Urlingwood in the country of
Rashemep. Thus, the Urlingwood cell is filled with miscreants
and fanatics; they are charged with driving the witches from the
wood, a hopeless task if ever there was one. :

The Wealdath: Two independent cells operate in the Wealdath,
each drawn from the two surviving local tribes of elves—the
Suldusk and the Elmanesse. Both groups are mostly concerned
with protccting' their tribal areas from human encroachment.
Despite numerous failures, the Vel’Nikeryma continues to send
adventuring parties into the heart of, the Wealdath in an effort
to retake the ancient elf necropolis of Myth Rhynn and restore
its ancient mythal.

The Winterwood: This forest hosts the only cell of the Eldreth
Veluuthra made up almost entirely of green elves, Considered
backward and undisciplined by many other members of the orga-
nization, the Winterwood cell rarely takes aggressive action against
humans, preferring to maintain the borders and punish intruders.
Instead, members spend much of their time devising ways to drive
Foilsunder, an old male green dragon, from their woods.

Leodership

Each cell of the Eldreth Velouthra chooses its own leader. Char-
acters wishing to obtain leadership roles within the organization
would do well to cither acquire the leadership of an existing cell
or form their own cell in a new area. Unlike in other evil orga-
nizations, members of the Eldréth Veluuthra do not normally
rise to positions of leadership through the climination of rivals.

The murder of fellow elves is contrary to the ultimate goal of :

the destruction of humanity. However, sometimes a leader might
be proven to be incompetent—or worse, in league with the
enemy—and unwilling to relinquish control. At those rare times,
a cell leader might be eliminated, but only wjth the approval of
the Vel’Nikeryma.

Alchough the structure of the Eldreth Veluuthra is cellular,
the organization is guided by a council called the Vel’Nikeryma.
At one time, the Vel’Nikeryma was made up of the leaders of
the original five families, but all but one of these have long since
been replaced as the fortunes of individuals and familes wax
and wane. Today, the council members are chosen by vote from
among the strongest and most senior leaders of individuals cells,
The Vel’Nikeryma collects and analyzes intelligence gathered
from across Faertn in order to set the long-range goals of the
organization. They rarely interfere with the actions of individual
cells unless those actions threaten the exposure of a larger goal.
Occasionally, individual members of the organization could be
asked by the council to undertake a specific mission or quest.

The current members of the Vel’Nikeryma are described
below.

Talindra Amalith (CN female wild elf barbarian 15) leads
the Methwood cell of the Eldreth Veluuthra, Of late, she has
divided her time between the Methwood and recruiting among
the wild elves of the Chondalwood.
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Saeval Calaudra (NE male moon elf rogue 8/assassin ¥)
operates across the length and breadth of Faertin, lending his
special skills to support the activities of any cell that needs him.
He serves as the voice of the Vel’Nikeryma to those who might
never otherwise encounter the leadership of the organization.
Calaudra is the youngest member of the Vel’Nikeryma.

Torynnar Rhaevaern (NE. malc sun elf lich [baelnorn™™| wizard
15/archmage 4) is the only surviving member of the original found-
ers of the Fldreth Veluuthra. His wisdom is sought for all important
decisions concerning the society. He has begun to suspect an outside
influence is at work within the organization, especially dmong the
Cormanthor cells, but he is not yet ready to speak his mind to the
full council. Although uncertain as to its source, Torynnar last felt
such a power during the fall of Myth Drannor.

Eldaerneth Spellstalker (CE male sun elf enchanter 7/rogue
8) is also a member of the Night Masks, a powerful thieves’
guild operating in Westgate. While the Night Masks are not
aware that he is also a senior member of the Eldreth Veluuthra,
neither is Eldaerneth cognizant of the vampiric nature of the
Night Masks lcadei‘ship. He plays a most dangerous game,
using his position in the thieves’ guild to funnel information
back to the Vel'Nikeryma. Although the Eldreth Veluuthra
and the Night Masks have vastly different agendas, it is likely
that his employers in Westgate would not look kindly on this
deception.

Bhyrindar “Silverhart” Tellynnan (CE male moon elf were-
wolf fighter 9/sorcerer 1/arcanc archer §) is one of the newest,
brashest and most popular members of the organization. He
leads a cell operating in the north part of the High Forest. The
organization’s failure to gain the full cooperation of Lossarwyn
of the Dire Wood and the treant lord Turlang are largely due to
Bhyrindar’s impatience with these two ancient creatures.

lxccruiring‘

Obviously, to become a member of the Eldreth Veluuthra, one
must be an elf. Only true elves need apply. This means that drow
are forbidden, as are any. half-elf combinations. The majority
of members have historically come from sun elf communities,
though recruitment among wild clves has been growing of late,
especially in the Chondalwood. Moon clves fill out the ranks,
along with the occasional green elf or sea elf.

Among the sun elves and moon elves, membership is largely
drawn from two distinct social strata: young, poor, disenfranchised
clves, and those of old, wealthy families. Wealthy elves make
attractive members because they bring with them the social
conniections necessary to expand the organization’s influence and
legitimacy within elf society. At the same time, the organization
needs strong, angry, motivated young people to do the dirty work
of killing humans and stopping the spread of human culture
into elf territory. Wild elves and, to a lesser degree, green elves
make up many of the shock troops and specialists vital to the
organization’s goals. :
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Allies -
The Eldreth Veluuthra has few public allies. The majority of

‘elves wauld-rather pretend the extremist organization doesn’t

even exist. It enjoys most of its limited support among the sun
elves, with agents and members reaching to the highest levels of
society. The other elf races also provide support, though not to
the degree of the sun elyes. It is only through the influence of
the organization’s powerful secret allies that the elves have not
suppressed the Eldreth Veluuthra completely.

Members of the Eldreth Veluuthra get along with sylvan
creatures—especially centaurs, satyrs, and the more aggressive
fey—who share their opinion of humanity. They have sometimes
been willing to form brief alliances with evil humanoid races
to accomplish a common goal, such as wiping out a human
settlement, but more commonly they work covertly to instigate
bloodshed between humans and their' evil neighbors:

Enemies

The Eldreth Veluuthra has many enemies, especially among the
humans it so desperately wants to destroy. The Harpers have, on
more than one occasion, thwarted the organization’s plans—so
members of the Eldreth Veluuthra take special delight in set-
ting ambushes for anyone associated with that organization.
They also lay traps for human rangers who dare to,enter their
woadlands, since rangers usually presage the arrival of human
settlements. Their relationship with human druids is nearly as
violent, although some members of the organization arc opposed
to attacking humans who are so obviously trying to live up to
the elven ideal.

The organization also targets races that it views as elven
abominations, such as any of the half-elf crossbreeds. A number
of voices within the organization have argued in favor of ending
the war against the drow, but this is unlikely to happen—most
of the members hate dark elves nearly as much as they bate
humans.

Although technically evil, the Eldreth Veluuthra also wars
against the more traditional foes of the elves—orcs, goblinoids,
gnolls, beholders, and evil dragons. In dire circumstances, elf
leaders have been known to recruit the Eldreth Veluuthra to
help stem some growing evil. The organization’s members have
skills and talents that, when combined with their willingness to
take on unsavory assignments, make them valuable allies against
the elves’ most ruthless foes. :

In a nutshell, the Illdreth Veluuthra hates nearly everyone who
i5 not an clf, and so it is constantly surrounded by enemies.

Joining the eldreth veluuthrd

You car’t just join the Eldreth Veluuthra. You have to be invited,
and those who seem too eager are rarely asked to join. You don’t

-find the Eldrech Veluuthra, it finds you.

Because of the'secret nature of the organization, outsiders
who wish to join the Eldreth Veluuthra will be recruited only
after a period of observation. What attracts the attention of the
Eldreth Veluuthra is an individual’s actions and deeds, not talk.
Because the organization has suffered significantly at the hands
of such organizations as the Harpers, those who seem too eager to
find a local Eldreth Veluuthra agent are intentionallly led astray
and sometimes captured and questioned. Individuals who show
promise are watched, both normally aud magically, to ascertain
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their sincerity. Sometimes, a candidate might be surreptitiously
questioned by an agent posing as a barkeep or fellow traveler. Only
after the leader of the local cell is satisfied as to her intentions
will she be approached by a member and invited to join.

The vast majority of members of the Eldreth Veluuthra
are recruited by family members who are already deeply and
sometimes secretly involved in the organization. Often, as much
as ninety pereent of any cell will be made up of siblings, parents,
children, aunts, uncles and cousins,of the cell leader. In this way,
the organization assures the secrecy ‘and loyalty of its members.
Outsiders recruited into a cell sometimes have a hard time gaining
the trust of family members, and are often given assighments
independent of the cell’s regular activities until they have proven
their loyalty.

costs and Benefits of
Membershlp

Entry into the Eldreth Veluuthra requires a vow of secrecy
that not only binds you to never reveal what you know, but
also requires you to punish those who break their vow. The
vow is binding for life, even for those no longer active within
the organization.

Because of the loose structure of the organization, individual
cells have their own rules about the duties required of their
members. Few cells adopt a purely militaristic organization with
strict rules of obedience or members living and working together
on a constant basis; that would attract far too much attention.
Most members lead independent lives, having professional and
familial duties outside the organization. A few adventuring
company-style cells have formed, but these usually short-lived,
due to the high attrition rates common to these activities. In
general, individuals belonging to a particular cell are expected
to participate in important operations, unless they are already
employed in another operation or working directly with the
Vel’Nikeryma; low-level members might be asked to take on
specific duties or smaller operations.

‘Once members have earned the trust of their superiors, they
might request agent status from the Vel’Nikeryma, which allows
them to operate in nearly any area in which the organization
might have a stake. Since humans and drow are their main en-
emies, this area includes almost all of Faerun, both aboveground
and below. Agents of the Vel’Nikeryma are expected to always act
in accordance with the long-range goals of the organization and to
regularly pass along information to their superiors. Adventuring
agents are also expected to contribute a reasonable portion of
their treasure and winnings to the nearest cell. Although they
are not required to, they are also expected to occasionally take
on missions from the Vel'Nikeryma.

In exchange, adventuring agents learn universal pass codes and
secret symbols and handshakes that allow them to be recognized
by the leaders of any recognized cell anywhere in Faertn. Since
these secret pass codes change frequently, agents are expected to
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check in with the local cell when entering its area. As.agents,
they have access to weapons, armor, equipment repair,. fresh
mounts, rest, food and water, safe haven, and healing (magical
or otherwise, if available). The cell leader might require a task
of ‘an agent if the item is particularly valuable or rare, or if the
agent spends more than a tenday enjoying the cell’s hospitality.

/—\c‘ringr within the
eldceth veluuthra

An adventuring band or cell within the Eldreth Veluuthra could
be composed of pureblood elves and their sylvan allies, such as
centaurs, satyrs, and fey. Half-elves, no matter how sympathetic
they are to the cause, are never accepted into the group. If the
adventuring party 18 within an area under the control of another
cell, it is expected to clear its mission with the leaders of the local
cell before beginning, since attacking a powerful local human
merchant (for example) might cause more harm than good to
those members of the organization who have to live in the area
after the adventurers have had their fun. Those who neglect to
keep their superiors informed of their activities risk receiving a
transfer to the Urlingwood.

Ac.*ring outside the
eldreth veluuthra

Individual members of the Eldreth Veluuthra are free (and
sometimes encouraged) to act on their own, sometimes joining
unaffiliated adventaring companics or even other organizations,
but only after they have proven their trustworthiness by serv-
ing within the organization for a period of time. As freelance
agents, they are expected to keep secret their association with
the Eldreth Veluuthra, and to pass along any information that
might be of interest to the organization. When in the company
of others, they may not associate with members of the Eldreth
Veluuthra or take outsiders to any of the organization’s hideouts,
safe houses, or weapons caches. They are also expected to make
a reasonable attempt to notify the leader of a local cell before
acting in her area. Understandably, this is not always possible, so
freelance agents of the Eldreth Veluuthra are expected to wear
in a visible manner the group’s secret markers (which might be
a picce of jewelry, a special style of cloak or boots, or the like)
so that they can easily be identified by other members of the
organization.

classes

The members of several character classes are highly prized and
vigorously recruited by the Eldreth Veluuthra. Others have no
place within the organization. ;
Barbarians: Barbarians are welcome recruits in wilderness
regions, unwelcome in civilized areas. The organization does not
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actively recruit barbarians except in those regions dominated
by wild elves (such as the High Forest, the Chondalwood, and
-the Methwood). Because of their chaotic nature, barbarians are
usually rcqu‘ired to undergo a longer period of service to prove
their trustworthiness.

Bards: Bards are prized as freclance agents. After a brief
proving period, they are swiftly placed into unaffiliated positions
as agents, spies and recruiters.

Clerics: There are no clerics in the Eldreth Veluuthra, since
the good-aligned elven pantheon does not allow for clerics of evil
a]igﬁment.

Druids: As a class devoted to protecting the elven woodlands
from human encroachment, druids are accorded special honor
within thé¢ Eldreth Veluuthra, both for-their close association
with nature and for their healing magic.

Righters: Fighters are valuable members of the organization
but are not especially targeted for recruitment except when some
large-scale action is imminent, or if 2 fighter is a specialist in
some unique or exotic weapon.

Monks: Because a monk’s first loyalty is to her monastic
order, monks are rarely recruited. Some believe that they cannot
be trusted. Exceptions to the rule exist, such as outcast monks,
but like barbarians, they are required to undergo a longer period
of service to prove their trustworthiness.

Paladins: Because of the unavailability of good-aligned divine
magic, there are no paladins in the Eldreth Veluuchra.

Rangers: The warriors of the woodlands are the most com-
monly recruited character class. Rangers are the backbone of the
FEldreth Veluuthra.

Rogues: Rogues and thieves are recruited as spies and profes-
sional treasure finders. Some thieves within the organization
specialize in robbing other elves. The Eldreth Veluuthra believes
that all elves should donate to the cause, whether or not they
agree with it. :

Sorcerers and Wizards: These two character classes. are
heavily recruited in all regions. Magic is essential to the group’s
SUCCess.

In addition to the standard classes, the Eldreth Veluuthra also
recruits and/or trains in the following prestige classes:

Arcane Archer: This prestige class provides vital arcane
specialists within any military strike force. '

Assassin: Assassins fill an essential role in the organization.
The Eldreth Veluuthra always trains its own assassins and never
hires an assassin from other organization.

Evereskan Tomb Guardian: Members of the Eldreth Ve-
luuthra are particularly suited to this prestige class dedicated to
the protection of elven tombs.

Hierophant: These archdruids offer an additional level of
magical ‘power and wilderness knowledge to the organization’s
activities. :

Justice of Weald and Woe: This prestige class originated within
the Eldreth Veluuthra and remains one of its most carefully

guarded secrets. Justices of weald and woe are called upon for
the organization’s most dangerous and vital operations.

Aadventures

Current or prospective members of the Eldreth Veluuthra can

find adventure in many places, and not all of them need involye

attacking human homesteads. They might be asked by a member

of the Vel’Nikeryma to perform some task, such as:

* Search for portals in the Cloak Wood south of Baldur’s Gate
(low-level).

+ Hunt down a band of adventurers who have been raiding
ancient moon elf tombs in the Graycloak Hills (mid-level).

** Drive the human druid Pheszeltan from the Forgotten Forest
in the Western Heartlands Chigh-level).

LOSSQrwyn the 1ce Lich

,

In addition to being a druid lich, Lossarwyn has a strong af-
finity for cold and ice. He became an undead creature and was
trapped inside a glacier for several centuries before being freed.
Now, his aura and his touch are as cold as the glacier that once
held him. ¢ :

Lossarwyn the Ice Lich: Lich druid lS/hierophai)t 1; CR 23;
Medium undead; HD 19d12; hp 152; Init +5; Spd 30 ft.; AC
21, touch 15, flat-footed 19; Base Atk +13; Grp +16; Atk +17
melee (1d6+3, staff) or +17 melee (1d8B+5 negative energy plus
paralysis, touch); Full Atk +17/+12/+7 melee (1d6+3, staff) or +17
melee (1d8+5 negative energy plus paralysis, touch); SA fear aura,
paralysis, spell-like ability (contagion 2/day); SQ damage reduction
15/bludgeoning and magic, immunities, a thonsand faces (as a/ter
sedf; at will), trackless step, +4 turn resistance, vulnerability to
fire, wild shape 6/day (elemental 2/day), woodland stride; AL
NE; SV Fort +14%, Ref +7*, Will +18*; Str 16, Dex 14, Con —,
Int 16, Wis 19, Cha 17.

“+4 on saves against spell-like abilities of fey.

Skills and Feats: Concentration +12, Craft (alchemy) +30,
Heal +25, Hide +18; Knowledge (nature) +25, Knowledge (druid
religion) +22, Listen +11, Mave Silently +10, Search +8, Sense
Motive +10, Spellcraft +22, Spot +8, Survival +10; Improved
Initiative, Magical Aptitude, Natural Spell, Scribe Scroll, Spell-
casting Prodigy™ <, Spell Penetration, Strong Soul™®<,

Typical Druid Spells Prepared (caster level 19th): O—desecs
magic (2), gnidance (2), putrefy food and drink, resistance;
1st—camouflage™, enrage animals® (DC 1), entangle (DC
15), jump, longstrider, ohscuring mist, endure energy (fire);
Wnd—fog cloud, heat metal, resist energy (fire), summan swarm,
tree shape, warp wood; 3xd—meld into stone, poison (+17 melee
touch, DC 17), sleet storm, wind wall; 4th—&light (DC 18), dispel
magic, ice storms, land woms™M* (DC 18), spike stones, unholy
beast; Sth—mass contagion*™ (DC 19), call lightning storm (DG

19), stoneskin, transmute mud to rock, transmute rock to mud;
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6th—antilife shell, greater dispel magic, move cayth, transport via
plants; Tth—bharm (DC 2L), mark of the unfaithful, true seeing;
I 8th—finger of dearh (DC 22), repel metal or stone, whirlwind
(DC 22); 9th—anathema®, storm of vengeance (DC 23).
*New spell described in Chapter 2. :
= Langnages: Common, Elven, Sylvan, Druidic.

Possessions: amulet of natnuval aymor +3, ring of protection +3,
wand of baleful polymorph (30 charges), staff of necromancy,
divine scroll of elemental swarm, wall of thorns, and
wall of ice.

CoMBAT
Lossarwy1r’s niatural weapons are treated
as magic weapons for the purpose of

4 overcoming damage reduction.

: Fear Aura (Su): Lossarwyn is
shrouded in a dreadful aura of deadly b
cold and evil. Creatures of less than § :
HD in a 60-foot radius that look at

j the lich must succeed on a DC 21

t.' Will save or be affected as though

| by a_fear spell from a 20th-level

: sorcerer. A creature that saccess-

' fully saves cannot be affected
again by Lossarwyn’s aura for
24 hours.

Paralysis (Su): Any li‘ving crea-

ture struck by Lossarwyn’s touch

- attack must succeed on a DC 21 4
Fortitude save or be permanently 1}

i paralyzed. In addi- i

' tion, the victim’s gy~
body temperature ' '
drops to that of
the surrounding en-

vironment. Remove paralysis or
any spell that can remove a curse
can free the victim (scc the bestow curse spell description, page
203 of the Player’s Handbook). The effect cannot be dispelled.
Anyone paralyzed by Lossarwyn seems dead and cold, though
a DC 20 Spot check or a DC 15 Heal check reveals that the
victim is still alive. :

Spell-Like Ability: As a hierophant, Lossarwyn has chosen
to give up one 3rd-level spell slot in exchange for being able to
use, as a spell-like ability, contagion twice per day.

Immunities (Ex): Lossarwyn 1s immune to cold, electricity,

poison, polymorph (though he can use polymorph effects on
himself), and mind-affecting spells and abilities.

Wild Shape (Ex): Lossarwyn can change himself into any
animal of Tiny to Huge size six times per day. He can also change
himself into a2 Small, Medium or Large elemental twice per day.
Because he is undead, normal animals avoid him even while he
1s in an animal shape.
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BACKGROUND
In ancient times, Lossarwyn was one of the most powerful elf
druids of Cormanthor. As humans began to encroach upon the
forests, he was one of the strongest voices for war against them.
But when the elves of Cormanthor signed.the Dalelands Pact, he
despaired for the future of the wild places. He saw humanity as a

disease to be eradicated, and gradually came to realize that humans’

have remarkable resilience against nearly every hardship—except

disease. Thus began his long

downfall as he sought-a plague
that would destroy humankind
once and for all.

He began to travel from
land to land, going wherever
there was rumor of plague,

using his vast knowledge of
alchemy and healing to
cure the sick. For those

he saved, he seemed a

gift from heaven and
won wide renown for his
medical expertise. What
he couldn’t heal through
natural means was cured
through the divine inter-
vention of the cadre of
priests who followed him
like disciples. They came
from many faichs and many

lands to join this strange elf
druid who seemed to have
forsaken his forests to help
mankind. For all his fame,
Lossarwyn seemed to resent each
success, yet his dark moods and relentless spirit
only attracted more followers. Some whispered
that all was not as it scemed with the great
physician, that at times he disappeared for days or weeks. Others
said his renown was ill-deserved, since his most difficult patients
tended to disappear.

His mission to eradicate humanity continued, despite all
the human lives he had saved. Lossarwyn was searching for a
plague that had no cure. Whenever he came across a disease that
seemed especially virulent, he would whisk away its victim for a
detailed study, research that often ended the life of the one he
had ostensibly come to heal. Many discases seemed promising,
but most had the drawback of difficulty of transmission. It
seemned that magical assistance was needed, which led Lossarwyn
to study necromancy, thus renouncing the deepest strictures of
his faith. '

After many years, just when he seemed on the verge of
discovery, his goal of loosing a plague upon mankind was finally

uncovered by a jealous rival, and he was revealed to his fellow’
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druids. They declared his crimes unforgivable, and they prescribed
a secret death by assassination for Lossarwyn rather than allow
the general public to learn of his plots. But Lassarwyn fled
rather than face punishment and was pursued by three of the
most powerful druids of that time. They chased him north inte
the frozen lands and at last cornered him m glacial cavern. A
magical battle ensued, and Lossarwyn died and was frozen into
the heart of the glacier, lost forever (or so it seemed). But as
he breathed his last, Lossarwyn made a pact with darker forces
that resulted in his being cursed with undeath. In their malice,
those dark powers did nothing to free him, and so Lossarwyn
remamed frozen in the ice for many centuries.

At last there came a summer warmer than any in memory.
‘The glacier receded, freeing Lossarwyn. Fearing the long memory
of the elves of Cormanthor (and unaware of the destruction of
Myth Drannor), he traveled west until he came to Amn, and
there he fell in league with a cabal of dark spe]lcasters called
the Twisted Rune. His unusual status and powers allowed him to
rise swiftly in the cabal, and all the while he continued his dark
research, more determined than ever to destroy humanity. When
at last he approached a priest of Myrkul with his plan, thinking
he would find a sympathetic ear, he was again betrayed—this time
by the Twisted Rune. Again Lossarwyn fled, seeking refuge i the
High Forest, but his enemies soon caught up with him at the Dire
Wood. His druid powers made him a formidable opponent even
against the combined might of the Twisted Rune, so rather than
fight him, the spellcasters trapped him with a powerful maze
spell. He is able to roam the-Dire Wood at will, but cannot find
his way out.

Recently, agents of the Eldreth Veluuthra heard rumors of
Lossarwyn, one of their most ancient and revered heroes, and
they sought him out in the Dire Wood. Although they have not
yet managed to establish a formal alliance with the druid lich,
he did agree to train several members in exchange for their aid
in freeing him from the Dire Wood. He has taught them his
method of drawing upon the divine power of nature, freeing them
of the need to call upon a deity for their spells. The addition of
Lossarwyn to the Eldreth Veluuthra would significantly increase
the organization’s power and prestige, and although he has not
yet been freed from his leafy prison, he remains an extremely
important figure in the organization’s future plans.

monks of the
pack Moon

The Monks of the Dark Moon are a sect of sorcerer-monks
who have dedicated themselves body, mind, and soul to Shar, the
Lady of Loss. The monks are her assassins, her enforcers, and

her shadewy agents. Their training is diverse, as are their skills,
and their devotion to their Lady is absolute. The organization’s
leaders have direct contact with their goddess, and are not subject
to the authority or will of her clergy. The monks are a completely
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independent organization, giving Shar an incredible. range of
talents to call on in times of need.

This sect of Sharrans is relatively new to Faerun, Shar
chose her most trusted mortal servant, Alorgoth, The Bringer
of Daoom, to recruit and train the first wave of monks, who
set out from their secret lair around three years ago. Train-
ing has since come under the purview of a group of Sharrans
representing almost every facet of her worship—three pricsts
tend to the monks’ spiritual development, four monks and an
assassin oversee their martial training, and a powerful sorcerer
whose mastery over the Shadow Weave is unrivaled instructs
recruits in the most dangerous of Shar’s gifts. This group has
just finished training its second class of mouks, and 15 now
fanning out across the continent to recruit more dark hearts
into service.

Most Faertnians are blissfully ignorant of the existence of this
group, but Shar’s enemies know only too well of its increasing reach
and power. Since the first wave of students reached the culmination
of their training, Shar has wielded them with brutal efficiency—and
with little regard for their lives. Monks of the Dark Moon have
sacked a temple of Chauntea in Purskul, assassinated the leading
priest of Loviatar in Cormyr, and turned a holy site of Seliine into
an unholy node of evil arcane energy. The fact that the Monks of
the Dark Moon keep their existence, whereabouts, and identities
secret is the only thing that has kept them from becoming one of
the most feared organizations in Faerun.

Areas of influence

The Monks of the Dark Moon began their existence in an
imposing stone monolith in the city of Purskul, the first shrine
dedicated solely to Shar’s new strike force. The shrine’s existence
1s known to all, but what goes on within its walls is one of the
order’s most guarded secrets. Those who enter the shrine to train
cither become faithful servants of the Lady of Loss or end up
serving as living training dummies for those within. Even most
clerics of Shar refuse to enter the shrine, for its deadly reputation
i5s most well known among their ranks.

The monks have since spread across Faeriin, establishing other
shrines and safe havens wherever they go. A shrine beneath the
northwestern foothills of the Sword Mountains serves as a meet-
ing place and training ground for order members who operate in
the northern Sword Coast. A desecrated shrine to Seltne on the
southern edge of Cormanthor now operates as an evil node and
hideout for Dark Moon monks in Cermanthor and the Moonsea.
Sembian and Cormyrian recruits are taken to a mountain base at
the summit of one of the Thunder Peaks; the mountain refuge
is guarded by a clan of manticores that have been swayed to the
dark goddess’s cause. Yet these are not the most remote training
grounds that the monks have founded: Deep in the Calim Desert,
where the worst magical storms blow, is a buried series of tunnels
scoured out.of a hill by the blasting sands of this tormented land.
The most stoic and doughty of the Monks of the Dark Moon
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come from this monastery, which takes an individual of unusual
constitutjon and willpower to even reach.

REGIONS
The following regions are prime recruiting spots for- the Monks
of the Dark Moon; even though many of them overlap with a
number of the Sharran religious cells, the operations of the two
groups are almost wholly independent.

Amn: The Monks of the Dark Moon began in Purskul, and
that city is still home to the group’s most holy monastery. Amn
and the surrounding regions continue to be hotbeds of recruitment
for both the Monks of the Dark Moon as well as their Sharran
comrades.

Calimshan: Although the clite of the great city of Calimport
are too lazy and pampered to undergo the rites of the Monks of
the Dark Moon, the city’s lower classes are inured against the hot
sun and other brutal conditions of their native land. They have
learned enough of the ways of the rich to be jealous and vengeful,
however, which plays right into the hands of Shar’s teachings.

Cormanthor and the Moonsea: The Monks of the Dark Moon
are relative newcomers to this region, but the reemergence of the
dark elves and the chaos created by the absence of Lolth have
given Shar hope that she might recruit some of the drow into
her service.

Sembia: The Sernbian monks work more closely with the clergy
of the region than any other, and the Sharran infiltration of the
Sembian noble houses is a great aid in recruiting new monks,

Sword Coast: The monks here enforce Shar’s will along the
coast from Waterdeep to Luskan. They do not travel too far into

P —
EviL ORGANIZATIONS
p—

the North or the Silver Marches, because Selune’s influence radi-
ates too strongly from Silverymoon for them to be etfective.

Joining the _
monks of the park moon -

The Monks of the Dark Moon take on a new slate of recruits thI
each monastery every fourfeen months. The hopefuls are drawn
from those who are already indoctrinated into Shar’s mysteries, and
even then, only those who show incredible devotion to, her ideals
are admitted. The rigorous training and vileacts that all recruits
‘must perform weed out most of the order’s enemies; the faithful
of Shar guard their secrets better than anyone else in Faerin.

The first principle is that any new recruit must be a young
adult. Children are not drafted, because their capacity to under-
stand the evil to which they are dedicating their lives has not yet .
fully devecloped. Those with sorcerous talents might be watched
and guided from an early age, but full recruitment does not take
place until they have reached maturity. Recruits must be among
the strongest in their faith, but under no circumstances can they
have taken the oath of priesthood. Shar commands that her
priests and monks be separate, so both can carry out her will
without camplication. Finally, recruits must have demonstrated
the potential to develop sorcerous abilities. This last was the most
stringent requirement that Shar handed down to Alorgoth, and
many recruits have fallen under the sacrificial knife for lying
about such potential. :

The Monks of the Dark Moon do not accept any member who
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does not undergo their training. The year-long training does not

Monks of the Dark Moon do baitle with a contingent of Seldwmite clerics
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always produce powerful members, though, and some graduates
have not yet mastered their martial or arcane abilities enough to
harness them on any level. A character who was already a monk
or a sorcerer could be invited to Jjoin as long as he fulfilled the
three principles, and his training would focus on the aspect of
the training that he lacked. Likewise, green candidates will often
show aptitude for one class or the other, but not both, and so
leave the maonastery with only rudimentary skills as a monk or
sorcerer. The training can certainly have been undertaken before
a character picks up his first class level.

costs and Benefits of
Memberslup

In order to join the Monks of the Dark Moon, an applicant
must completely devote himself to Shar in every facet of life. It
takes fourteen months of one's life sitply to undergo the trials
and training provided by the order, and after that, a lifetime
of dedicated service looms. The members of the order are not
trained for treasure hunting, but any treasure they do happen
upon is considered a part of the organization rather than the
individual’s property. That said, the order’s leaders are not unfair
in the distribution of such bounties, and they recognize that the
finder is often most benefited by it.

Members gain the protection of Shar and her, worshipers
wherever they go. A Monk of the Dark Moon who identifies
himself to a Sharran cell will be treated very graciously, sice no
follower of the Lady of Loss wants to risk hampering someore
who mught be on a personal mission from the goddess.

The order also teaches all members the Zesser shadow tenta-
cle"” and greater shadow tentacle™ spells when they reach the
appropriate caster level. These spells are gifts from Shar, and do
not take np the character’s normal spell slots. The Monks of
the Dark Moon are taught to fight alongside their brothers and
sisters, and so any time two of them fight side by side, each gains
a +1 circumstance bonus on both Armor Class and attack rolls.
These bonuses disappear if an individual moves to a square that
is not adjacent to a Dark Brother or Dark Sister, as the monks
call their peers.

Acﬁngr within the
monks of the park moon

Sometimes a job is tao big for one agent to complete, such as the
sacking of the temple to Chauntea in Purskul and the assassina-
tion of all its priests. Shar does not hesitate to assign the right
number of individuals to a job, even if it means combining the
forces of her clerics with those of her monks. She has shown
this wisdem in the recent pairing of the accomplished Monk of
the Dark Moon, Aloii (see page 121), with the priest Damian
Krale (see page 115) in the Western Heartlands A trained
Sharran monk can make an excellent support character for a

EviL ORGANIZATIONS
___.,_,_

group composed of priests, warriors, and rogues dedicated to
the Lady of Loss.

Ac‘ri_ng outside the
monks of the park moon

A Monk of the Dark Moon would have a hard time acting in
a group that was not made up of others of his order or at least
those of the Sharran faith. He might disguise himself and hide
his true motives in order to travel less conspicuously, or he might
even join the group of someone he was tracking in order to gain
an edge when the time came to strike. A Monk of the Dark Moon
might need something a group of PCs has—perhaps a key to the
dungeon in which he can find a holy relic, or some other target
that he has been instructed to destroy.

shacran cells

Shar’s worship is one of the fastest growing evils in Faertn, and
her clergy and worshipers threaten the stability of many of the
regions in which they have taken hold. The church of Shar is
composed of cells that act independently of one another, often
without knowledge of the other cells. In fact, the secretive nature

of these cells often means that the identities of a cell’s members
are known only to that cell’s leader. The primary goal of every
cell is to bring as many Faeranians under Shar’s influence as pos-
sible, sa that eventnally their dark mistress can win her eternal
war against her sister, Seline. To this end, the worshipers of
Shar spread themselves throughout the populated areas of the
continent, searching for weak minds into which they can sow
thoughts of meaninglessness and revenge.

Shar’s influence 1s felt m every region of Faerin, from urban
cells that play upon the fears and jealousies of the wealthy,
to rural-groups, to the wandering Monks of the Dark Moon,
who bring pain to all who oppose her. Everyday citizens know
little about the cells in their afca, often not ¢ven realizing
that the Lady of Loss is represented nearby. The church only
contacts those it wishes to corrupt or those it thinks can be
useful in some way. The Sharrans prefer to go about their
dark business in secret, with as little interference as possible.
If locals did know what the cells were up to—ritual sacrifices,
the propagation of murder and revenge, and the establishment
of cults that undermine local religions—it would not be long
before they sought the aid of adventurers to protect them from
the church.

Aareas of influence

Because of the secretive nature of the church of Shar, its wor-
shipers have no centralized base of operations. The Temple of
Old Night, the largest temple to Shar in Faerin, can be found
in Calimport. This temple in the desert is the closest thing to a
rallying point Shar’s clergy has, and bundreds make 2 pilgrimage
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The leader of a Sharras cell Iures a gullible noble into ber clutches
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to the site each year to gain their Lady’s guidance. The
temple also makes for a convenient place to gatheruseful
contacts, to spread information that can be disseminated
to the clergy at large, and to cool one’s heels during times
of trouble within a particular cell or after defeat at the
hands of opponents. - %

The Western Heartlands have seen quite a bit of *

Sharran activity of late, leading many to suspect that
the Mistress of thie Night has big plans for the region.
Rumors are spreading of a grand new temple being
built in a secret location, although all efforts to find
such a place have ended in failure. Aside from a few
tidbits reported here and there by adventurers and spies
representing the clergy of Scline, information about
the Sharrans’ intentions has been sparse. In truth, a
strong priest has become a unifying force for the clergy

in the region, backed by a clan of monks who are not

affiliated with the Dark Moon sect. All the cells in
the rcgfon have fallen under his sway, although they
are still not unified as 2 whole. Seliine has commanded
followers from Baldur’s Gate and Waterdeep to go to
the Western Heartlands and determine the nature of
Shar’s new threat.

" Sembia has always been a haven for Shar’s clergy,
who find the intrigues and greed of the city fertile
ground for the goddess’s temptations. The recent chaos
in Cormyr has attracted the attention of some of these
clergy, who have seant underlings into the region to
establish footholds among the bickering noble families.
This act has only served to intensify the strife within
the region, and at least one noble family has fallen so
completely under Shar’s influence that its manor houses
now feature dark dungeons in which blood sacrifices
take place several times a month,

REGIONS
Sharran cells are active throughout Faerun, but the
following regions have seen increased activity of late or
are bastions of the Dark Goddess’s power.

Calimshan: The site of the largest temple to Shar
in the Realms, Calimport has long been a favored
destination for pilgrims devoted to the Lady of Loss.
Even more than in Sembia, the intrigues and delicate
social customs of Calimshan lend themselves well to the
corrupting influence of Shar. Her priests sow mistrust
between those of the same social status, and manufacture
slights that are sure to infuriate the most respected
merchants and those of noble title.

Cormyr and Sembia: Shar’s network of clergy spreads
throughout these two regions, playing off the greed
and jealousies of their noble families. It is well known
that che Sharrans have their claws in the intrigues of

the merchants of Sembia, but so far their activities in°

Cormyr remain out of sight.
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The Great Rift: Shar’s insidious message has taken root in an
unlikely place—the tunnels beneath the Great Rift. The Mistress
of the Night counts caverns and the Underdark among her port-
folio ever since she killed Ibrandul during the Time of Troubles,
and though she is not known as a patron of the dwarves, she has
captured the minds and spirits of one dissatisfied group of gold
dwarves in the region. Their leader, Darger Ironmoot, is an ousted
prince who has vowed revenge on his family. In the absence of a
strong miilitary following, he has turned to Shar’s teachings to
find 2 way to wreak havoc on those who cast him aside.

Shade: Shar has once again taken an interest in the slave race
known as the krinth, and has dispatched one of her most trusted
priests to filtrate the City of Shade. So far he has had little
success finding those willing to listen to Shar’s promises, but he
1s clandestinely aiding the city’s growing krinth underground
movement,

The Western Heartlands: Rumors of strange happenings
connected to the priesthood of Shar have been coming out of
Daggerdale and Iriacbor for the past few months. All investiga-
tions into these rumors have come up empty-handed, yet the
stories of a secret temple and a Sharran plot still spread. A strong
leader has emerged to influence the actions of all the cells in the
region toward a common goal, but just what that goal is remains
to be seen.

mi==th
Joining a sharran cell
The clergy of Shar is always looking for new recruits, not just to
fill the ranks of the priesthood but also to act as followers, con-
tacts, and spies. Recruiting is an ongoing process wherever a cell
operates. Because of the nature of Shar’s warship, open recruiting
1s impossible in most places in Faertin. Most of the work is done
face to face, individual by individual. Sometimes the conversion
of a new member is a long, slow process; other times it occurs
quickly, through the promise of forbidden knowledge and power
over others that the recruit finds too enticing to ignore. This type
of rapid recruiting has the additional advantage of maintaining
secrecy about the cell. Since an individual likcl)-: never has access
to more than one member of a cell before he is inducted into the
group, no recruiting effort puts the entire group at risk.
Becoming a member of the church is no easy matter— Shar
demands much of her followers, and each is expected to perform
vile acts from her day of induction until she meets her end. The
secrecy of Shar’s church in most areas means that those interested
m her teachings us‘ually find it difficult to locate a member
of the clergy. Most often, a prospective member is contacted
after the church already knows that the individual is open to
a dialogue. Those who have recently been slighted, for whom a
secret revealed would be devastating, or whose dark hearts would
be better-bent to Shar’s will, all find themselves targets of her
servants’ advances. J
Shar’s teachings appeal to people of all races, professions, and
social standing, Jealousy and secrets prevail throughout societies
everywhere, so Shar has a large base of potential followers to
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draw from. She prefers those who are strong enough to take care
of themselves, but with a physical ar psychological weakness that
draws them to seck comfort from others. Users of the Shadow
Weave are considered particularly attractive recruits, as are
warriors who have proven unfazed after committing heinous
atrocities. Untrained followers are recruited when the possibility
exists that they could grow useful to a cell, ¢ither by developing
martial or magical abilities, becoming -devout priests, or by
providing a useful contact in a city or surrounding region.

costs and Benefits of
Membershlp

Shar is despérate to gain followers of late, so much so that she is
willing to accept anyone who can prove his or her commitment
to her evil principles. Those who wish to merely worship Shar
must simply declare their affiliation, as with-any other god, For
those who want to work with a local cell, or perhaps ¢ven becomne
a priest, the price is much higher. Once an individual has been
contacted, seduced, and made ready to join, he must commit an
act of great evil in Shar’s name. This act almost always involves
violence against the petitioner’s close friends or family. Such acts
are much easier to persuade a new member to perform when
the individual has been recruited based on the revelation of an
unfaithful lover or backstabbing family member.

The most immediate benefit to joining a Sharran cell is
protection against the cell’s depredations. Although becoming a
mere worshiper does not assure an individual of full protection,
such an individual is unlikely to be the target of an abduction
or murder in Shar’s name. Becoming a Sharran devotee opens
a number of avenues for personal growth to those with the
ambition to pursue them. First, the sccrets of the Shadow
Weave are only safely learned by one loyal to Shar. Renegade
Shadow Weave users are watched or hunted by Shar’s priests for
daring to defile her unholy gift to the world. Second, a person
who works his way up in the ranks of the Sharran clergy or
becomes particularly useful to the cell or the goddess herself
gains access to secrets unknown to most. Since the cells work
independently, such a person has great freedom to pursue his
own agenda and to call upon the resources and members of the
cell toward that end.

AcTing within a sharran cell

An adventuring party dedicated to Shar is almost always led by 2
charismatic priest who interprets the Lady’s will and directs the
group accordingly. Missions that such a group migllr bndertake
are varied, from the assassination of an important Selinite
priest and his entourage, to the recovery of an artifact that
channels the power of the Shadow Weave. Such a group might
work with a cell, be independent (this is often the case if one or
more members are of the Dark Moon sect of monks), or be a
cell unto themselves. >
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Ac.Ting outside a sharran cell

If a singlt member of an adventuring party is a Sharran devotee,
his companions might not know it—even if they have adventured
with him for years or known him their entire lives. Since Shar’s
fasthful thrive on secrets, it would not do for a Sharran working
with others to reveal his true identity and motives. The character
must be charismatic without being a leader, subtly shifting the
party’s goals and movements to benefit his cell. He might suggest
an out-of-the-way destination when_ it’s time for the party to
replenish their gear, so that he can make contact with another
cell member or quietly exterminate a local devotee of Sellne.
If the party is close to discovering a Sharran cell or a Shadow
Weave node (see page 98), the character might contrive some way
to steer them in another direction. Whatever his motivations,
a Sharran in a party of nonbelievers lives a life of lies, trickery,
and deception.

The unworthy of
ilsensine

This relatively new cult worships the illithid goddess Ilsensine
and is directed in that worship by an outcast mind flayer cleric
named Qooql (see page 116 for statistics and other details). The
cult resides in a series of winding caverns beneath the Giant Run
Mountains, south of Trader’s Road along the Dragon Coast.
The cult is made up of Qooql, his stone giant cohort, a tribe of
grimlocks that have come to revere him, and a clan of shield
dwarves who have been charmed for so long they now believe
that Qooql is their only hope in the world.

The shield dwarves act as emissaries to the outside world,
often traveling to nearby cities to pick up imformation, gather
supplies, and spread rumors that benefit Qoodl and the cult. The
grimlocks, on the other hand, are Qoogl’s muscle. They protect
the cult’s caverns from incursions from the Underdark, as well as
the occasional adventuring band or curious interloper from above.
Although Qooql has just in the past few months consolidated
his power and finalized control over these two groups, the mind
flayer already has big plans for the surrounding region.

Qooq! first made his way toward the surface from the mind
flayer city of Oryndoll, where he had made a pilgrimage to seek
out the wisdom handed down by the avatars of Ilsensine, who
had twice made an appearance in that city. For reasons known
only to it, the city’s elder brain rejected Qooql, and he was not
allowed to enter the city. Believing this to be a test, the mind
flayer lurked at the edges of Oryndol! for weeks. Finally he made
another attempt to enter, only to be repelled by a force of thralls.
Unable enter the city and suspecting an alliance of false priests
was arrayed against him, he turned away from the city and headed
toward the surface, where he encountered a band of stone giants
from the village of Cairnheim.

He successfully charmed the leader of the band and asked for
an audience with his chieftain, whom Qooql also thought he could
manipulate. The chieftain, however, turned out -to be a crafty
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stone giant lich called The Dodkong, which spelled trouble for
the illithid priest. Realizing the mind flayer had charmed one of
his greatest hunters, the Dodkong ordered Qoogl to be destroyed.
The illithid managed to convince his charmed ally that the
Dodkong was insane and meant to kill them both, and the two
fled the caves of the stone giants as quickly as they cotld. Qoogl
wandered for a few more weeks before rumming into an ambush
prepared by a tribe of grimlocks. Qooql used his mind blast on
the ambushers, but rather than killing them he granted them
“amnesty” and followed them back to their lair after charming
all but one of the party, which he consumed after the rest had set
out. The grimlocks in the lair were surprised that the mind flayer
had not destroyed their comrades, and were doubly impressed that
he seemed to be speaking with them as though he regarded them
as something other than slaves. It did not take long for Qooql to
turn this favorable attitude to his advantage, and the grimlock
tribc soon became his servants.

The next group to come under his sway was the Ironhand
clan of shicld d\i'rlrves, who lived in a settlement built partly
upon and partly underneath the mountains. The dwarves proved
quite resistant to Qooql’s charm power at first, and their reaction
almost led to a war between them-and Qoogl’s grimlock servants.
The mind flayer eventually wore them down and had the entire
clan charmed. He conviiced the dwarves that he was not evil,
and that he had come to the surface in order to seek redemption
from a world that had turned its back on him.

Now, Qoogl has the dwarves working under the assumption
that they are building an army strong enough to drive the Dod-
kong from the mountains and rid the region of giants forever. The
dwarves, naturally inclined to be sympathetic toward that goal,
have allowed themselves to be turned into Qoogl’s servants. They
now act as his eyes and ears in the world above, often traveling
to cities as far away as Iriacbor and Westgate for information
and supplies.

Areas of influence

The Unworthy of Ilsensine works out of an ever-expanding
network of caverns and tunnels in the northern part of the
Giant Run Mountains. Qooql has not attempted to expand his
network beyond this secret, easily defended position, for fear of
bringing unwanted attention to his work. The shield dwarf clan
has suffered some attrition in its numbers, but the grimlock tribe
has nearly doubled in size under the supervision and control of
the mind flayer. Even though the Dodkong sometimes sends
forces underground to root out his enemies, Qooql is content to
live there until he can make a serious play for control of one of
the cities on the surface.

To this end, Qooql has his eyes set on Westgate, and is firmly
entrenched in the politics of the city—at least the part of it that
lies outside the purview of the Night Masks. He sends dwarf
emissaries (rogues would be a better term) to the city to make
overtures and bribes, to search for weaknesses in the city’s power
structure, and to gain contacts and allies that could benefit him
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when the time comes to make his move. He has also
recently become interested in [riacbor, although he
-has no real plans for the city at the moment.

REGIONS
Qooql is fairly contained in his cavern home beneath
the Giant Run Mountains, but he sends more and
more agents out with each passing month, and his
list of contacts and allies 15 growing.

Amn: The Giant Run Mouutains jut out of the
grotind in this region, and the dwarves and grimlocks
found underneath these mountains might have
some experience with the customs and culture of
the Unworthy of Ilsensine.

Dragon Coast: This region holds the most inter-
est for Qoogql, since its reputation and society might
allow for a mind flayer to openly rule a city within
the area. He has a fairly well-established network
of contacts there, and his knowledge of the region’s
inner workings has grown extensively in the past
few months.

The Western Heartlands: While Qoogl has little
influence in this region, he is almost ready to send -
out feelers to the city of Iriacbor. He doesn't want
to use his shield dwarves for this task, because he
fears too much exposure could bring nosy heroes
around, but he would not be above dominating (or
hiring, if it came to it) a group of freelancers to

give him the rundown on the city’s politics, culture,
and power elite.

Hiustration by Wayne England

Joining the unworthy
of ilsensine - -

Qoogl’s recruiting cfforts take place outside the
main membership of his cult, as he attempts to
establish contacts and independent agents within
the city of Westgate. He continues to assimilate
smaller groups of grimlocks into the main body of
his organization, and is planning for the long term
by controlling their breeding. He also encourages a
higher than normal reproduction rate among the
shield dwarves, often using his psionic abilities to
“encourage” pairings and speed along the courtship
process. Qoogl uses gold- to augment his psionics,
especially when it comes to outside recruitment.
i His influence spans the Dragon Coast, including
! members of several prominent families and guilds.
A band of pirates in the Dragonmere is completely
controlled by the mind flayer, although no one but
the leader is aware of the fact—and even the leader
believes their benefactor to be a powerful noble
rather than an abomination from the Underdark.
Skilled adventurers are of interest to the mind
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flayer as well, since they can travel the surface world and bring
back information and treasure, items crucial to the success of
Qooql’s strategies.

Grimlock and shield dwarf characters could start play as
members of Qooql’s cult, or some contact with the cult could
be worked into the character’s background. Joining the cult
after one’s career has already begun usually involves a financial
transaction, perhaps a bribe or a payment for services rendered.
While Qooq! is not above using his charm monster ability to
gain friends, this 1s not the optimil way to introduce player
characters into his service. Adventurers who show no hesita-
tion to commit immoral and unethical acts might come to his
attention if they are in the area, and he always sizes up visitors
to the dwarf enclave as possible recruits (willing or unwilling)
for his organization.

costs and Benefits of
M(:m.bcrslup

Adventurers who join with Qoogl can continue their adventuring
careers, but must bring him tributes of gold, magic, and informa-
tion on a semiregular basis. He expects them to provide him with
information on the areas in which he is interested, and particularly
wants to hear about cities in the surrounding regions in which
he has no contacts. Such groups are instructed to make contact
with intelligent evil creatures rather than rush in to kill them,
so that Qooql might possibly recruit them into his service. This
is perhaps the most dangerous task given to those who work for
the mind flayer, and has led to the deaths of many adventuring
groups at the hands of adversaries.

Working with Qoogl does have some benefits, however. Even
though he enjoys dominating friends and enemies alike, he is not
an unpredictable tyrant—so those who do hi$ bidding can enjoy
some measure of security. They are also welcome in the caverns
mn which he makes his home, which could serve as a safe place
to launch adventures from, as well as a haven for allies of Qooql
who are on the run from powerful enemies. Although Qooql
disapproves of good:-aligned creatures being led toward his caverns
by disciples who are not careful about hiding their trail, this turn
of events would be preferable to having those operatives taken
prisoner and perhaps being forced to give away his plans.

The shield dwarves have a variety of mundane goods that arc
available to Qooql’s minions at discounted prices (a $% discount js
standard, and Diplomacy checks to reduce the cost even more are
made with a +2 bonus). Small amounts of food and basic lodging
might be available for free whenever allies of Qooql are staying
inn his underground haven. When travel through the Underdark
15 necessary, Qooql offers a grimlock guide to help make the trip
easier (and to keep an eye out for traitors who might sell him
out to other mind flayers, or to The Dodkong). Finally, Qooql
himself is a repository of lore, both about the Underdark as well
as about matters of religion and the arcane, and he will gladly
act as a sage and advisor to those under his sway who ask for
such aid.

AcTing within the
uvnworthy of 1lsensine

Qooql is increasingly interested in what is going on outside the
Dragon Coast, and he might put together a party of adventur-
ous individuals to seck out information for him. Such a party
might be a diverse band brought together for this purpose, or
an established group of adventurers ready to sell their skills toa
powerful patron. The mind flayer might use one group to bring
him lore from the surrounding area, and another to'seck ouf and
verify any rumors uncovered by the first party. Qooql is always
mterested in tales of lost treasure, hidden magic, and ancient
terrors that might be brought into his service.

Acring outside the
vnworthy of 1lsensine

Qooql often sends a group of shield dwarves out to find worthy
candidates to bring anto his network. He has also employed a
drow named Tentraan Deil for this specific purpose, although
the rogue prefers to track his marks and watch them from
afar, rather than mingle with them in order to better judge
their skills. Most groups would balk at including a mind flaver’s
minion in their party, so discretion is often required if one
wishes to serve Qooql while traveling with unaffiliated friends.
The penalty for being revealed as a mind flayer’s tool is usually
swift and harsh.

zhentarim

The Zhentarim is a network of merchants, spics,- and assassing
backed by a large army and led by a Chosen of Bane named Fzoul
Chembryl. Also known as the Black Network, the group uses
intimidation, treachery, and brute force to establish itself as the
foremost mercantile power in every area where it is a significant
presence. Although its tactics are questionable, the Zhentarim
has established itself as an integral part of the economy across

much of the Moonsea region. The Zhents’ influence does not
stop there, however; they have established strong bases in and
around the desert of Anauroch and the Lake of Steam. They
also have agents across the North and the Unapproachable
East who work tirelessly to turn those regions into bastions of
Zhentarim influence.

The Zhents are a normal part of life in the Moonsea, as ac-
cepted there as any other mercantile group would be in another
region of Faernn. Of course, their methods and tactics are well
known, but they are also fair traders who bring a lot of foreign gold
and goods within reach of those in the region who can afford them.
Along the Sword Coast, the Zhentarim is seen as a faraway enemy
that uses blackmail, extortion, and intimidation to get whatever
it wants. Those who travel under the Zhent banner in Waterdeep
or Baldur’s Gate are likely to raise a few eyebrows and close a few
doors, but few citizens in those cities feel overtly threatened by
the Black Network. The Lords’ Alliance in the North and the
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merchant princes of Amn know better, however, and both groups
do all they can to stop the expansion of Zhentarim power and
interests wherever and whenever they can.

Areas of influence

Because of recent upheavals in the organization as well as the
appearance of new threats such as the Shadovar, the Zhents
have refocused their efforts on dominating the Moonsea region,
They are gathering their forces at both Zhentil Keep and the
Citadel of the Raven, which is making Hillsfar and Melvaunt
very nervous. While there has been no overtly aggressive sign
from either fortress, everyane in the region is beginning to feel
the weight of Fzoul’s stare.

The city of Mintar on the northwestern shore of the Lake
of Steam 15 the most likely place for such an expansion, since
it is ruled by an army of Banites under the congrol of Fzoul’s
ally, Teldorn Darkhope. This region, with its many independent
cities and ruthless tyrants, has been dubbed by some to be the
Moonsea of the South, and soon the Black Network might lend
even more credibility to this nickname.

Thesk is another area ripe for Zhentarim expansion, thanks
to the massive orc army that the Zhents left in the region after
the war against the Tuigan Horde. The orcs have become a part
of the Theskan landscape, however, and their loyalty to the Black
Network has waned. Fzoul has sent increasing numbers of emis-
saries of late to attempt to regain control over the orcs, but so
far he has succeeded only in reaching tenuous agreements that
quickly fall apart. Rumors have been circulating that Fzoul has
brought in Manxam the beholder to aid in the orcs’ recruitment,
and some of Fzoul’s most trusted assassins and enforcers have
been called away to the east as well.

REGIONS
The following regions have a significant Zhentarim presence, or
haye attracted the attention of Zhent agents and recruiters as
possible locations for expanding the group’s influence:

Anauroch: Until the City of Shade rcappcaréd over the desert
sands, the Zhents were the most influential group in the desert.
They still control trade through the middle of the desert along
the Black Road, and the Zhentarim can be found everywhere
along its winding path.

The Lake of Steam: The Banite stronghold of Mintar is
very friendly to the Black Network, which has begun installing
its representatives through the church hierarchy that rules the
city. The Zhents are slowly becoming a part of the Mintaran
landscape, and it is more and more common nowadays to find
soldiers flying the banner of the Zhentarim alongside that of the
army of Bane that occupies the city.

The Moonsea: This region is the Zhents’ home base, and their
numbers and influencé here are greater than in any other part
of Faeriin. The local population values the trade and military
might that the masters of Zhentil Keep bring to the region. The
growth of the Zhentarim armies has the common folk wondering

if’ they will soon march on Melvaunt or Hillsfar in an attempt
to solidify their control of the region.

The North and the Silver Marches: The Zhents’ infiltration of
these regions, outside of their obvious occupation of Llorkh, has
been mare insidious than in other locations. Retired Zhentarim
soldiers have settled in the region, claiming that they have broken
ties with the Black Network and now desire a faraway location
to live aut the rest of their lives. The Lords’ Alliance and the
people of the regions are skeptical of these claims, however.

Thesk: The Black Network is only just now starting to gain
a foothold here, but the Theskans still view the orcs, as well as
their perceived Zhentarim masters, with well-founded mistrust
and fear.

Joining the zhentarim

The Zhentarim has slowed its recruiting efforts in recent months
to focus on reconsolidating it power in the Moonsea region. The
Zhents are still working behind the scenes to regain the loyalty of
the orc horde in Thesk, and they would like to expand their trade
network into the Lake of Steam region to take better advantage
of the incredible opportunities in Calimshan and Amn.

The group is alivays on the lookout for valuable new recruits.
In areas where its soldiers and caravans are common sites—the
Moonsea, Anauroch, and parts of the North—the Zhentarim
openly recruit new soldiers from the local population. The Zhents
prefer those with some experience, but young recruits are often
used to make the arduous journey across the desert from Llorkh
to Dagger Falls and back. !

Joining the Black Network is a simple matter—one simply
finds a Zhentarim outpost or force and states his intentions. The
character is then directed to a local lieutenant, who questions the
prospective recruit in order to gauge his loyalty, talents, and fitness,
Those suited ta serve as common soldiers are either placed into
whatever unit they happen to approach, or are sent to units in need
of reinforcement. Those who show evidence of moare specialized
talents are considered more carefully. Mages and clerics, both
among the most valuable and dangerous recruits the Black Network
takes in, are often sent to Zhentil Keep so the priests of Bane can
further investigate their loyalty. Rogues, druids, and rangers are
most often allowed to act independently in the interest of the
organization, since their talents and proclivities do not mesh well
with the structured nature of the Zhentarim military forees.

If a character wishes to join the organization but is already
occupied on a quest of his own, he might still be considered.
The Zhentarim use such adventurer-recruits to keep abreast of
information not readily available to the organization through
its trading network and local contacts, The truth behind legends,
news of activity in ruins and other abandoned sites, and the loca-
tions of magic artifacts and deposits of natural resources are all
valuable pieces of information that the Black Network can use.
Those who report such findings back to the leadership can expect
to be rewarded, while those who withhold such information can
expect to be severely punished if they are found out.
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costs and Benefits
of Mmembership

The Zhentarim require active service from all their members,
and complete respect of the authority of those above a character
in the chain of command. That said, even low-level characters
who wish to join the Zhentarim will not necessarily be pressed
into caravan tuty or other such mundane tasks. As long as they
continue to provide the Black Network with information about
the region in which they are active, new members are free to
explore and adventure in pursuit of their own goals (assuming
they are not ar cross-purposes with the organization). There is
no real prerequisite for joining, other than a willingness to follow
orders—which usually entails committing evil acts.

Membership in the organization has many benefits. A Zhent
18 automatically under the protection of the entire network, and
should be able to call for aid if he is under attack or the interests
of the group are in jeopardy. Treachery among the ranks is rare,
because loyalty is a key component of the Zhentarim philosophy.
A Zhentarim PC can hire allied henchmen and hirelings at a
10% discount from the standard rates (including hazard pay),
and the character gains a +4 bonus on Diplomacy checks made to
influence a hireling’s attitude. A character with the Leadership
feat gains a +2 bonus on his Leadership score for the purpose of
recruiting cohorts and followers if he draws solely from a pool
made vp of Zhentarim forces or loyalists.

Zhentarim PCs can also requisition equipment at discounted
rates if they are within Zhent-controlled territory or
are dealing with affiliated merchants or caravans. In
such a case, mundane equipment

procured from the Black Network carries a standard discount of
$%, and Diplomacy checks made by a Zhent character tolower
the price of magic items or special equipment gain a +2 bonus.

Acting within the zhenrarim ]

A group of adventurers might be put together by the Zhentarim”
in order to further the organization’s goals in nontraditional
ways. The group might be tasked with rooting out priests loyal
to Cyricist in the Moonsea region, or beating the Harpers to a
rumored artifact or portal. Such groups would be well supported
with gold, magic items, and the aid of friendly contacts in the
area in which they are operating. Individual Zhentarim might

.

be paired up with compatible party members from within the
ranks to form these independent adventuring bands, or an entire
group of adventurers might be lured into the fold by promises
of treasure and authority.

Ac’ringr outside the zhentarim |

Beirig a member of the Zhentarim does not make a character
unacceptable in an adventuring party—in fact, the member’s
easier access to high-quality weapons, magic items, and special
cquipment could be seen as a great benefit. While the entire
party cannot abuse the Zhentarim’s privileges, he can still bring
items into the group that might not normally be available. In
the Moonsea and along the Black Road, Zhents are considered
a part of everyday life, and thus an independent agent of the

Black Network might even be welcome in 2 party that is not
composed entirely of cvil characters.

0SSO aunpy Aq woyvarsnzy

A Zhentarim wizard monnted on a griffon swoops down om & caravan
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agic and the energy of the planes flow

freely throughout the world of Toril,

Archmages wield unthinkable powers,

and priests of dark gods perform rituals to

concentrate evil in fheir unholy shrines. The

direct effects of such power being directed by mortals are obvi-

ous to all—but there are more subtle consequences as well. In

the labyrinth of darkness and stone beneath the surface of the

world, such energies pool to create earth nodes, where powerful

magic is trapped in the stone itself. This power waits to be

tapped by those sensitive to its presence, but other concentrated
sources of power exist as well,

Nodes of pure evil dot the landscape where acts of unspeak-
able im moralfty have taken place. Likewise, the newly formed
Shadow Weave has minor imperfections that cause its energy
to leak onto the Material Plane and infuse the surrounding
environment with its corrupt arcane nature. Shrines to evil
deities are imbued with the essence of faith itself, translating
into boons for those who follow the god and corruption for
those who do not. Finally, an insidious form of corruption can
be found where elder evils tread. These beings of pure evil leave
behind traces of their power that can corrupt for generations
those born in the area.

evil Nodes

Certain concentrations of evil energy radiate like a beacon to

magic-wielding creatures in the area. The power is not visible
to the naked eye, but can be detected by those with the ap-
propriate knowledge and sensitivity. Evil spellcasters pay dearly
for knowledge of the location of evil nodes, which increase
the effectivencss of their spells and allow them to call forth
powérs above and beyond their normal ability, Evil outsiders
and intelligent undead that can cast spells also lair around
evil nodes whenever possible-—and often fight each other for
control of such an area.

Many node locations are already known, especially among
those who travel in evil circles, and others have yet to be dis-
covered. Nodes manifest themselves in different ways, from a
constant shadowy aura to an area of stale air that seems to assault

+ the lungs of nonevil creatures that come near. Several example
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nodes and their locations are given below, although many more
exist across and underneath Faerin,

l)etccting an evil Node

The boundaries of an evil node are not visible to the naked
eye unless the node itself manifests some visible effect. An evil
node can be detected, however; any creature that comes within
30 feet of the outermost layer of an evil node can make a DC
20 Intelligence check, or a DC 20 Spélleraft check if it has the
appropriate Node Spellcasting feat. Evil creatures gain a +2 bonus
on this check. A successful check of either sort reveals the source
and direction of a concentration of evil power. Characters with
the appropriate Node Spellcasting feat recognize this power as
an evil node, though they cannot determine its extent, shape, or
class without physically mapping it.

The shape of an evil node is not determined by the surround-
ing geography. It might extend for some ways underground, into
the side of a mountain, or through the waters of a river or lake.
In some cases, most of an evil node might be hidden by such
a feature, allowing creatures of an appropriate sort to take it
over without much disturbance. Evil spellcasters often excavate
such areas for their lairs, extending a tower into the air and a
dungeon underground in order to fully benefit from the node’s
area of influence.

—
—
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evil Node class and size

The powér of an evil node is determined by its class, a number
that normally falls between 1 and 5. The higher the number, the
more powerful the evil node. Weak evil nedes are more common
than strong ones. The majority of evil nodes are Class 1 or 2;
only a few Class 3, 4, and ¥ nodes have been discovered. Evil
nodes more powerful than Class 5 have not been found, although
theoretically they could exist.

Evil nodes of Class 2 or higher diminish in strength as they
radiate out from the core. The intensity of a powerful node is
measured in layers; a node has as many layers as its class. Thus,
a Class 2 evil node has two layers, while a Class § evil node has
five. The innermost shell has the highest rating, equal to that of
the entire node. Each layer beyond the first has a class rating 1
point lower than the layer it surrounds. For example, in a Class
3 node, the innermost Class 3 area is encased in a Class 2 layer,
which is surrounded by a Class 1 layer.

The size of an evil node is linked to its class, as shown on
Table 5-1.

TasrLe 5—1: EviL Nopes

Class Node DC Layer Widch Node Diameter

1 10 ¥ to 30 feet 10 to 60 feet

2 15 10 to 40 feet 40 to 160 feet

3 20 20 to 80 feet 120 to 480 feet

4 25 30 to 120 feet 240 to 960 fect

5 30 40 to 160 feet 400 to 1,600 fect
6+ 35+ 50O to 200 feet 600 to 2,400 feet

Node DC: This value is the base DC for checks made to
harness the node’s power (see Evil Node Powers, below).

Layer Width: This value describes the thickness of each
layer in the node. For example, a typical Class 3 node might
consist of three layers, each 50 feet wide.

Node Diameter: This numerical range represents the
overall diameter of the node, from one outermost edge of its
Cfass 1 shell to the exact opposite edge of the same shell.

evil Node powers

An evil node’s class and the values of its various layers have
implications regarding the powers it provides. Except for the
bonus the node grants to effective caster level (see below), these
powers are available only to a character with the appropriate Node
Spellcasting feat. A character must be aware of an evil node in
order to use any of its powers.

Bonus to Effective Caster Level: Any evil spellcaster (or evil
creature with spell-like abilities) can take advantage of this basic
feature of an evil node. An evil spelleaster standing within an
evil node layer can attempt to add its class to the cffective caster
level of any spell he casts. To succeed, he must make a successful
Intelligence check (DC equal to node’s base DC + spell level)
while casting the spell. (Making this attempt does not change
the spell’s casting time.) If the check fails, the spell is simply
cast at the character’s normal caster level. If the check succeeds,
the spellcaster adds the layer’s class to his caster level for that
spell. A character with the appropriate Node Spellcasting feat
can attempt a Spellcraft check instead of an Intelligence check,
against the same DG, for this purpose.

A spellcaster can choose to use less of a node’s power than is
available in order to lower the DC for the check. For example,
a spellcaster might elect to add only two levels to his effective
caster level in the center of a Class 4 node, thereby lowering the
DC from 25 + spell level to 15 + spell level.

A bonus to effective caster level has several effects on spells,
although some forms of magic benefit more than others. All ef-
fects dependent on caster level (such as caster level checks, damage
dice, duration, range, and the like) are calculated according to the
new caster level. For example, if a 9th-level cleric successfully
uses node magic to improve the caster level of a Sflame strike
cast in the center of a Class 4 node, the spell deals 13d6 points
of damage and has a maximum range of 230 feet becanse the
caster has an effective caster level of 13th (9th-level cleric +
Class 4 node). The bonus to effective caster level does not allow
a spellcaster to exceed a spell’s maximum damage or other fixed
limit (if applicable).

A spellcaster using an’ cvil node in this way must make a
separate check for cach spell he wants to modify.

New Node TYpEes and Node MO.‘;’iC fears

Node magic was first introduced in the Underdark supple-
ment, with its description of carth nodes. All- the node
magic feats in that book refer only to earth nodes. With the
introduction of-evil nodes and Shadow Weave nodes in this
book, the roster of node magic feats has been expanded. Now,
whenever a character chooses the Node Spellcasting feat, he
must attune himself to a specific typc of node—carth, evil;
or Shadow Weave. Thereafter, any node magic feats he selects
apply to that type of node only. It is possible to select Node

Spellcasting more than once, applying it to a different node
type each time. In this case, the other node magic feats must
also be selected more than once to apply to different types
of nodes.

A character with the Node Spellcasting feat gans a +2
bonus on his Intelligence check to detect a node of a type to
which he is not attuned.

Revised node magic feats can be found in Chapter 2, begin-
ning on page 25:

i
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Granted Spells: Evil nodes are often tied to a specific theme,
such as darkness or undead, and they can grant spells to evil
spellcasters who are sensitive to their magic. Every evil node can
grant a number of spells equal to its class, with a maximum spell
level equal to its class. For example, a Class 4-¢vil node can grant
four spells of 4th level or lower. A character with the appropriate
Node Spellcasting feat can access any of a node’s granted spells
that he is high enough in level to cast normally. To make use
of a node-granted spell, a character must stand inside the node
and attempt a Spelleraft check (against the node’s base DC; see
Table 5-1).

A character who prepares spells can prepare each of a node’s
granted spells that he can cast, provided that he does so while
within thé node. No extra spell slots are granted; these spells
must be prepared within the character’s normal allotment and
in the appropriate spell slots. The character must succeed on a
Spelleraft check for each spell so prepared (see gbove). Failure
indicates that the spellcaster cannot prepare that spell or attempt
to prepare any other node spells for 24 hours. Once prepared, a
node spell is treated like a normal spell prepared by the character.
If the spellcaster leaves the node, he can still cast the spells he
prepared while there.

A spellcaster who does not prepare spells (such as a sorcerer)
cannot use a node-granted spell outside-the node. As long as he
remains within the node, however, he can use the node-granted
spell as if it were one of his spells known at the appropriate
spell level. No extra spell slots are granted; these spells must
be accounted for within the-character’s normal allotment. The
caster must attempt a Spellcraft check each time he tries to use
a node spell in this way; making this attempt does not change
the spell’s casting time. Failure indicates that he cannot use
that spell and may not attempt to use any of the node’s spells
for 24 hours.

Imprison: A character who is attuned to evil nodes can
imprison other creatures inside an evil node indefinitely.
Trapped creatures are not visible, may not communicate with
the outside world, -and cannot affect their environment—in
effect, they are in a state of suspended animation. A node can
accommodate a number of trapped creatures equal to its class,
and no single creature can have more Hit Dice than three
times the node’s class. :

A character attempting to imprison a creature must attempt
a Spellcraft check (against the node’s base DC) while he and the
creature are both standing within the node. The creature must be
willing to be impriso‘nccl, whether through charming, compulsion,
bribery, or agreement. Failure on the check indicates that the
creature is nat imprisoned, and the character cannot attempt
to imprison that creature against for 24 hours. Attempting to
rimprison a creature requires a standard action that provokes
attacks of opportunity.

Imprisoned creatures disappear, dispersed within the encrgy
of the node itself. They cannot speak or act, do not require slecp,
food, ar water, and do not age-—essentially, they cease to exist. If
a node has reached its imprisonment limit, no one can imprison

new creatures there. A character attempting to imprison a crea-
ture instantly knows whether the node is full, although he does
not know what creatures are imprisoned there if he is not the
one who imprisoned them. Objects and nonintelligent creatures
cannot be stored in a node in this frashion.

A character who has imprisoned a creature in an evil node

can retrieve the creature from any evil node
he stored it in—by making a Spellcraft check (against the DC
needed to imprison the creature). Success sumimons the creature

not just the one

wherever the character designates within the area of the node.
Attempting to release an imprisoned creature s a standard action
that provokes attacks of opportunity.

A spellcaster other than the one who trapped the creature
can also attempt to retrieve it, but only within the evil node
where the creature was originally imprisoned. To retricve a
creature stored by another character, the spellcaster must make
a Spellcraft check (DC equal to the node’s base DC + the caster
level of the character who originally imprisoned the creature).
Success indicates that a trapped creature (determined at random,
if‘more than one is imprisoned) appears at a point designated by
the character retrieving it.

mining and modificarions
As noted above, evil creatures and spelicasters might choose to
make their lairs within the area of an evil node. Such creatures
often modify an evil node or the surrounding geography to better
take advantage of its powers or to better defend themselves. A
creature might build a tower or an underground fortress within
the area of a node, create 2 temple to an evil deity, or make
another physical modification to the nade’s space.
Customization must be done by the appropriate physical
means and takes the same amount of -time that such a project
normally takes. Ensuring that the node remains magically
intact during the process requires a successful Spellcraft
check (DC equal to the node’s base DC + 10) by an overseeing
character with the appropriate Node Spellcasting feat when the
customization-is complete (or after each week of an ongomng
customization project). Each failed check permanently reduces
the nade’s class by 1.

example evil Node

A renegade fey’ri named Entreya lairs near this evil node, which
spoils all of the plant life and water within its area. It can be
found on the eastern edge of the High Forest, about seventy-five
miles south of the ruins of Hellgate Keep.

Hicn Forest EviL Nobe
Class: 4
Granted Spells: ray of enfeeblement, shadow spray
exhaustion, cnervation
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shadow weave Nodes

As more and more of Shar’s followers manipulate the Shadow

Weave toward their vile ends, it has begun to leave traces of its
corrupted power across Faerin. These pools of leaking Shadow
Weave magic are known as Shadow Weave nodes. Such nodes
are exceedingly rare, but for those Shadow Weave users who
know of their existence and location, they are a very powerful
tool indeed. :

Shadow Weave nodes follow all the rules for evil nodes with
regard to detection, utilization, class and size, and modifications,
although only Shadow Weave users can benefit from a Shadow
Weave node. These nodes do niot have the imprisoning ability of
an evil node; in addition, their powers are different from those
of evil nodes, as described below.

Bonus to Effective Caster Level: Evocation and transmuta-
tion spells cannot be modified by a Shadow Weave node, nor can
spells with the light descriptor. The Spelleraft DC to increase the
caster level of an enchantment, illusion, or necromancy spell cast
within a Shadow Weave node is reduced by 4.

Granted Spells: Shadow Weave nodes almost always grant
spells from the enchantment, illusion, and necromancy schools,
as well as those with the darkness descriptor. They cannot grant
evocation or transmutation spells (except those with the darkness
descriptor), or those with the light descriptor.

Empowerment: A character with the appropriate Node Spell-
casting feat can draw energy from a Shadow Weave node, making
him strongér, faster, and more robust. To do so, the character
must attempt a Spellcraft check (against the node’s base DC) while
standing within the node. Failure indicates that the character
gains no benefit and may not again attempt empowerment within
this node for 24 hours. Success grants the character a bonus to
Strength, Dexterity, or Constitution equal to rhe node’s class for
a period of 1 hour. The character can choose to use the bonus
for one ability score or to distribute the bonus among any or
all of those ability scores at the time of empowerment. He can
choose not to take advantage of the node’s full strength in order
to lower the DC of the Spellcraft check.

For example, a Sharran priest in a Class § Shadow Weave node
decides to empower himself before battling a group of adventurers.
If he succeeds on his DC 30 Spelleraft check, he can distribute §
points between his Strength, Dexterity, and Constitution scores.
If he only wants to boost his Constitution by 2 points for some
extra hit points, then he could do so by making a DC 15 Spellcraft
check (a Class 2 node’s base DC).

example shadow weave Node

Darger Ironmoot’s clan of dwarf worshipers of Shar has built its
underground fortress around a Shadow Weave node deep in the
Great Rift. The node appears as a fractured rock that continually
leaks shadow up into an impenetrable darkness.

GREAT RiFT SHADOW WEAVE NODE
Class: 3 %,
Granted Spells: silent image, scare, rage, control darkness and
shadow*
*New spell described on page 29.

shrines

The gods of Toril play an active role in the day-to-day affairs
of the world’s inhabitants, and are a force in their lives-as much
as nature, magic, life, and death. Gcn&atiops upon generations
have spent amazing amounts of money and time building grand
temples to venerate these gods, and wars have been fought in
their names. But, at its heart, all religion is local, especially
for deities whose power is linked to the number and strength
of their followers. Not every town has a grand temple, and not
every crossroads inn has a cleric of the local gods (of which
there are usually many). For these places, a shrine must suffice
as a gathering place and focal point for their worship. A shrine
can be built and dedicated by a priest, or an existing structure
or physical feature could be recognized as a shrine because of
its common use in ceremonies conducted by local worshipers.
However they come into being, the gods certainly recognize and
appreciate ‘these shrines, and the best of them draw more than
their fair share of divine attention.

A shrine occasionally serves as 2 conduit for a minuscule por-
tion of a god’s power. While this transformation most often takes
place at the hands of a beseeching cleric or lay priest, sometimes
a deity takes the mitiative to infuse an area personally. Some
shrines are naturally created when a god makes a direct impact
on an area. Many of the known shrines of Faerin were created
during the Time of Troubles, when the gods walked among
mortals and fought terrible battles against one another and the
continent’s denizens.

shrine Appearance

A shrine’s location can take practically any physical form, from
a carved stone idol, to a natural lake or cavern, to a grove of
sacred trees. A shrine’s form and location usually represent some
aspect of the god’s portfolio, but need not do so. Shrines that are
centered around an artifact or specific piece of landscape radiate
outward, but their size has no bearing on the potency of their
effects. In fact, shrines of all sizes exist. Some are no larger than
a tangle of vines that can surround a single worshiper, while
others might encompass an entire mountaintop.

Defecﬁng a shrine

Since most shrines appear mundane, they can be difficult to
detect for those who do not know of their existence. Sametitmes
they manifest minor physical effects connected to their aspect
in some way. A virgin grove dedicated to Silvanus might have’
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a sweet wind blowing through it at all times, while the air in a
cave dedicated to Bane might cause all nonbelievers to wheeze and
choke. In order to recognize these signs as signifying the presence
of a shrine, a character stand ing within it must make a successful
DC 15 Knowledge (religion) check. If the check result exceeds
the DC by 5 or more, he can determine the strongest facet of
the god’s alignment; for example, a shrine to Mask would radiate
chaos, while one dedicated to Loviatar would radiate evil. If the
check result exceeds the DC by 10 or more, he can determine
which god the shrine is dedicated to.

shrine powers

Shrines are not just places of worship; they contain a small
seed of their god’s power, granting boons to loyal followers
and casting curses on those not of the faith. These benefits
for followers can be fleeting insights into histqry or matters
of the arcane, or they can be full-fledged powers that last for
a day or more. Whatever the boon, it exists at the whim of the
god that provided it, which means that it can be taken away
as casily as it was granted.

The energy that radiates from a shrine is ambient—it
becomes a part of the location itself. It cannot be used for any
purpose other than the benefit of a god's follower, and even then
only the most dedicated followers gain the god’s favor. A cleric
or paladin of the appropriate deity can gain a shrine’s benefit
whenever he wishes—unless the god has decided to punish him
for transgressions against the faith. Followers of a deity are not
so lucky, and must make either a DC 15 Knowledge (religion)
or Charisma check in order to gain the shrine’s benefit. Having
a priest lead the ritual invoking the shrine’s power provides a
+4 bonus on this check. A follower can only invoke the powers
of a shrine once every 24 hours, regardless of the success or
failure of the attempt. ¥

As stated, every shrine has a ritual or other requirement
that a follower must perform or fulfill in order to beseech his
god’s favor. These rituals vary from the sacrifice of gold and
jewels to blood rites to a prolonged period of prayer or medita-
tion. Priests of a god automatically know the nature of such
rituals, but others must research them or learn them from
an appropriate cleric. Researching the ritual for a particular
shrine requires a DC 25 Knowledge (religion) check or bardic
knowledge check.

example shrines

The following shrines are well known to the clergy of their
respective gods. A successful DC 25 bardic knowledge check,
Knowledge (local) check, or Gather Information check reveals
their location as well, although poking around too much is certain
to raise the curiosity of nearby clerics of the god in question.
Each shrine entry is organized in the same general format, as
described below.

, SHRINE NAME
A description of the shrine’s appearance, location, and guardians
(f any) follows the name entry.

Ritual: This section describes the ritual that grants a benefit
to followers, and spells out any skill check or ability check, time
commitment, or sacrifice that must be made to complete the
ritual. These rituals can be performed by anyone, but only those
devoted to the god in question can receive a ritual’s benefits. All
others suffer some baleful effect for having the arrogance to
plead to a god that they do not worship,

Ritual Benefit: A description of the benefit conferred to a
follower that successfully completes the ritual-

Baleful Effect: Nonfollowers who perform the ritual or
atherwise desecrate the shrine suffer the effects described this
section. No saving throw is allowed against these effects unless
otherwise noted. Secondary curses are often given and usually
allow a saving throw of some kind.

Additional Information: Guardian creatures, example encotin-
ters, and any other useful information for DMs and players can
be found here.

THE VALE OF WHISPERS

The supplicants of Shar value secrets above gold, Many of Shar’s
faithful spend their entire lives gathering and keeping secrets,
using them as currency to.increase their srandiug within the
church and to stay in the favor of their goddess. Every secret
whispered to a priest or follower of the Lady of Loss is heard
by the deity as well, and she stores them all in an unholy shrine
known as the Vale of Whispers. ;

The “vale” is actually a 100-foot-radius, dome-shaped cave
created by an overhang of rock at the southern end of the Gray-
peak Mountains, just northwest of the Marsh of Chelimber. The
cave is said to be as old as Faeran itself; and its floor and ceiling
are covered by thousands of needlelike rock formations. In the
evening, when the light of the setting sun streams in through the
cave’s only entrance, these stony ‘teeth give one the impression
of walking into the maw of a creature of legendary evil.

It is only after one walks inside that the true nature of the
place can be determined. All the whispered secrets of Faerun make
their way- here, and they bounce around the cave ceaselessly. A
hushed cacophony persists in the cave at all times as whispers echo
off the walls and stones. No matter where one stands within the
cave, every minute or so a secret will reverberate to precisely his
spot, that whisper briefly becoming much louder and clearer than
the others. Otherwise he hears only the gurgle of the other secrets
as they flow around the roam. Animals cannot stand the sound
of this incessant whispering and have learned to avoid the cave. It
requires a successful DC 15 Diplomacy check or Handle Animal
check to coerce a familiar or animal companion (respectively) into
the cavern; all other animals will refuse to set foot inside.

Occasionally the secrets seem to take form and flic like
shadows around the room. In reality, this disturbance is a flock
of ultrapowerful shadows bound by Shar to guard the Vale of
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W hispers against faithless intruders. Anyone not of the Sharran
faith (or not accompanied by a cleric or follower in good stand-
ing) who spends more than a few rounds inside the cavern comes
under immediate attack by the shadows. Fighting them is made
even more difficult by the preponderance of stalagmites and
stalactites, which provide no barrier to the shadows but cause
major problems for corporeal creatures trying to target their
attackers. Even if the shadows are slain, they reappear within
the vale in 2d20 hours.

Vale of Whispers Ritual: Thc ‘ritual used to invoke the
shrine’s power is quite simple. A supplicant must find her way
to the center of the chamber, where thousands of simultancous
whispers can be clearly heard. She must kneel here and listen to
the whispers until she can discern a single secret that repeats
itself over and over again. Doing so requires a successful DC 15
Intelligence check followed by up to 1 hour of meditation. For
cvery 2 points by which her check result exceeds the DG, the
time necessary to discern the secret is lessened by § minutes. A
priest of Shar automatically succeeds at the ritual, although if
she fails her Intelligence check she must meditate for the full
hour in order to receive the ritual’s benefit. :

Ritual Benefit: The character gains a +20 circumstance bonus
on all Bluff checks related to a single course of action for 24
hours. Thus, if the character was on a campaign to convince
a town mayor that each of his staff members was corrupt, the

bonus would apply to all Bluff checks made to sway the mayor.
If, during that period, the character used a Bluff check to feint
in combat or bypass the mayor’s guards, the bonus would not
apply.

‘Baleful Effect: Nonfollowers who attempt the ritnal are
struck with a powerful curse.- They suffer the cffect of a bestow
curse spell that reduces their highest ability score by 6 points’
for 24 hours. There is no save against this effect, and it cannot
be removed by any means short of a /imired wish, wish, or
miracle spell.

Clerics of other gods who attempt the ritual, or fry to cast
a divine spell, or attempt to turn the shrine’s shadow guardians
suffer even more. Not only are they hit with the above curse,
but they must also make a Concentration check (DC 15 + spell
level) in order to cast any spell during the next 24 hours, as Shar
whispers their darkest fears directly into their minds every time
they attempt to draw upon their god’s power.

Shadow Guardians (10): CR 8; Large undead (incorporeal); HD
10d12; hp 65; Init +7; Spd fly 50 ft. (good); AC 15, touch 15,
flat-footed 12; Base Atk +5; Grp —; Atk or Full Atk +8 melee
(2d4 Str, incorporeal touch); Space/Reach 10 ft./10 ft.; SA create
spawn, Strength damage; SQ darkvision 60 ft., incorporeal traits,
+4 turn resistance, undead traits; AL CE; SV Fort +3, Ref +6,
Will +9; Str —, Dex 16, Con —, Int 6, Wis 14, Cha 175,
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Skills and Feats: Hide + 11%, Listen +11, Search +7, Spot +11;
Alertness, Dodge, Flyby Attack, Improved Initiative.

Strength Damage (Su): The touch of a shadow guardian
deals 2d4 points of Strength damage to a living foe. A creature
reduced to Strength O by a shadow guardian dies. This is a nega-
tive energy effect. :

Create Spawn (Su): Any humanoid reduced to Strength O by
a shadow guardian becomes a shadow under the control of its
killer within 1d4 rounds.

Shadow guardians have a +2 racial bonus on Listen and Spot
checks and a +4 racial bonus on Search checks.

"A shadow guardian gains a +4 racial bonus on Hide checks
in areas of shadowy illumination. In brightly lit areas, it takes a
—4 penalty on Hide checks. :

BLoopy Rock

At the northern edge of the Far Forest, where hills and crags
from the Nether Mountains break through the canopy, lies a
deadly shrine to the Beastlord, Malar, where the bones of the
unlucky are doomed to lay. The forest around the shrine is densely
packed with both trees and animals, and hunting is forbidden in
the immediate area. While Malar’s followers venerate the hunting
of all creatures, this shrine is for the deliberate destruction of
sentient creatures only.

Surrounded by thick clusters of tall evergreen trees, this clear-
ing is almost impossible to find unless the precise location and
the path to it are known. The surrounding terrain is rocky and
hilly, obscuring vision and making travel by horseback impossible.
Bloody Rock 1s a dagger-shaped stone that juts out of the earth
to a height of nearly 30 feet. Every edge on the rock Is jagged,
and any creature that attempts to climb the rock would find its
hands and feet sliced by every hold. A dozen standing stones of
unknown origin, placed here by the Beastlord himself according
to legend, surround the rock. The final feature in the clearing is
a curved stone called the Claw, which has a flat area on which
victims are laid as well as a sharp, upturned spike of stone where
many a sacrifice has met its end.

Not only 15 hunting around the area f orbidden, but the beasts
that roam it are considered aspects of Malar himself. The god
even sent a Beast of Malar into the area when it became clear
that hostile adventurers had come to destroy the shrine. All
animals in a $00-foot radius around the shrine are automatically
hostile to anyone not of Malar’s faith, and they are immune to
any magical charms and compulsions that would change this
(although they can still be calmed by successful skill checks and
other mundane means). Animal companions and familiars are
unaffected by this, but trained animals must succeed at a DC 15
Will save or be lost to the Beastlord’s influence forever.

Bloody Rock Ritual: Clerics and druids of Malar know that a
fresh kill.is one of the greatest tributes they can pay their master.
The ritual of Bloody Rock is the most direct way to offer up
such a sacrifice to the Beastlord, although the shrine only accepts
sentient beings (living creatures with an Intelligence score of 3
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or higher) as proper offerings. The creature is strapped to the
Claw and ripped over and over again by the ritual leader, using
erther his own claws or with a special tool made from the claws
of a bear or large predatory cat. As the sacrifice’s blood flows
downward, it is absorbed into the Claw and disappears. The ritual
takes 2 hours to complete, and the leader must make a successful
DC 20 Heal check in order to keep the victim alive while slowly
draining his blood. If the ritual is properly performed, Bloody
Rock begins to bleed as if punctured in several places. The blood
is gathered in a special container for the ritual leader to drink,
and that act ends the ritual.

Ritual Benefit: Whoever drinks the blood collected from
Bloody Rock is protected and revitalized by the ¢lixir. Over
the next 24 hours, if the character is injured in combat, he is
immediately targeted by a cx#re serious wounds spell. Taking
damage from another source, such as a triggered trap or falling
from a great height, does not invoke the effect. The spell has
a caster level of 20th, and only the ritual leader can benefit
from this effect.

* Baleful Effect: Any creatures other than the ritual leader that
drink the blood (including faithful followers of Malar) suffer no
obvious ill effects, although they might detect a slight increase
in their heartbeat.'In truth, their blood thins and runs quicker
for 24 hours, causing all wounds they suffer to bleed for an ad-
ditional 1 hit point of damage per round until such characters
receive magical healing, :

A cleric of another faith who attempts the ritual, drinks the
blood, or tries to channel divine energy while within the shrine
suffers greatly. In addition to being subject to the bleeding effect
described above, he must make 2 DC 15 Fortitude save or be hit
with internal bleeding as his veins begin to split and burst. The
character immediately takes 2 points of Constitution damage,
and must make another save each hour to avoid further damage
of the same sort. This condition persists until the character dies,
makes three consecutive saving throws, or is the target of a bea/
or miracle spell.

Sample Encounter (EL 10): Ritual leader (CE werewolf
druid 6), 4 acolytes (CE human druid 2), 4 guards (CE human
fighter 2).

THE THUNDER RooM

The worshipers of Bane have grown more cohesive since the
god’s return and the appointment of Fzoul Chembryl as Bane’s
infallible mortal representative. They have begun to work more
efficiently toward his goals, and their projects continue to become
more ambitious. In a fit of.religious fervor, a Banite general in
Mintar named Daren Timbide (see page 121 for statistics and
other details) took over an old government building and built
a shrine to his god. He rebuilt the interior of the building to
resemble a gladiatorial arena he had once fought in on the Dragon
Coast, and he dubbed it the Thunder Room.

The Thunder Room started as nothing more than a place for
ritual combat, where slaves, captured monsters, and volunteers
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from the Banite army squared off for fun and profit. The crowds
grew quigkly, and a new level of seating was erected over the
roof of the original building. As with all things in the city, the
arena quickly attracted the attention of Teldorn Darkhope, the
city’s ruler, who is also an incredibly powerful priest of Bane. He
attended a three-day festival of violence and gore, even opening
the event with a ritual sacrifice in the god’s name. The reaction
was immense, and Bane himself noticed this sudden upswell in
the faithfulness of his followers. It, did not take long for Teldorn
to requisition the use of the arena Several days per month for
celebrations, invocations, and newly christened holidays. Bane
was pleased.

A popular feature of the Thunder Room was the percussion
show that opened each event. Heavy-sounding drums pounded out
rhythms as cymbals and hollow shells told the stories of Bane’s
greatest triumphs as well as hys resurrection. Teldorn:crafted a
ritual around these rhythms that involved the severe beating
of a cleric devoted to one of the weaker godsA The first time he
performed the ritual, he could feel Bane’s power surging within
him. Fearing that the power-Bane had directed to him might
be misdirected during one of the many fights, Teldorn directed
General Timbide to construct an underground chamber linked
to the arena but well outside the area of battle.

That chamber is now complete, and has a ritual beating circle
as well as a stage for the fourteen percussionists it requires to
beat out the stories of Bane. While everyone who lives in Mintar
knows of the Thunder Room, very few know of the secret shrine
to Bane built underneath-the city. Those who do knotw of it wish
they had never found out, because they are usually the ones being
used 1n the rituals.

Thunder Room Ritual: Fourteen percussionists and a cleric or
follower of Bane must be assembled in the shrine beneath Mintar
in order to perform this ritual. The musiciays are assembled in
their staging area, where they perform the Glorious History of
Bane the Congueror, a series of percussive vignettes that tells the
story of Bane’s rise, fall, and resurrection. During the rites, which
take just over 2 hours to complete, the performer of the ritual
must ceaselessly beat a prisoner in the center of the circle. While
any prisoner will suffice for the ritual to take p]ace, the prisoner
must be a cleric of another faith in order for the performer to
gain the ritual benefit. The prisoner cleric’s level of power does
not matter; even .the lowliest clergyman will do.

Ritual Benefit: The work of beating an individual for more
than two straight houys is not without its rewards. If the victim
was a member of the clergy of some other deity, the ritual
performer feels the strength of Bane flowing through him,
making him better able to strike down the enemies of the Lord
of Darkness. The character gains the ability to smite his foes
(as the Destruction domain’s granted power, but substituting
character level for cleric level) a number of times per day equal
to his Charisma modifier (minimum one) for a tenday.

Baleful Effect: It is hard to imagine anyone other than a
follower of Bane attempting the Thunder Room ritual, but

should the cleric of another god attempt to cast a spell or
channel Bane’s divine energy, the deity shows him the folly
of his hubris. His arms fill with weakness, and his resolve in
combat crumbles. The character is so affected for 24 hours,
during which time all damage he causes in melee combat is
considered nonlethal damage.

Sample Encounter (EL 11): Ritval performer (LE cleric

of Bane 8), 1 lieutenant (LE. human fighter 4), 4 soldiers (LE
half-orc fighter 3), 14 musicians (N human expert 3).

THE Prt oF MaNy COLORS

During the Time of Troubles, Tiamat walked the face of Faerin
alongside most of the other gods. She took advantage of the op-
portunity to slay Gilgeam, a rival power in the Untheric pantheon.
A deep pit opened at the site where Gilgeam’s blood was spilled,
and Tiamat quickly claimed the site as her own before Gilgeam
could “corrupt” it and possibly use it as an avenue for resurrection.
She used the pit to hoard the wealth she collected while in mortal
form; once swallowed, the loot was transported safely back to her
realm. Today, the pit still stands in an abandoned section of the
town of Unthalass, and Tiamat’s followers and supplicants use
the pit to give the spoils of their-crusade to their queen.

The pit is a 20-foot-wide hole in the earth shaped vaguely like a
falling man. The bottom is filled with reddish-black mud that stays
soft no matter what the weather is like. Gems of various colors
as well as coins of all types from every nation on the continent
can be seen glittering atop the muddy surface, giving the pit its
common name. These objects are always present, although their
composition changes from time to time. Followers of Tiamat
come here to pay her tribute in the form of coins and gems,
which they throw into the muddy pit. The treasure immediately
sinks into the pit, and what happens to it after that is 2 matter
of theological speculation. Certainly, 1o one has ever attempted
to excavate the pit or dig underneath it to find what would presum-
ably be one of the largest treasure hoards in Faertin.

The ground on the edges of the pit is treacherous, often sliding
down into the pit and taking whoever was standing nearby with
it. Despite this erosion, the pit never seems to grow any larger.
Parts that slide into the mud are replaced the next time followers
approach the pit, and even Tiamat’s clerics never know where
these mudslides might occur next. Anyone standing in the area of
a mudslide must make a DC 15 Reflex save to avoid falling in as
well. If a creature falls into the pit, the mud acts like quicksand
with all check DCs increased by 5 (sce page 88 of the Dungeon
Master’s Guide). A cleric of another deity takes 2d6 points of
unholy damage per round that he is in contact with the mud.

Pit of Many Colors Ritual: The ritual of the pit requires
the sacrifice of treasure and a personal risk by the leader of
the ritual. First, an amount of coins and gems with a gold piece
value equal to 20 times the petitioner’s level must be sacrificed
in the name of Tiamat (thrown into the pit, that is). Then the
petitioner must walk the entire edge of the pit while chanting

to the Dragon Queen. Clerics of Tiamat who sacrifice enough’
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treasure and are in good standing do not have to worry about
falling into the pit, because the goddess protects them from harm.
-All others must successfully avoid three mudslides in order to
complete the ritual. Falling into the pit is either a sign of the
goddess’s displeasure or the unworthiness of the ritual leader.
In either instance, no benefit is gained and the petitioner is at
risk of drowning in the quicksand.

Ritual Benefit: A petitioner who gains the favor of the
Dragon Queen takes on the aspect of one of her children. The
character’s physical form changes to resemble a dragon in subtle
ways. This effect confers a +4 bonus on Intimidate checks for
24 hours, since the character can manifest her draconic pres-
ence. Also, ance during the 24-hour period, the character can
unleash the breath weapon of the dragon she now resembles.
The form and characteristics of this breath weapon are just like
those of a half-dragon of the appropriate type (sce page 147 of
the Monster Manual). z

Baleful Effect: A nonfollower of Tiarnat can attempt the
ritual and succeed, although he must sacrifice twice as much
treasure (level X 40 gp) in arder to have any chance of succeeding,
Those who do not succeed are thrown into the pit as described
above, the same fate suffered by followers who fail to please the
Dragon Queen. :

A cleric of anather god who attempts the ritual, casts a spell,
or channels divine energy within 20 feet of the pit catches the
attention of the Dragon Queen, who sends one of her children
(see below) to destroy the offender. The dragon does not attack
while the character 15 in Unthalass, but waits for the offender
and those traveling with him to leave the city, at which time it
ambushes the group at the first opportunity.

Antasillix: Male juvenile green dragon; CR 8; Large dragon (air);
HD 14d12+42; hp 133; Init +4; Spd 40 ft.,, swim 40 ft., fly 150
ft. (poor); AC 22, touch 9, flat-footed 22; Base Atk +14; Grp +22;
Atk +17 melee (2d6+4, bite); Full Atk +17 melee (2d6+4, bite)
and +12/+12 melee (1d8+2, 2 claws) and +12/+12 melee (1d6+2,
2 wings) and +12 melee (1d8+6, tail slap); Space/Reach 10 ft./§
fr. (10 ft. with bite); SA breath weapon, spells; S(Lblindscnse 60
ft., darkvision 120 ft., immunity to acid, magic sleep effects,
and paralysis, low-light vision, water breathing; AL LE; SV
Fort +12, Ref +9, Will +11; Str 19, Dex 10, Con 17, Int 14, Wis
15, Cha 14. '

Skills and Feats: Bluff +16, Diplomacy +16, Escape Artist
+14, Intimidate +16, Knowledge (local) +9, Knowledge (nature)
+9, Listen, +18, Search +18, Spelleraft +16, Spot +18; Alertness,
Blind-Fight, Imiproved Initiative, Flyby Attack, Wingover.

Langnages: Chessentan, Draconic, and Untheric,

Breath Weapon (Su): 40-foot cane of corrosive (acid) gas; 8d6
acid; Reflex DC 20 half.

Sorcérer Spells Known (514 per day, caster level 1st): O—danc-
ing lights, ghost sound, mage hand, detect magic, 1st—charm perjon
(DC 13), shield.

: _ THE STING
In the heart of the artistic city of Cimbar lies a secluded glade that
holds ane of the city’s most painful secrets. Priests of Loviatar,
the Maiden of Pain, have truly found a home in this decadent and
tolerant city. Many of their rites do not even have to be hidden
from the populace at large, and those that do are easily explained
away as underground pleasure parties. Everyone is invited to these
affairs, and Loviatar has gained a number of converts froni this
city of artists and free thinkers. Only a special few, however, gain
access to the holy shrine known as the Sting.

The Sting is a natural courtyard surrounded by a house used
by initiates of Loviatar for purposes of their faith. The courtyard
area is composed of soft earth covered completely by grass, and
various trees obscure the vision of those within. Four walkways
made of stepping stones lead from various mansion doors to
the center of the courtyard, where Loviatar can be properly
worshiped. At the center stands a misshapen willow tree that has
thick leaves and covered with thorns. This is where the faithful
make their prayers.

* The Tree of Loviatar is not alive, but it is the conduit for
Loviatar’s power when the ritual is properly conducted. Its leaves
are tough and whiplike, and the thorns can be used to cause
grievous wounds of painful stings as necessary. Should the tree
or worshipers come under attack, the tree will spring to life in
defense of the shrine (see below for the tree’s statistics). It attacks
all nonworshipers mercilessly until it is destroyed or the shrine
is free of invaders. '

The Sting Ritual: The ritual leader must provide seven
objects that have been inside seven different indiv iduals’ bodies
and caused them pain. These items could be weapons that were
used to puncture someone’s body, sharp barbs or caltrops that
were swallowed and regurgitated, or any number of other things.
These items are placed on a special platform carved ito the
trunk of the Tree of Loviatar, at which time the ritual leader
kneels and begins to pray to Loviatar. The tree slowly begins to
animate—a limb shakes, a leaf jerks, a root creaks—until the
branches are all shaking and the leaves whipping around in a
fury. If the goddess is pleased with the offering and prayers, the
ritual leader’s body will be stung by a hundred shallow cuts from
the thorns on the tree’s leaves; if the goddess is not pleased, the
tree animates and attacks.

Ritual Benefit: The character becomes virtually immune to
pain for 24 hours, gaining damage reduction 2/— for the duration
of the effect.

Baleful Effect: Should the ritual leader fail to please Loviatar,
or a nonaffiliated cleric attempt to cast a spell or channel divine
energy within the shrine, the tree animates and attacks. Clerics
of Loviatar are not immune to the tree’s attacksy but the tree
will not kill such a character. It will attack for a few rounds to
teach the errant cleric a lesson, and then drop him to the ground,
bleeding and properly chastised.

-y
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Tree of Loviatar: CR 14; Huge construct; HD 26d10+40; hp
181; Init, +0; Spd O ft.; AC 18, touch 8, flat-footed 18; Base Atk
+19; Grp +36; Atk +26 melee (1d8+9, thorny whip); Full Atk
+26 melee (1d8+9, 8 thorny whips); Space/Reach 15 ft./15 ft.;
SA frenzy, improved grab; SQ construct traits, damage reduction
10/good, darkvision 60 ft., fast healing 5, low-light vision, resis-
tance to cold 20, electricity 20, and fire 20, spell resistance 25;
AL NE; SV Fort +8, Ref +3, Will +3; Str 28, Dex 10, Con —,
Int —, Wis 1, Cha 1.

é/lt//\ and Feats: —

Frenzy (Ex): The Tree of Lo& iatar can fly into a frenzy,
striking all creatures in reach with 2d4 thorny whips. Doing
so strains the tree, however, causing it to be inactive for
1 round after such an attack. It can maintain its hold on
grappled creatures during its down time, but does not deal
damage to them.

Improved Grab (Ex): To use this ability, the Tree of Loviatar
must hit with 2 thorny whip attack. It can then attempt to start
a grapple as a free action that does not provoke attacks of op-
portunity. The tree has dozens-of thorny whips, so it can grapple
as many creatures as it likes and still make full attacks against
nongrappled opponents.

other evil sites

Places where evil gathers attract player characters of all align-

ments. There’s always somethmg or someone mtelcstm;J to be
discovered, destroyed, or redeemed.

the caves of cwuvaln

Location: This cavern system can be used as the location of a
great treasure, guarded by the undead spirit ip area 7. The elven
history of the spirit lends itself to a forested region such as the
Dales or the Chondalwood.

The entrance to the cave is low and framed by the gnarled
roots of an ancient oak tree. At its mouth, the cave floor is strewn
with leaves and forest debris, and it shows the signs of recent
passage, including a large black smudge on the roof—probably
scorch marks from a torch. The slightest hint of a breeze issues
from the mouth of the cave, carrying with it a smell of earth
and the faintest whisper of a moan.

As the PCs progress deeper into the cave, the moaning grows
louder until its source is reached at area 5.

1 — THE AUDITORIUM
This first and largest chamber is wide and low-roofed (ranging
from 5 to 7 feet high), with many dark alcoves and fissures
in the walls. The floor is strewn with rocky debris, which
reduces movement rates by one-quarter. However, a cleared
path stretches from the entrance to area 2. Nothing else of
interest is here.
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2 — THE CROOKED STAIR

This staircase is partially natural and partially constructed,
as any dwarf can plainly see. It is entered from area 1 by way
of a great crack in the wall. The stair is only wide enough' for
one Small or Medivm creature, and the steps tilt dangerously
towards the gaping fissure that borders the left-hand side of the
stair for most of its course. Anyone who falls into the fissure®
drops 100 to 150 feet, depending from what point on the stair
the fall occurs. If the imp Paxzuox (see below) finds the characters
intruding and decides to attack them, it does so on ‘the stair. So
narrow and steep are the stairs that anyone engaged in battle who
misses on an attack roll must make.a DC 12 Dexterity check or
topple into the fissure.

3 — THE BRANCHES

In this area, the PCs must choose between numerous branching
passages. Most often, passages lead to dead ends. It is possible for
the characters to become separated or lost in this area. If the PCs
find their way to the dead end branch marked with a star on the
map, they find the skeleton of a priest of Lathander. The bones
are draped in pitiful rags, but the hands still clutch a small iron
box decorated with the symbol of Lathander. The box is locked
(the key can be found under the bones); it contains a pation of
bealing and 2 vials of holy water.

4 — THE ImP’s LaIR (EL )

This cave is the lair of an imp named Paxzux. He could be the
servant of a wizard related to the larger adventure, or he could
simply be a free-roaming monster who chose to settle here. He
spends most of the daylight hours here, only leaving near dusk
to conduct his business, whatever that might be. If he is aware
of the PCs’ approach, Paxzux turns invisible and waits to see
what they will do.

Paxzux: Male imp; CR 2; Tiny outsider (evil, lawful, extraplanar);
HD 3d8; hp 17; Init +3; Spd 20 ft., fly 5O ft. (perfect); AC 20,
touch 20, flat-footed 17; Base Atk +3; Grp —5; Atk or Full Atk
+8 melee (1d4 plus poison, sting); SA poison, spell-like abilities;
SQ alternate form, damage reduction §/good or silver, darkvision
60 ft., fast healing 2, immune to poison, resistance to fire 3;
AL LE; SV Fort +3, Ref +6, Will +4; Str 10, Dex 17, Con 10,
Int 10, Wis 12, Cha 14.

Skills and Feats: Diplomacy +8, Hide +17, Knowledge (the
planes) +6, Listen +7, Move Silently +9, Search +6, Spellcraft
+6, Spot +7, Survival +1 (+3 following trmks) Dodge, Weapon
Finesse L.stmg_\).

Langnages: Common, Infernal.

Poison (Ex): Injury, Fortitude DC 13, 1d4 Dex/2d4 Dex.

Spell-Like Abilities: At will—detect good, detect magic, invis-
ibility (self only); 1/day
(six questions)

Possessions: wand of fear (17 charges).

suggestion (DC 15); 1/weuk—commum’
. Caster level 6th,
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The imp is able to polymor;-lh at will into a goat or a raven by
means.of his alternate form ability. Paxzux can use his innate
power of suggestion to control the actions of those he meets.
When in his lair, Paxzux always keeps his wand of fear nearby
to use against intruders. :

The south end of the chamber is pjled with heavy carpets and
many large soft pillows. Bowls of silver and carved oak are filled
with an assortment of local fruits, nuts, and breads (two silver
bowls worth 10 gp ¢ach). A wool blanket has been draped over
an iron-bound chest. The chest contains 240 cp, 40 sp, and 115
8P, a chime of opening, and a ring of spell storing containing the

 following spells—gaseaus form, disintegrate, and passwail. This
area also contains a keg of beer and a barrel of wine, along with
barrels and sacks of bread, dried meat, and fruit.

One of the barrels is not what it seems—it is a mimic. The
mimic guards the irhp’s treasure in exchange for foad.

Mimic: hp 60; see Monster Manual page 186.

¥ — Tue WINDY PassaGE.

This area is the source of the ever-present moaning that fills
these caverns. Along the west wall are three large cracks. A stiff
‘breeze blows through them, producing the noise. The breeze is
cool and somewhat mojst, as is evident by the quantity of lichens
and fungi growing on the walls here. :

A dwarf has the usual chance to detect that the west wall of
the passage is false and can be moved (pushed back). Otherwise,

The Caves of Cwuvain

PCs have the standard chance of detecting a secret door here.
The secret door leads to area 6.

6 — THE STREAM

Under steady pressure, the wall slides back, and after a last
gasp the moaning stops. Beyond the wall is a small cave, with
a swift stream flowing from a fissure in one wall inte a crack
in another. A brisk wind blows from the crack into which the
stream flows. But, strangest of r;l]l, is the heavy door in the
apposite wall; its iron bands are carved with runes of guarding
and warding,

The stream is only 2 feet deep at its middle, but the water is
icy cold. Careful examination of the door reveals that it is sealed
with lead. The door is locked, but no lock is apparent. The door
was built to lock automatically upon closing because the elves
who created it never intended it to be opened again. Therefore,
the lock cannot be picked. It must be opened magically (using a
knock spell or a chime of apening) or not at all.

7 — THE ToMB OF CWUVAIN

Beyond the iron-bound door is the final resting'place- of the

warrior-princess Cwuvain. The elves who defeated her sealed and

hid this area so that no one could enter and unleash her spirit
upon the world. g :

Beyond the door, PCs can se¢ a small sepulcherlike chamber

studded with large growths of shining crystals. It is like the inside
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of a geode, only many times larger and more magnificent. In the Description: This large round stone, about 6 feet in diameter,
center of, the chamber lies the remains of a warrior, its bones appears to have been shaped by the hand of a mad craftsman. At its
still sheathed in now-rusted armor, its skull cloven by a bronze top is the impression of a hand, as though some wizard had pressed
axe turned green with verdigris. Near its outstretchéd hand lies his hand into the molten stone as it began to cool. The stone’s
a wooden staff strangely untouched by the ravages of time. dark surface is covered with weird angles and planes that shatter

A strange mist riscs above the bones; it glows with a pale any light that falls, reflecting it back in a cacophony of ¢olor that
green light, and as the heroes watch, it begins to coalesce into dazzles the eye and befuddles the mind. A character must make a’
a humanoid shape. They see the face of a beautiful elf maiden DC 20 Will save to avoid being affected by a telepathic command
take shape in the mist, but it is a face twisted with evil and an to place his hand in the impression on the top of the stone. Some-
undying hatred for all living things., Spectral handsform and one who places a hand into the impression must make

extend toward the characters on ghostly
arms; cold fingers scrabble at the air as
the thing advances, floating upon the chill
air.

This is the banshee of Cwuvain. She attacks
as soon as she has fully formed. Evil charac-
ters can attempt to bargain with her in
exchange for whatever treasure
she guards.

a DC 22 Fortitude save or
be affected by a strange

cursed transformation.
His hand is replaced
with an oversized de-
monic hand that gains
benefits; the hand is
red as blood and has
long, black, clawlike
nails. The character
benefits from the great
strength of the clawed
band (+2 Strength),
an additional claw at-
tack per round (+2 to
base attack bonus, 1d8
damage), and the claw
is treated as an evil-

Cwuvain: 7th-level ghost elf
fighter; CR 9; Medium undead
(augmented humanoid, incor-

poreal); HD 7d12; hp 49;
Init +3; Spd 30 ft,, fly 30ft.

(perfect); AC 22, touch
17, flar-footed 19, 50%
miss chance corporeal
weapons; Base Atk
+7; Grp +9; Atk +10 =
melee (1d6+2/19-20, =
short sword) or +12
ranged (1d8+3/X3, +I
longbow) or +7 melee
(1d6+2, unarmed); curse of the demon
Full Atk +10/+5 melee claw.

(1d6+2/19-20, short sword) or +12 ranged (1d8+3/x3, +1 Jonghow) 1 The claw must be bathed in living blood at least once a day,

aligned weapon for the
purpose of overcoming
damage reduction.
This greater power
comes at a price. Roll
1d6 to determine the

A female drow finds out about the curse of the demon clamw

or 7 melee (1d6+2, unarmed); SA frightful moan, horrific ap- or it becomes limp and useless.
pearance, manifestation; SQ darkvision 60 ft., incorporeal traits, 2 The claw must be bathed in living blood at least once a day,
rejuvenation, +4 turn resistance, undead traits; SV Fort +5, Ref or it attacks the character using his own base attack bonus.
+5, Will +3; Ser 13, Dex 16, Con —, Int 10, Wis 12, Cha 18. It continues to attack until it does damage to the character.
: : 3 The character goes-into an uncontrollable berserk fury (as a
The banshee of Cwuvain could not escape this chamber because barbarian’s rage) when in combat for more than 3 rounds,
of the spells that sealed the door. If the PCs open it, the spells are attacking friend and foe alike, and only ending when no targets
destroyed and she might escape. Her armor is rusted and beyond are visible to attack. There 1s no limit to the number of times
repair, as are her sword and other items. The DM can place items per day that this can happen, and the character is not fatigued
here that are important to the completion of a larger quest. by the rage.
: 4 In combat, the character always drops his weapon or eschews
the curse of the pemon claw Spafshig TGl Cah A
§ The claw attacks the character if his hit points fall to 10 or
Location: Place this stone in a temple dedicated to the worship less. 2
of demons, or in a place historically associated with the presence 6 Once every 24 hours, the claw separates from the character
of demons, such as Hellgate Keep. : while he is asleep and acts as a crawling claw™™, attacking’
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anyone near. For this purpose, the claw has 16 hit points and
AC 12, and it attacks with the character’s base attack bonus.
If brought to O hit points, it vanishes, rematerializes in its
place on the character’s wrist, and drains off 16 hit points to
revitalize itself.

The greenstones (e 7)

Location: This is an ancient ruined shrine once dedicated to
some evil god, such as Bane or Shar. It could be located anywhere,
from the wilderness to an urban setting, and introduced to the
party as an opportunity to rebuild and rededicate the shrine, or
an attempt to recover and use the stones for another purpose.
It could simply be a unique encounter to liven up an evening,
or it could be used as a starting point for some greater mystery
mvolving the greenstones.

Description: The description below is written,as though the
ruin lies in a clearing in a forest.

In the center of the clearing stands the ruin of a shrine—an
irregular pile of square-cut greenish limestone, with many other
similar stones scattered around the clearing as though blown
around by a violent wind.

It appears that, rather than having been carried and dropped,
the stones were rolled or blown to their present positions. The
green stones do not radiate magic due to a masking effect of the
magic that prevents their being used to rebuild the 'shrine, but
they do radiate a faint evil aura.

If anyone casts magic circle against evil within 10 feet of any
of the greenish stones, the stones will begin to slowly move away
from the spellcaster. The square stones roll along the ground at a
speed of 1 foot. When not in the presence of protection magic,
the stones can be picked up and moved around without anything
happening; they can even be stacked up to rebuild the shrine. But
at night, the stones always attempt to dismantle themselves. The
shrine must be completed before it can be reconsecrated. A DC 25
Craft (masonry) check is necessary to rebuild the shrine within a
12-hour period. Subtract 2 from the DC for each skilled assistant
helping with the rebuilding, and subtract 1 for each unskilled
assistant. The shrine can only be rebuilt during the day. At night,
the stones always move away from one another.

Casting a desecrate spell an the stones, or making any attempt
to stop them from dismantling themselves at night, causes them

If the clemental is driven out using banishment, dismissal, or
similar magic, the shrine can be rebuilt normally. The stones can
also be used in another construction as long as no shrine stone
is within 3 feet of another shrine stone. Of course, magic circle
against evil will still cause those stones to move, and could result
in the damaging or destruction of the new building,

H(_lgskull Hill

Location: This setting works best when placed at a location
where the characters are emerging from the Underdark.

Description: Hagskull Hill is an uneven mound of black rock
cavered with thick patches of witchgrass. Atop the hill sits a 50-
foot-high skull-shaped rock, while the hill itself rises some 100
feet above the surrounding landscape. Anyone climbing to the
tap of the hill sees a 10-foot-wide stone staircase rising to meet
a crenellated platform that gives the skull the vague appearance
of having a protruding stone jaw. Stone doors at the back of the
platform lead to the interior of the skull, as do the skull’s hollow
eye sackets.

1 — BoNE BED AND BREAKFAST
11 is difficult to tell whether this chamber is dungeon or natural
rock, or same combination of the two. The ceiling is low, barely
high enough for a dwarf to stand, with irregular p.i//nrs of rock
supporting the ceiling. Al about you lie the scattered bones of

hundreds of creatures—humans, elves, dwarves, goblins, orcs,

agres . . . akl the bumanoid races that you know, and some that
you might never have seen before. Some are old and brittle,

while others look fresh and picked clean. A broad, low apening,

Jaintly lit by a dim and wavering light, appears to be the only

exit from this place.

Many of the bones show signs of terrible injury—crushed skulls,
hacked limb bones, shattered ribs. No treasure is here, nor any
weapons or clothing.

2 — HeLr ME, I’vE BEEN ZOMBIEFIED
The law chamber apens into « wider cavern, sloping down to an
uneven floor broken by pools of reeking black water that con-
tinually bubble with foul-smelling fumes. The [floor is littered
with bones and bodies in various states of decay. Balls of foxfire

IL _ to clump together and form a Huge carth elemental. and wispy curtains of glowing gases, ever shifting and changing,
' Huge Earth Elemental: hp 152; see Monster Manual page 97. provide this chamber with its only source of illumination. A
The el¢mental attacks the spellcaster or the ones who are at- half-dozen openings of various sizes lead aut of the room.
| tempting to stop its effort to dismantle the shrine. It continues <pause until characters enter the cavern>
' to attack until it is no longer being harassed, at which point it As you enter the cavern, you hear a slipping hiss, like a gasp of
falls apart. The stones begin to roll along the ground in random alarm and anger. A dozen or more creatures rise up [rom the
directions until each one is at least 3 feet away from any other corpses littering the floor. Shambling toward you, the zombics
% shrine stane. : erupt in a low chorus of moans.
. Long ago, a priest’of Seline destroyed this shrine by sum- ' :
moning an carch elemental into it and binding it there with the The zombies attack anyone who enters this chamber,
b~ command to never allow the stones of the shrine to be rebuilt. Zombies (12): hp 16 each; see Mowuster Manual page 265,
b ' 3
A 8.
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3 — Dark NacGa (EL 8)

The passqge brings you to a bowl-shaped cavern. The floor slopes
down toward the chamber’s centey. Numerotis weapons, pi(’f({c
of armor, and common items, perhaps taken from the bodies in
the first two rooms, appear to have been carelessly. piled bere.
Opposite, a.ramp curls up the side of the chamber to fust above
the entrance. Beneath it and to your right, another passage leads
of [ into darkness.
<pause until characters enter the cavern>
As you enter, you bear a slithering, scraping noise. A serpentlike
creature emerges from the side exit. The weivd creature’s skull
is that of some kind of bumanoid. Its body is covered in purple
scales, and its tail is tipped with a stinger.

b, I see that you have arrived,” the creature says in a grind-
ing smonotone completely devoid of emotion. “The master awaits
you above, but first he desives that you arm and clothe yourself

Srom the items you find before you, if you have need.”

This dark naga has been ordered to welcome the group. It attempts
to answer their questions, but: it will say nothing of how they
arrived here or who “the master” is, saying only that “All will
be revealed in time” or “It is for the master to say, not 1.” As for
the zombies, it apologizes that it cannot be everywhere at once,
but soon the group will have nothing to fear from such servants
of the master. The PCs can take any items they wish from the
pile of equipment. Many of the things are rusted beyond use or
so old and rotten that they cannot be worn. None of the items
are magical, and none are alchemical items such as'sunrods or
tanglefoot bags.

In cach of the following lists, the quality of items is indicated
by their order of appearance, with each group separated from
the next one by a slash: items in good condition / items that
are serviceable but needing repair / items in peed of immediate
repair.

Weapons: light mace, masterwork scimitar, composite short-
bow, spear / 2 daggers, 11 light crossbow bolts, quarterstaff,
throwing axe, 2 short swords, longsword, battle axe, heavy pick,
warhammer, longbow, 13 longbow arrows, 6 shortbow: arrows /
bastard sword, spiked chain, morningstar, light crossbow

Armoy and Shields: human-sized leather, dwarf-sized half-
plate, heavy steel shield / elf-sized studded leather, human-sized
chain shirt, dwarf-sized chainmail, elf-sized breastplate, buckler,
2 light wooden shields, 2 light steel shields / human-sized
breastplate

Clothing: crested helm / 2 pairs of dwarf boots, 5 pairs of
leather boots, cape, 2 cloaks, 6 wool shirts, 1 pirate shirt, kilt, 6
trousers, iron cap, mail hood, leather hat, buccaneer’s hat, wizard’s
hat, 3 belts / gauntlets

Mundane Items: 2 bone scroll cases, copper scroll case / 2
backpacks, 4 small belt pouches, miner’s pick, large belt pouch,
bealer’s kit, iron pot and tripod, iron pry bar, 3 oiled leather
bags, drinking horn, 2 wineskins, goatskin waterbag, blacksmith’s
hammer / none
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In addition to these items, the naga also points out a large
pottery chime. It 1s black and decorated with a2 maddening.array
of strange-symbols. It warns the PCs not to strike the chime here,
but to take it with them, because they will need it. It tells them
nothing else about the object, but they can discover on their own
that it is magical. It is a chime of discord, useful for"negating
the harpies’ songs (see area 5) and other magical sound-based
charm effects. Once the chime is struck, the harpies will leave
the party alone.

The dark naga will defend itself if attacked. The side cham-
ber is its lair and contains its treasure: a giant snow adder’s
hide (300 gp), eye of the serpent gem (large amber with dark
occlusion, 200 gp), egg of the serpent gem (large milky opal,
500 gp), and a vial with 2 doses of giant snow adder venom
(injected; Fortitude DC 20; freezing fouch plus paralysis or
1d3 Con/1d3 Con).

Dark Naga: Large aberration; CR 8; HD 9d8+18; hp 58; Init
+2; Spd 40 ft.; AC 14, touch 11, flat-footed 12; Base Atk +6; Grp
+12; Atk +7 melee (2d4 plus poison, sting); Full Atk +7 melee
(2d4 plus poison, sting) and +2 melee (1d4+1, bite); SA poison,
spells; SQ_darkvision 60 ft., detect thoughts (DC 15), guarded
thoughts, immunity to poison; AL LE; SV Fort +5, Ref +7,
Will +8 (+10 against charms); Str 14, Dex 15§, Con 14, Int 16,
Wis 15, Cha 17.

Skills and Feats: Bluff +9, Concentration +13, Diplomacy +7,
Disguise +5 (+7 acting), Intimidate +5, Listen +11, Sense Motive
+8, Spelleraft +12, Spot +11; Alertness, Combat Casting, Dodge,
Eschew Materials®, Lightning Reflexes.

Languages: Common, Infernal.

Poison (Ex): Imury, Fortitude DC 16 or lapse into
nightmare-haunted sleep-for 2d4 minutes. The save DC is Con-
stitution-based

Sorcerer Spells Known (6/7/7/5 per day; caster level 7th):
0-—daze (DC 13), detect magic, electric jolf™* (+7 ranged touch),
light, mage hand, open/elose, read magic; 1st—expeditious refreat,
magic missile, shocking grasp (+7 melee touch), shield, silent image
(DC 14); 2nd—invisibility, scorching ray (+7 ranged touch),
summon undead IT: 3rd—control darkness and shadoi*, lightning
bolt (DC 16).

*New spell described on page 29.

4 — TuE STAR CHAMBER (EL 7)
The ramp spirals up to a passage roughly carved from solid stone.
It continnes npward for some distance at approximately the same
stope and radins, completing approximately two [ull turns before
straightening out and turning into steps. The steps lead up another
twenty feet or so. They are coveved by a thick black patina of
ancient blood.

The staiy ends near the center of a large, star-shaped
chambey, the floor of which is covered with both carved and
painted cabalistic symbols and weird geometric patterns. The
center of the chamber is graven with numerous overlapping’
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civeles charred into the floor. This appears to be some kind of A whip of purple fire lashes out, striking each character across

summoning chamber; there are no other exits. the forehead or hand (1-4 hand, -6 forchead) leaving behind a

As you enter, a shimmering column of hazy purple light bluish welt that never heals. This welt grants the character a +2
springs into being at the roows's cenmter. It rises from floor to bonus to Charisma when dealing with evil creatures, including
cesling. Within it, you see a shadowy being. Though human in the rebuking or commanding of undead. It is also the shadowy
shape, the creature is utterly featureless, looking as much like a creature’s way of communicating with them, for whénever he
shadow as the ones your own bodies cast on the floor, were if not needs to speak to the group’s members, the welt will begin to
bloodyed. ¢ ache and burn.

“Welcome,” it says in a voice that seems to echo from across After this, the column of light disappears. The characters can
a great distance. “I expended much’of my vemain- ;w X - § return below to-question

ing energy on this plane to bring you
herve. I need brave ad-
venturers such as you, o
and called upon favors
owed me by dark gods

the dark naga more,

or they can attempt

to use the teleporter.

To do so, they must
activate it by blowing a
note on a silver flute that they
can find lying in a corner of
the star chamber (Search DC
15). After it is activated, the
teleporter delivers anyone
stepping on it to area 5. The
- teleporter remains active for
10 rounds. The PCs should
take the flute with them, or
else they won’t be able to

and demon lords to guide
your steps Io this place.
I hope that fate bas not
betrayed me”

Allow the characters
to ask some questions
before continuing, and
answer the questions as
needed by the adventure
you have in store for
the PCs. The shadowy
being answers all other -

activate the teleporter from
the other side.

- The dark naga can instruct
them in how to use the tele-
porter. If they encounter the

questions with “You will
learn, in time” Use this
section to describe the
quest that they are to
accomplish.

If the PCs refuse to help,
a horde of shadows emerges through this

harpies and retreat, it will

tell them to use the chime

of discord 1o negate the
harpies’ song.

Danger awaits in the star chamber

portal (the shimmering column of purple light) to attack and Star CHAMBER SHADOW WEAVE NODE
destroy the group. Class: §
-Shadows (20): hp 19 cach; see Monster Manual page 221. Granted Spells: project image, summon undead ¥V~

§ — Ture Opera HALL (EL 9)
The following text assumes the characters have just teleported
“I see you are wise. Your task will not be easy, but the rewards from area 4.

If the characters agree to cooperate, read the following.

of success are great. Time is your ally, but do not tarry, for my

power on this plane weakens daily. _ In a flash, you find yourself in a towering natural cavern. The
“You stand within a chamber wholly dedicated to magic. Not dome-shaped ceiling seems to collect and focus sound, for even

only can it be used to summon allies from other planes, it can also the tintest noise generates an echo that seems to go on forever.

be used as a teleport chamber. High overhead, two large side caverns appear to be open to the
“Before you go, I will give you each a mark, so that seyvants outside by the dim light filtering through them. Opposite where

like my zombies will no longer harass you. But beware. Not  you stand, a passage leads ont of this chamber.

all the evil that once filled this forest is allied with me. Ton :

will face danger within and without. But this should be of A few moments after the PCs appear in this room, the harpies

assistance. .. .” attack. They also will attack anyone approaching from the

outside.
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With a feathery rustle of wings, several creatures leap out of
the caverns bigh above and descend toward you. These creatures
ook like evil-faced buman females with the lower body, legs and
wings of a /J-z{ge vulture. They begin to shriek a horrific song that
dulls the mind and slows the wits.

Harpies (5): hp 31 each; see Monster Manual page 151,

The harpies have their lairs in the two caverns high above the
main part of the chamber. Their caves grant them access both
to the outside and the interior of the hill. They attack anyone,
even those bearing the shadowy being’s mark, for they have no
loyalty to him. He allows the harpies to stay here because they
protect the hill and the swamp from intruders.

Ringing the chime of discord breaks the power of the harpies’
song. They know their powers are useless against its magic, and
rather than risk melee combat, they retreat to their lairs. They
will, however, defend their lairs against all intruders, chime or
no chime. Each cavern contains nests made out of feathers,
twigs, and marsh grasses. Scattered coins totaling 1,000 sp,
plus three gems (total value 530 gp), can be found by a careful
examination of both caverns (Search DC 20). The caves are
located nearly 100 feet up a nearly vertical, uneven, wet rock
face (Climb DC 30).

6'— THE No. 6 Daxce HaLL:

Unlike many of the other passages and rooms in this place, this
broad low hall was obviously constructed by human hands.
Squat, square columns support the low-hanging roof overhead,
while the walls between the columns are carved in low relief
depicting all sorts of evil scenes, from the burning of villages and
slaughtering of humans and elves, to the torturing of wictims by
bestial and demonic creatures and the bloody sacrifice of prison-

ers to a variety of dark gods.

This hallway leads from area ¥ to area 7. Other than the decora-
tions, it is unremarkable.

7 — FaLseE TEETH

A pair of squat bronze doors apen to the outside world. Beyond,
a stone landing has been leveled out of the floor of a natural
grotto. The ceiling is thick with hanging stalactites, while outside,
a ramp of roughly hewn stones forms a crenellated wall. Stone
steps lead beyond the wall down the hillside.

Anyone approaching this area from the outside is attacked by the
harpies, whose lairs overlook the staircase. Otherwise, this place
is unremarkable except for the fact that, seen from a distance, it
gives the appearance of a snaggle-toothed grin. Combined with
the eyehele harpy caves above, these features give the hill its
name—Hagskull.

the scarab chamber (er 16)

Location: Use this location to hold a clue that aids in complet-
mg a larger quest. The mummies and the treasure suggest an
Egyptian motif, so the location is particularly suited to the area
surrounding Skuld, in Mulhorand.

Description: The passage opens out into a large circular
chamber. This cavern looks to have been carved from the rock,
or at least its walls have been shaped from some old cave, for
its circumference is almost perfectly circular and the marks .of
the chisel are quite plain upon the walls. Numerous niches have
been carved into the walls; each one holds a badly decayed human
corpse. Visitors would almost mistake this for a burial chamber,
were it not for the strange object in the center of the room.

Beneath a glass case and resting atop a purple cushion, the
characters can see a gleaming golden beetle. It looks wrought
entirely in gold and encrusted with crushed rubies and tiny black
pearls. It has the appearance of a beloved idol, but one dedicated
to evil.

Once the PCs enter this chamber, they have 2 rounds to
explore before the mummies lying in the niches rise up and begin
to attack.

Mummies (20): 55 hp ecach; see Monster Mannal
page 190.

The mummies attack until they are destroyed or turned.
Other than the golden beetle, no treasure is found in this room.

+ The beetle is wrought of solid gold, with a shell encrusted with
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rubies and tiny black pearls. Beneath the shell are wings carved
from thinly sliced pieces of a unicorn’s horn. Its base material
value is 15,000 gp. The beetle can be used as the phylactery of
a lich, or it might contain some small scroll or key essential to
the completion of an adventure.

To reach the beetle, its glass covcritig must be removed. This
is no simple task, since lifting the glass releases the poison gas
contained within. The gas immediately disperses into the room.

Insanity Mist Vapor Trap: CR 8; mechanical; touch trigger;
repair reset; never miss; onset delay (1 round); poison (insanity
mist, DC 15 Fortitude save resists, 1d4 Wis/2d6 Wis; multiple
targets (all targets within -ft. radius of the trap); Search DC
25; Disable Device DC 20.

Tomb of Queen NO’RIS (&L 16)

Location: This tomb can be placed in any swampy region or
underground lake (with medifications to the descriptions). It is
accessible by water. The setfing is designed with the expectation
that the party includes dwarf or duergar characte{s.

Description: A large grassy mound, more than 120 feet in
diameter, rises up out of the water. Its shape is too regular to
be a natural feature. Several large gray stones ring its crown,
some upright, some fallen and broken into pieces half hidden by

s
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the tall marsh grass. Several scars on the hillside show evidence
of ancient excavations. The most striking feature of the mound
is a large section that has apparently collapsed and slid down
into the water, exposing bare black earth and what appears to
be masonry. .

The characters can beach their boat in the shallow water
next to the collapsed section of the barrow mound. The masonry
proves to be a stone wall and heavily corroded bronze door. The
characters must clear away the mud, and then make a DC 23
Strength check to open it. However, the interior of the tomb has
a powerful antipathy spell on it that prevents any nondwarf from
entering (Will DC 22). Those standing at the door can see the
glint of gold within. An engraved stone above the door records
the occupant of this tomb, Queen No'Ris; written in dwarf runes
below it is a curse upon all nondwarves who enter.

Squeaking horribly on corroded hinges, the door gives way,
revealing a low circular chamber beyond. It appears that this
place has remained sealed for many centux"ics, but despite the
ages that have passed, the chamber appears remarkably clean.
A smooth stone floor stretches out before the characters, with
only a thin layer of dust obscuring the patterns beneath, Even
so, they can see here and there the gleam of a jewel embedded
in the stone. !

Thirteen niches are spaced at regular intervals around the walls
of the tomb—each contains some kind of tall urn, atop which sits
the skull of a dwarf. The far end of the tomb is dominated by a
huge stone altar. A shriveled dwarf corpse rests atop it, dressed
in the finery of a former time, with golden breastplates and
bracelets and a jeweled belt encircling its skeletal hips. A shining
golden helm and face mask covers its head, from which spills
a profusion of dirty blond curls. The corpse’s shrunken brown
hands still grasp an axe to its breast.

Queen No'Ris was a powerful dwarf warrjor who ruled with
an iron fist long before an earthquake formed the Iceclutch
Swamp. A bitter foe of the elf nations, she led a series of brutal
wars that reduced both the dwarf and elf populations of the
region. The Queen’s spirit has long since fled, but the shadows
of sher former followers are cursed to guard her tomb. Anyone
attempting to despoil the queen draws their ire. They swoop
out and attack, first casting darkness to extinguish any flames
or light sources.

Greater Shadows (13): hp $8 cach; sece Monster Manual
page 221,

Each shadow resides within an urn. The urns are otherwise
empty, except for the skulls atop them. As the shadows emerge,
they appear to pour out of the empty nostrils and eye sockets
of the skulls.

The queen is largely dressed in rags. Her breastplate, mask
and helm are actually gold foil over hardened leather, but the
leather is rotten and crumbles at a touch, leaving a worthless
pile of dust and gold flakes. The belt is a different matter; it is
solid gold and encrusted with uncut, polished semiprecious stones.
The primitive craftsmanship-speaks of its age; still, the belt is

worth 500 gp. The bracelets are also gold and of a serpent design’

with carnelian or amethyst chips for the eyes. Each of the six
bracelets is worth 100 gp. The axe is a +2 dwarven waraxe that
glows when a nondrow ¢lf comes within 180 feet of it.

Eighteen large ornamental stones are embedded in the floor,
connected by etched lines that form an intricate star pattern. The
eighteen-pointed star was the symbol of the queen and is repeated
on her helm and breastplate, but it is otherwise meaningless.
Each stone is worth 2 gp.

The wizard’s way

Location: This simple but deadly trap can be placed in a
wizard’s lair, either ancient or currently occupied.

Description: This passage is only 6 inches tall, preventing
characters from entering. it normally. To further discourage
anyone from finding the way through this area, a greater glyph
of warding holding a greater dispel magic spell has been placed
on the floor of the passage about halfway down its length. The
dispel effect is targeted agamst any spells currently in_effect
on the one who crosses the glyph. The intention is to negate
any polymorph, gaseons form, or other effect used to allow the
individual to enter the tiny passage, thus forcing him back to
his normal size and shape. Any creature of Small size or larger
reverted to its normal form inside the Wizard’s Way instantly
takes 18d6 points of damage, with no save.

WizarD’s Way (EL 7)
Clogged Pipe Trap: CR 7; spell trap; location trigger; no reset;
bypass-password; spell effect (glyph of warding that triggers
a targeted greater dispel magic; see page 223 of the Player’s
Handbook; caster level 11th); no attack roll required (18d6,
crush); Search'DC 31; Disable Device DC 31.
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0 you want to run an evil campaign? Your players are

determined to take the fight to the Harpers for a change,

and you're going to give them what they want. There
are many things to consider before doing so, however, such as the
style of your campaign, the depths of evil you and your players
are prepared to act out or encounter, and how the characters will
interact within the party and with the world at large. The following
section contains advice for DMs, including advice on how to pres-
ent evil in your campaign, how to keep a party of evil characters
together, and the different goals and methods an evil party might
use that would not be part of a normal campaign.

the Tone of Your game

How evil is the game going to be? This is a question that should
be answered by the entire gaming group, since it’s’ possible to
cross boundaries that will make the game unpleasant for ane or
more players. Even the DM might find that some of the themes
explored or specific actions taken by the characters will diminish
his enjoyment of the game. The first consideration of any new
campaign should be the enjoyment of all involved.

The best thing to do is to sit down with all the players and
discuss the level of evil in the campaign, how far the characters
will be allowed to go, and even specific actions or situations you
might or might not allow. In Book of Vile Darkness, the fol-
lowing acts are considered evil: lying, cheating, theft, betrayal,
murder, vengeance; worshiping evil gods and demons, creating and
consorting with undead, casting evil spells, damning or harming
souls, consorting with fiends, creating evil creatures, using others
for personal gain, greed, bullying innocents, bringing despair, and
tempting others. Certainly many of those acts are present in a
standard campaign, and even-good characters could be driven
toward them from time to time. But the repeated, deliberate use
of many of these is the hallmark of an evil character. They are
often the evil character’s first choice rather than his last resort,
because committing an evil act can be easier and faster than
acting in a moral way.
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You and your players should discuss which of these acts are
likely to be present in the campaign, and how obvious they will be.
Some players are comfortable with acts such as drug use, outright
murder, and fetishes as long as they are presented “of fstage”; that

+ 15, they happen out of the game session but affect it in some way.
Others do not mind the presentation of such acts in character
or in the game. It is very important to determine these limits
before the campaign begins. :

Another consideration is the frequency of evil in your game.
If you present too much’of it, it can become bland and have
less of an impact on the players. After all, if every villain
has strange fetish powers and vile, fiendish cohorts, then they
become as common as ore chicftains and pickpocketing rogues in
standard garmes. You want to be able to strike the right balance
between presenting vile acts and situations and allowing the
players to experience the regular world so that they witl have
some context for the truly vile things they witness. Again, this
is a consideration that should take into account each player’s
viewpoint and desires. :

what the players want

Players might want to play an evil campaign for a number of
reasons. Some might feel constrained in their actions by playing
good or neutral characters, or they might want a change of
pace from their normal heroic deeds. It can be fun to turn the
tableson the heroes of the setting, to perhaps put a crimp in the
Harpers’ plans or help a tribe of orcs smash caravans en route
from Silverymoon to Sundabar. Scheming to dominate Faertn
has always been a part of the game—but it’s time to stop letting
the villains have all the fun!
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There are some warning signs and pitfalls you should try to
avoid when running an evil campaign. Players might see this as

an opportunity to backstab their fellow players, stealing their *

treasure and generally making their lives miserable. Unless agreed
to beforchand, the presence of one or more players with this in
mind can be disruptive and ruin the fun for everyone else. It’s

important to strike a balance between the naturally self-serving
nature of cvil characters and the goals of the party within the
campaign. Evil works with evil all the time without falling apart
due to internal conflicts, and the chatacters can still act selfishly
without endangering the party or committing treachery against
the other characters.

Players who want to play evil characters in order to act out or
experiment with their darker curiosities can also be disruptive to
the group. This ties in with the overall tone of your game, so all
of the players involved should have agreed beforchand to limit
character behaviors and player interactions to a level acceptable
to all involved. o

why Run an evil game?

There are several reasons for both players and DMs to want an
evil game. Putting the players in an unfamiliar rolé can help
shake things up and create memorable roleplaying sessions. Evil
characters have almost as many options as good ones, but players
rarely get to use them n the game. An evil campaign allows play-
ers to play priests of Bane, assassins, and evil races such as yuan-ti,
orcs, and drow without diluting their true nature. Roleplaying
* opportunities normally closed to good characters are available
in an evil campaign as well. Rather than planning an assault on
an evil necromancer’s lair, the characters might hatch a plan
to steal an artifact from the king’s treasury, interrupt an
agricultural rite that ensures a ripe harvest every year, or
counterattack a force that-has driven a horde of orcs back
toward its bome. These different tactical and strategic
challenges can add fun and variety to the game.
An cvil campaign also opens up rare opportunities for
the DM, He can use good monsters as enemies, affording him
the opportunity to pit the PCs against gold dragons, celestials,
and paladins rather than red dragons, demons, and blackguards.
Benevolent creatures are often less active antagonists—they
don’t rampage through a village, enslave a town’s children, or
any of the other nasty things evil creatures do. Players of evil
characters can formulate their own plots, determining how to
act agamst normal society to further their own goals.
In addition, good-aligned N'PCs provide a roleplaying
challenge to the DM-—maniacal overlords and
necromantic wizards are replaced by law-abiding
paladins and good adventurers out to stop the PCs’
plots. The DM still plays nonplayer characters as
antagonists, but their demeanor and methods are
often antithetical to the normal selection of villains.

Keeping It £un
X » for everyone

. All of the above advice is geared toward one
‘% ) pgoal—keeping the game fun for the DM and the
players. It takes a bit of foresight and work to
pull off an evil game. You must decide before the
campaign_how far you and the players are willing
to go in portraying evil characters. In preparing
for the game, you must look to monsters that aren’t

to make them into interesting antagonists, albeit

normally thought of as villains and figure out how
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sametimes good-aligned ones. Then, during the game, the DM and
players must keep the party together even while they might be

-working toward selfish goals using any means possible to achieve

them. The pbtential rewards are great, however—your game might
find a freshness it has been lacking, while your players enjoy the
new challenges they face as champions of ruin.

enemies
and allies

“Ewil is accompanied by

opportunity.”
*—Dorzad ain Vereet

Evil denizens of Toril might
pursue their own dark philoso- =
phies in the shadows, or they
might actively promulgate vile
doctrines and activities. Every
great villain needs reliable allies and empathetic or
unwitting tools to accomplish her grand plans. Great
evil is constantly challenged and opposed.

Forces of all alignments work against what they
perceive as iniquities and injustices. Some foes focus
on promoting their own agendas that conflict with
others’ evil plans. In addition,
good-aligned folk often work
to generally oppose evil or end
specific manifestations such
as slavery.

Here, youw’ll find
characters who can be grand vil-

\,.N

.
7

lains or simply useful allies of the
player characters. They make suitable
opponents, patrons, cohorts, employers, or
chance encounters. »

-pamian krale

Damian Krale is a large man. Physically, he is an impressive
specimen, but that is not the extent of it. His deep, bdoming
voice and force of -personality make it difficult to ignore his
commands or deny his wisheés. His presence intimidates all who

Damian Krale

stand in his shadow, and the dark power granted to him by Shar
radiates like 2 smothering blanket. His black hair has grown
long, but he keeps his strong jaw clean-shaven to accentuate his
sneering visage. He normally wears the black and purple robes
of his faith, and displays his holy symbol on a thick silver chain
around his neck. He wears three heavy silver rings accented by
amethyst and onyx gems.
Krale has been tasked by the Lady of Loss to coordinate the
efforts of the independent Sharran cells in the Western
Heartland region. His most pressing concern is doing so
in a way that allows each to maintain its independence
4 while turning their efforts toward a
common goal. Exactly what that goal
1s remains Krale’s secret, one he is
unlikely to share with anyone else.
ﬁ A A few of the cell leaders know of
1 Krale’s plan, while the rest are
being manipulated without thteir
knowledge. Rumors of the plan
€ have begun to leak out of the
region, but with the construc-
tion of the fortress over the
Well of Dragons, the defend-
ers of rightcousness have
too much on their hands
already to investigate
| thoroughly. :
: The - earth genasi
_mank, Alon, has recent-
ly contacted Krale and
pledged to aid him in his
endeavor. While Alon
d «claims to have been sent
SRT— _ - by Shar, the cleric is skep-
= tical. Krale prefers to
summeon demons to aid him, and
he is still not certain of how Alen came to know of his plan. Still,
the monk has proven useful in defending him from unwanted
distractions, so for now he is content to use the monk until he
can determine what is really going on.

Damian Krale: Male human cleric 8/shadow adept 4/divine
disciple of Shar 53 CR 17; Medium humanoid (evil, native); HD
13d8+4d4+51; hp 131; Init +2; Spd 30 ft; AC 22, touch 12,

New MiInor Arctifact: shadowstone

This +2 beavy mace is a2 Shadow Weave magie item created _
by Shar and given to Damian Krale to help him unite the
Sharran cells of the Western. Heartlands. It raises the ef-
fective caster level of any of his spells with the darkness
descriptor by one. It protects him, as a scaral of protection,

against the first two energy-draining attacks he suffers each
day. Finally, any creature struck by the weapon must succeed
on a DC 16 Fortitude save or be targeted by a blindness effect
for 1d4 rounds. _

Strong abjuration and necromancy; CL 20th; Weight 8 Ib.
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flat-footed 20; Base Atk +11; Grp +12; Atk +14 melee (1d8+3, divination spells [*] at +1 caster level, all Knowledge skills are
Shadowsgone), Full Atk +14/+9/+4 melee (1d8+3, Shadowstone); class skills). b
Space/Reach § ft./5 ft; SA rebuke undead 7/day (+6, 2d6+13, Possessions: Shadowstone (see sidebar), +3 chain shirt, ring of
9th); SQ_darkvision 60 ft., imbue with spell ability, low-light  force shield, amulet of natural armor +1, peviapt of Wisdont +6,
vision, sacred defense +2, shadow defense +1, shield of shadows; pearl of power (Ath), cloak of elvenkind, scroll of restoration,
AL NE,; SV Fort +14, Ref +6, Will +20; Str 13, Dex 14, Con scroll of heal, 3 potions of cure serious wounds, potion of fly, potion
16, Int 15, Wis 23, Cha 19. Height 6 ft. 1 in. of neutralize poison, 20 onyx gems (100 gp each; for animate

Skills and Feats: Balance +3, Bluff +10, dead), 110 pp.
Concentration +14, Diplomacy +16, Gather
Information +6, Heal +17, Hide +9, Intimi-
date +6, Jump +2, Knowledge (arcana) +11,
Knowledge (geography) +5, Knowledge
(local) +12, Knowledge (the planes) +10,
Knowledge (religion) +15, Spell-
craft +14, Survival +9; Blind-Fight,
F.xtend Spell, Improved Turning,
Initiate of Shar, Insidious Magic,
Pernicious Magic, Persistent Spell,
Shadow Weave Magic, Silent Spell,
Spire Walking, Tenacious Magic.

Languages: Abyssal, Chondathan,
Draconic.

Shield of Shadows (Su): As
a standard action, Damian can
surround himself with a globe of
purple-black force. This grants him the |
effect of a shield spell and provides
him concealment. He can use the

Qooqyl -

The mind flayer known as Qooql is a
weak, sickly member of his race. His
skin is a pallid pink, and his tentacles
are covered with tiny, bulbous sacks
of tissue that sometimes burst
| open, draining pus. He wears an
| oversized coat of cloaker skin
that almost loses him in its folds
duc to his short stature. Despite
all this, Qooql has an amazing
facility for interacting with others.
He has learned to read the nature
and mood of his opponents and
allies, and uses this information
to get them to do what he wants.
He has no problem turning
people against one another, using
their fears and jealousies against
them, and manipulating their
sympathics. Sometimes he even

shield for up to 17 rounds per day.

Typical Cleric Spells Prepared (caster
level 17th): O—cure minor wounds (2),
detect magic, detect poison”, purify food and
drink, read magic; 1st—comprehend lan- |

feigns weakness to elicit pity, if
he believes it will get him what
he wants.

Partly due to his sickly
nature and partly due to the
against flame™'s, cure moderate wounds, perceived lack of respect and
darkness, death knell (DC 19), defect : devotion given to Ilsensine in
thoughts®* (DC 19), enthrall (DC 19), ' 800ql ; the mind flayer community, Qooql
bold peyson (DC 19), silence (DC 18); 3rd—animate i decided almost two years ago to leave the
dead, blacklight™"™ (DC 20), dispel magic (2), searing light (+14  city and move toward the surface. He reasoned that he could better

ranged touch), skull watch®™, weapon of impact

grages®, divine favor, faith healing™ (2),
hide from undead, protection from good"¥,
remove fear, Sanctuary; 2nd—aure

Y6 4th—air walk, serve Ilsensine by corrupting surface dwellers, and there he would
divine power, doomtide™™s (DC 20), freedom of movement, lesser not have to worry about the taunts and treachery of his heathen
planar ally, sending, unholy blight™" (DC 21); Sth—darkbols™ kin. He has now taken command of a tribe of grimlocks, as well
(+14 ranged touch, DC 22), monstrous regeneration™, soul scour'™ as a clan of dwarves who live in shallow caverns on the northern
(+13 melee touch, DC 22), spell resistance, summon tndead V24, edge of the Giant Run mountains (for more on the Unworthy
true seeing™®y 6th—Azuth’s exalted triad™s, blade barvier of Ilsensine, see page 90). His ultimate goal is the subversion of
(DC 21), heal, prying eyes®, word of recall; Tth—blasphemy®, Westgate, but the undead masters who truly run the city have
ethereal faunt, persistent™ shield of faith, repulsion (DC 23); proven to be an effective roadblock for his ambition.
8th—fire storm (DC 23), greater planar ally, powey word blind®; :
th—/foresight™, implesion (DC 24). Qoogql: Mind flayer cleric of Ilsensine 8; CR 16; Medium aber-
D: Domain spell. Domains: Darkness (Blind-Fight bonus ration; HD 16d8; hp 81; Init +6; Spd 30 ft.; AC 20, touch 12,
feat), Evil (cast evil spells [F] at +1 caster level), Knowledge (cast flat-footed 18; Base Atk +12; Grp +13; Atk +15 melee (1d6+2, +1
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light mace) or +14 melee (1d4+1, tentacle) or +16 ranged (1d8+1,
masterwork light crossbow with +7 &o/f); Full Atk +15/+10/+5
-melee (1d6+2, +1 light mace) or +14 melee (1d4+1, 4 tentacles)
or +16 1‘:mgéd (1d8+1, masterwork light crossbow with +1 &o/s);
Space/Reach ¥ ft./¥ ft.; SA rebuke undead 7/day (+7, 2d6+13,
8th), mind biast, psionics, improved grab, extract; SQ darkvision
60 ft., mind flayer traits, spell resistance 33, telepathy 100 ft.;
AL CE; SV Fort +8, Ref +8, Will +16; Str 12, Dex 14, Con 10,
Int 19, Wis 18, Cha 20.

Skills and Fears: Bluff +17, Concentration +8, Diplomacy
+18, Gather Information +7, Heal +12, Hide +10, Intimidate
+19, Knowledge (alrcmm) +13, Knowledge (local) +10, Knowledge
(the planes) +8, Knowledge (religion) +13, Listen +13, Mave
Silently +9, Spellcraft +12, Spot +13; Combat Casting, Improved
Initiative, Leadership, Lightning Reflexes, Persuasive, Weapon
Finesse.

Languages: Chondathan, Draconic, Dwarven, Giant, Infernal,
Undercommon.

Mind Blast (Sp): At will; Will DC 19; all creatures in a
60-ft. cone are stunned for 3d4 rounds. The save DC is Charisma-
based.

Prionics (8p): At will—charm monster (DC 19), detect thoughts
(DC 17), levitate, plane shift, suggestion (DC 18). Effective caster
level 8th. The save DCs are Charisma-based.

Cleric Spells Prepared (caster level 8th): O—cure minor
wounnds, detect magic, detect poison, inflict minor wounds (DC
14), mending, read magic; 1st—command® (DC 17), entropic
shield, faith healing™*, hide from undead, protection from good,
sanctuary; Ind—cabm emotions®, cure moderate wonnds, owl’s
wisdom, silence (DC 16); 3rd—éestor curse (DC 17), create food
and water, dispel magic, suggestion” (DC 19); 4th—air walk,
fear® (DC 20), freedom of movement, neutralize poison.

D: Domain spell. Domains: Charm™ (+4 Cha 1/day for
1 minute as a free action), Tyranny™* (+2 on save DC for all
compulsion spells).

Possessions: +1 light mace, masterwork light crossbow with 20
+1 bolts, masterwork light steel shield, leather armor +2, cloak
of Charisma +2, helm of comprehend languages and read magic,
107 gp.

vargo Kent

Vargo Kent is a monstrous figure whose entire life has been
devoted to dragons in generzl, and black dragons in particular.
When he was only 7 years old, his parents were chosen—more
pointedly, forced—to care for a black dragon egg that was near
hatching. The creature that came out was fascinating to the
young boy, who taok on the respansibility for its care and feed-
ing, Despite the fact that it tried to eat him several times, and
its saliva.repeatedly burned him, leaving scars all over his body,
Vargo wanted to stay around 1t night and day. As Vargo grew and
his aptitude for magic became more evident, the dragon used its
influence with him to shape the new mage’s philosophy. It guided
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him toward the outlook he holds today, that dragonkind will one
day rule the world.

That dragon, Amnemis, is still with him, although she now
acts as his cohort. She was his familiar for a short time once
his powers had grown strong enough, but she soon outgrew the
role. Vargo chose another black dragon as his next familiar, a
choice Amnemis is still not happy about. She taunts and abuses
her younger kin, something she gets away with only because of
her importance in Vargo's life.

Vargo remained independent for some time, seeking to becormne
more and more like his dragons through arcane research, After
the arcane alchemical process that transformed him into a
half-dragon left the lower part of his face almost skinless, the
miage decided to join forces with the Cult of the Dragon (see
page 72) in order to take his research even farther. He knew the
organization had lore that could help him, and his closeness to
dragonkind virtually assured him a high position in the group.
Even he was surprised at how high he would rise within only
a few months of joining the cult, when he was given the task
of sifting through the graveyard at the Well of Dragons and
assisting Naergoth in the final stages of construction of the great
citadel. Now he has essentially taken over the project by virtuc
of his charisma and the cult members’ fear of him. Naergoth is
happy to concentrate more on the defense of the citadel, leaving
the administrative work to. this new wizard, who does not yet
even wear the purple. Like Naergoth, Vargo 1s unaware that a
mature red dragon named Arsekaslyx has been summoned to
aid in the citadel’s defense.

Vargo Kent: Male half-dragon evoker 16; CR 18; Medium
humanoid (human); HD 16d6+48; hp 108; Init +2; Spd 30 ft;
AC 23, touch 14, flat-footed 21; Base Atk +8; Grp +12; Atk +13
melee (1d6+5, +1 quarterstaff) or +13 melee (1d4+5, claw) or +11
ranged (1d8, masterwork light crossbow); Full Atk +13/+8 melee
(1d6+53, +1 guarterstaff) and +8 melee (1d6+3, bite) or +13/+13
melee (1d4+5, 2 claws) and +8 melee (1d6+3, bite) or +11 ranged
(1d8, masterwork light crossbow); Space/Reach § ft./5 ft; SA
breath weapon; SQ darkvision 60 ft., familiar benefits, immunity
to acid, sleep, and paralysis, low-light vision, spell resistance 20;
AL CE; 8V Fort +8, Ref +7, Will +14; Str 18, Dex 175, Con 16,
Int 26, Wis 13, Cha 17.

Skills and Feats: Bluff +8, Concentration +19, Craft (glassmak-
ing) +14, Decipher Script +23, Diplomacy +5, Gather Information
+J, Intimidate +11, Knowledge (arcana) +26, Knowledge (his-
tory) +14, Knowledge (local) +15, Knowledge (the planes) +17,
Knowledge (religion) +17, Listen +3, Ride +6, Spellcraft +27,
Spot +3; Brew Potion, Craft Wondrous Item, Dragon Cohort™,
Dragen Familiar, Energy Substitution, LeadershipsScribe Scroll,
Signature Spell (Mestil’s acid breath™ ), Spell Mastery (dimen-
sion door, dispel magic, fly, Mestil’s acid brearh™, shatter), Spell
Thematics, Spellcasting Prodigy.

Languages: Abyssal, Chondathan, Draconic, Elven, Infernal,
Terran.
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Breath Weapon (Ex): 60-ft. line, once per day, damage 6d8
acid, Reflex DC 13 half. The save DC is Constitution-based.

Familiar Benefits: Vargo has chosen a black dragon familiar
named Enixtryx. The creature’s abilities and characteristics are
summarized below. When his familiar is within 5 feet of him,
Vargo gains the benefit of the Alertness feat. He also gains the
following benefits.

Emfmthic' Link (Su): Vargo can communicate telepathically
with Enixeryx at a distance of up to one mile. He has the same
connection to an item or a place thidt Enixtryx does:

Scry on Familiar (Sp): Vargo-can scry on Enixtryx once per
day as if he had cast scrying.

Share Spells: Vargo can have any spell he casts on himself also
affect Enixeryx if che latter is within 5 feet at the time. Vargo
can also cast a spell with a target of “You” on Enixtryx.

Wizard Spells Prepared (base caster level 16th; pro-
hibited schools enchantment and illusion): O—acid splash’,
detect magic, mage hand, read magic, stick"™; 1st—corrosive
grasp™ (+12 melee touch), expeditious retreat, feather
fall, magic missile”, shield, spirit worm™ (DC 19), unseen
servanty Ind—command undead (DC 20), death armor™™,
Gedlee’s electric loop™*s (DC 20), levitate, Melfs acid arrow”
(+10 ranged touch), resist energy, shatter; 3vd—Mestils acid
breath™® (DC 21), dispel M((gic,flasbburﬂpncs(DC 21), fB7,
clairandience/elairvoyance, scintillating sphere™s (DC 21),
wind wall; W' —fire shield, ice storm, Ilyykur’s mantle"™,
polymorph, stoneskin”, Tirumaels energy spheres™ (DC 22);
) th——Be‘/l_;u)’s burning blood™ "™ (DC 23), break enchantment,

Sfirebrand™¢ (DC 23), Lutzaen’s frequent jaunt™ s, Simbul’s

spell matrix®®, teleport; 6th—acid storm™ ™ (DC25), disin-
tegrate (+10 ranged touch, DC 24), prismatic eye™ (+6 ranged
touch, DC 19), repulsion (DC 24), true seeing; Tth— Bighy’s
grasping hand", control undead (DC 25.), forcecage, Simbul's
synostodweomer™®, Zajimarn's ice claw prison™s; 8th—lighs-
ning ring™*¢ (DC 27), maze, polar ray (+10 ranged touch),
protection [from spells.

*Vargo almost always leaves a 4th-level spell slot open in case
he needs to scry or use another divination.

T: Themed spells (+1 caster level). Vargo’s spell therne is black
dragons, and combined with his Energy Substitution he can make
any cnergy spell appear as, and cause, acid damage. His themed
spells have the following appearances, and his other spells often
have themed appearances as well.

Acid splash: He flings acidic sweat from his brow toward the

farget.

Acid storm: A swarm of black dragons crisscrosses the sky,

raming acidic breath upon the area.

Beltys’s burning blood: A draconic form appears underneath

the target’s skin and writhes, causing ripples in his flesh.

Bighy's grasping hand: The hand is shaped like that of a huge

black dragon.

Fiy: A translucent black dragon picks him up on its back.

Lightning ring: Thousands of tiny acid globules spin around

his body, lashing out in a spray from time to time (Vargo

uses spell thematics and energy substitution to alter this spell
accordingly). :

Fargo Kent
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Magic missile: Miniature black dragons zoom toward the

target. :

Melf’s acid arrow: An oozing black dragon clings to the

target, dripping acid each round.

Stoneskin: His skin changes to black scales.

Spellbook: 0—All others except enchantment and illusion;
1st—alarm, burning hands, erase, mage armor, Snilloc’s snovw-

FRCS

ball™™, Tenser’s floating disk; Ind—dAganazzar’s scarcher™,

arcane lock, Balagarn’s irom born™™, cal’s grace, darkvision,
detect thoughts, flame dagger™®, knock, locate object, scorching
ray, Snilloc’s swowball swarm™ S, spectral hand, stone bones;
3rd—arcane sight, halt undead, haste, nondetection, protection
Sfrom energy, undead lieutenant™; 4th—animate dead, lesser
glabe of invulnerability, Otiluke’s vesilient sphere, remove curse,
wall of fire; Sth—ball lightning'®, cone of cold, permancucy,
sending, wall of force; 6th—acid fog, Bighy’s forceful hand,
cacophonic shield™, contingency, create undead, eyergy transfor-
mation field™s, greater dispel magic, move earth; Tth—delayed
blast fircball, ethereal jaunt, greater telepart, prismatic spray,
8th—DBighy’s clenched fist, create greater undead, Otiluke's
telekinetic sphere, skeletal guard™™, temporal stasis.

Contingency: If Vargo ever comes under the effect of a spell
or ability that causes petrification or immobilization, or if he is
affected by a hostile enchantment or transmutation, he casts a
break enchantment spell in an attempt to remove the effect.

Permanent Spells: Vargo has had the following spells made
permanent on him: comprebend languages, darkvision, magic
fang (both claws and bite), and see invisibility.

Possessions: amules of natural armor +2, bracers of armor +3,
ring of protection +2, ring of invisibility, +1 quarterstaff, master-
work light crossbow, 20 masterwork bolts, gloves of’ Dexterity +2,
headband of intellect +4, scarab of protection (6 left), potion of bear’s
endurance, L potions of cure serious wounds, potion of displacement,
potion of mirror image, scroll with etbereal jaunt, animate dead,
and zondetection, contingency statuette warth 2,000 gp, 53 pp.

Amnemis, Dragon Cohort: Female very young black dragon; CR
4; Small dragon (water); HD 7d12+7; hp 52; Init +0; Spd 60 ft.,
fly 100 ft. (average), swim 60 ft.; AC 17, touch 11, flat-footed
17; Base Atk +7 Grp +4; Atk +9 melee (1d6+1, bite); Full Atk
+9 melee (1d6+1, bite), +7 melee (1d4, 2 clﬁws); Space/Reach ¥
ft./3 ft.; SA breath weapon; SQ blindsense 60 ft., darkvision 120
ft., immunity to acid, magic sleep effects, and paralysis, low-light
vision, water breathing; AL CE; SV Fort +6, Ref +5, Will +5;
Str 13, Dex 10, Con 13, Int 8, Wis 11, Cha 8.

Skills and Feats: Hide +8, Intimidate +7, Listen +6, Move
Silently +6, Search +3, Sense Motive +6, Spot +8, Swim +17;
Enlarge Breath, Multiattack, Power Attack.

Breath Weapon (Su)- 40-ft. line (60-ft. if enlarged), 4d4 acid,
Reflex DC 14 half. The save DC is Constitution-based.

Enixtryx, Dragon Familiar: Male wyrmling black dragon; CR
3; Tiny dragon (water); HD 4d12+4; hp 34; Init +4; Spd 60 ft.,

fly 200 ft. (average), swim 60 ft.; AC 18, touch 12, flat-footed
18; Base Atk +4; Grp —4; Atk +10 melee (1d4, bite); Full Atk
+10 melee (1d4, bite), +5 melee (1d3, 2 claws); Space/Reach 2-1/2
ft./O ft. (5 ft. with bite); SA breath weapon; SQ blindsense 60 ft,,
darkvision 120 ft,, deliver touch spells, empathic link, immunity
to acid, magic sleep effects, and paralysis, improved evasion, low-
light vision, share spells, spell resistance 21, water breathing; AL
CE; SV Fort +7, Ref +4, Will +4; Str 11, Dex 10, Con 13, Int
13, Wis 11, Cha 8.

Skills and Feats: Hide +14, Listen +6, Move Silently +6, Scarch
+2, Sense Motive +2, Spot +6, Swim +14; Alertness, Improved
Initiative.

Breath Weapon (Su): 30-ft. line, 2d4 acid, Reflex DC 13 half.
The save DC is Constitution-based. g

Improved Evasion (Ex): No damage on successful Reflex save
and half damage if the save fails.

chazzar Ne

Chazzar Ne grew up in the Gray Wolf tribe of Uthgardt barbar-
1ans, roaming the savage North with them and learning the
ways of their shamans. She witnessed the orc hordes of 1343
and 1367 DR, and saw the destruction the humanoids wrought
on the lands as they marched. They burned entire forests to the
ground, destroyed or ate every animal in their path, and trampled
the grasslands in mile-wide swaths. It was enough to turn her

_ burning hatred for all things civilized toward those that straddle

the line between civilization and savagery. She wanted the orcs
out of the North forever; she wanted them dead.

Her first thought was to unite the barbarian tribes under
one banner, hers, and lead them into the Spine of the World to
strike the orcs at their heart. She worked for nearly two decades
to do so, but her plan was a terrible failure. Naot only did the
barbarians resist her leadership, but they also drove her into the
Night Trees, where they believed she would be taken by demons
to their fiery realm. Instead, she met a druid of immense power
who controled the many plant creatures that roamed that deadly
forest. Chazzar Ne was immediately enthralled, and saw in the
druid another opportunity. If only he could be convinced that the
arcs were anore dangerous than humans and their cities, he could
turn his incredible control over nature toward their destruction.
Unfortunately, he did not agree, and she was allowed to leave the
forest before he turned his creatures on her.

For the past few years, Chazzar Ne has been gathering
strength once again. She created her own totem and drew fol-
lowers to her, foregoing any mention of her ultimate goal. She
created a stable place for them to live and provided all they
needed. Things were going very well for the new tribe until the
werewolves came. Incensed that these humans had encroached
upon their lands, the werewolves swiftly and fiercely brought
death to the tribe. Chazzar Ne traveled into their lands with
her dire walf, Stonefang, as her only companien, and there she
met with the local leader of the People of the Black Blood. She
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negotiated an alliance with the lycanthropes after demonstrating
her considerable power, and now her tribesmen mingle with and
learn from the shapechangers in the woods. She leads them as
a cult of the moon, and many of her tribesmen have become
Black Blood cultists, channeling their fury into savage artacks
upon their chosen foes, the orcs of the North.

Chazzar Ne:* Female human druid 14; CR 14; Medium hu-
manoid; HD 14d8+28; hp 100; Init +4; Spd 20 ft.; AC 23,
touch 15, flat-footed 19; Base Atk +20; Grp +12; Atk +13 melee
(1d6+3 plus 1d6 fire/18-20, +I faming scimitar) or +15 ranged
(1d6+2, masterwork javelin); Full Atk +13/+8 melee (1d6+3 plus
1d6 fire/18-20, +1 flaming scimitar) or +15 ranged (1d6+2,
masterwork javelin); SQ animal companion (dire wolf’), animal
companion benefits, nature sense, resist nature’s lure, a thousand
faces, trackless step, venom immunity, wild empathy +17 (+13
magical beasts), wild shape §/day (Large, plant, Tiny, 14 hours),
woodland stride; AL CE; SV Fort +11, Ref +8, Will +14; Str
14, Dex 18, Con 15, Int 13, Wis 21, Cha 17.

Skills and Feats: Concentration +11, Craft (glassmaking)
+6, Diplomacy +12, Handle Animal +11, Heal +13, Knowledge
(nature) +14, Listen +15, Ride +9, Spellcraft +11, Spot +15, Sur-
vival +17 (+19 aboveground); Alertness, Brew Potion, Initiate of
Malar, Leadership, Natural 'Spell, Track.

Languages: Druidic, Illuskan, Sylvan.

Animal Companion (E ¥): Chazzar Ne has a dire wolf as an
animal companion. Its abilities and characteristics are summamcd
below.

Animal Companion Benefiss (Ex): Link, share spells. PH 36.

Typical Drutd Spells Prepared (caster level 14th) O—create
watey, ctive minor wounds, detect magic, detect s
poison, purify food and drink, read magic;
1st—carmonflage'™, clatws of the beast™, en-
tangle (DC 16), longstrider, speak with
animals, speed swin™% Ind—barkskin,
bulls strength, cloudburst™®, casy
trail™, heat metal, soften carth
and stone; 3rd—cure moderate
wounds, dominate
animal (DC18),

greatey magic fang, protection from enevgy, skeet storm; 4th—dispel
magic, ice storm, land womB™* (DC 19), mass camouflage™, Yerying
(DG 19); Sth—animal growth (DC 20), call lightning storm (DC
20), commune with earth, stoneskin; 6th—greater dispel magic,
stonehold™%, transport via plants; Tth—aura of wta/xt_) M fire
storm (DC 22), heal.

Possessions: +2 hide armor, +1 heavy wooden shield, +1  flaming
scimitar, § masterwork javelins, amulet of mighty fists +1, ring
of protection +1, periapt of Wisdom +4, boots of the winterlands,
cloak of elvenkind, 2 potions of cure sevious wounds, potion of
bulls strength, two pieces of vory worth 80 gp each.”

Stonefang: Dire wolf animal companion; CR —; Large animal;
HD 10d8+30; hp 85; Init +3; Spd 50 ft; AC 21, touch 12,
flat-footed 18; Base Atk +7; Grp +19; Atk +15 melee (1d8+12,
bite); Full Atk +15 melee (1d8+12, bite); Space/Reach 10 ft./5
ft.; SA trip; SQ_ evasion, low-light vision, scent, tricks; AL N;
SV Fort +10, Ref +10, Will +7%; Str 27, Dex 17, Con 17, Int 2,
Wis 12, Cha 10. s

*+4 morale bonus on saves against enchantments.

Skills and Feats: Hide +1, Listen +7, Move Silently +3, Spot
+7, Survival +2; Alertness, Run, Track, Weapon Focus (bite).

Trip (Ex): If Stonefang hits with a bite attack, it can attempt
to trip its opponent (+12 check modifier) as a free action without
making a touch attack or provoking attacks of opportunity. If the
attempt fails, the opponent cannot react to trip the dire wolf.

Evasion (Ex): No damage on successful Reflex save.
Tricks: Attack, guard, hunt.
Possessions: collar of natural armor +2.

Chazzar Ne
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‘of solid stone, and those who have been struck by his flying fists
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AlOll : Sorcerer Spells Known (6/7/4 per day; caster level 4th):
Q—daze (DC 12), detect magic, light, mage hand, mending,
message; 1st—enlarge person (DC 13), obscuring mist, shield;
2nd—alter self.

Possessions: +1 nunchakn, masterwork sling with 40 +7 bullets,

Alon’s thick, muscular body gives the impressiont that he is made

and feet come away wich that belief as well—if they come away
at all. He keeps his long, black hair knotted into a braid and
slung over the front of his shoulder. He keeps a blade lashed to
the end of the ponytail for emergencies, although

amulet of natural armor +2, bracers of armor +3, ring of protec-

tion +2, 2 potions of cure moderate wounds,

he does not use his hair as a weapon. His only hint
of personality is the baggy clothing he

paren Timbide

Daren Timbide has risen quickly
through the ranks of the Banite
army stationed i Mintar. He is
classically handsome, with wild blond
hair that whips across his face when
he speaks, intense blue eyes that can

wears, shining golds and silvers in the
style of Calishite nobles.

Despite his eccentricities, he is a F
grim assassin, serving at the behest =~
of his master, the tiefling sorcerer-
monk, Erent Skall. Recently
Alon has been assigned to

AT TI e

aid the Sharran priest, Damian
Krale. Krale is uniting the Sharrans of
the Western Heartlands for a reason
Alon neither knows nor cares about.

stare a lic 'out of a person, and a lithe
body that does not betray his great
strength, He loves to give speeches
and does so with a fervor unscen
outside the ranks of Bane's clerics,
* some of whom secretly wonder why

His duty is to serve, and that is
what he is doing—for now.

he never took up the mantle himself.
Still, he seems more comfortable
preaching Bane’s eodicts from the
general’s platform than from a
temple’s stage. :

General Timbide 15 a fervent
worshiper, and spends as much time
celebrating Bane in the shrine he
built as he does practicing weapons
and inspecting troops. He converted
Alon _ an ald government building near the

' center of Mintar into a gladiarorial

arena- and secret shrine to Bane

known as the Thunder Room. There he tortures Bane’s enemies
to the rhythm-of thunderous drums that can be heard through
the streets of Mintar on a quiet night. Unlike many zealots,

Timbide 1 not anxious to demonstrate the might of his patron

and army. He has no doubt that they could defeat any army on

the continent, but he is content to let them train in Mintar until
the time is right to strike. He knows that Bane will use him and
the army he has helped create to bring a new age of terror to

Faeriin and its weak gods.

Alon: Male earth genasi monk
13/sorcerer 4; CR 17; Medium outsider
(native); HD 13d8+4d4+51; hp 120; Init
+2; Spd 70 ft;; AC 23, touch 18, flac-footed
20; Base Atk +11; Grp +14; Atk +15
melee (1d6+4, +1 nunchaks) or +15 melee
(2d6+3, unarmed) or +15 ranged (1d4+4,
masterwork sling with + &ullets); Full
Atk +15/+15/+15/+10/+5 melee (1d6+4,
+1 nunchaku) or +15[+15[+15/+1Q/+5
melee (2d6+3, unarmed) or +15 ranged
(1d4+4, masterwork sling with +1 bzl-
lers); Space/Reach ¥ ft./5 ft.; SA greater
flurry, ki strike (magic, lawful); SQ abundant step, darkvision
60 ft., earth genasi traits, evasion, immune to poison, improved
evasion, purity of body, slow fall 60 ft., spell resistance 23, still
mind, summeon familiar, unarmed strike, wholeness of body; AL
LE; SV Fort +11, Ref +10, Will +10; Str 17, Dex 14, Con 16,
Int 10, Wis 14, Cha 14.

Skills and Feats: Balance +10, Bluff +3, Climb +7, Escape
Artist +8, Hide +9, Jump +11, Knowledge (arcana) +3, Listen
+11, Mové Silently +9, Spellcraft +2, Spot +11, Swim +6, Tumble
+11; Blihd—Fight, Deflect Arrows, Dodge, Improved Disarm,
Mobility, Run, Spring Attack, Stunning Fist, Weapon Focus
(unarmed strike).

Languages: Chondathan.

Daren Timbide: Male human fighter 11; CR 11; Medium
humanoid; HD 11d10+33; hp 99 Init +1; Spd 20 ft.; AC 25,
touch 12, flat-footed 24; Base Atk +11; Grp +15; Atk +17 melee

[um-_w & Edasion (5%): No dainage o centul HeRes save (].d8+7_/17720, +7 /;)'Itﬂl(lfl.bﬂ”e longsword) or +16 ranged—(lld8+6':
K-l niage 3F the vl J +1 camposite longbowe with +2 arrows);, Full Atk +17/+12/+7
melee (1d8+7/17-20, +1 human bane longsword) or +16{+11/+6

»
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Daren Timbide

ranged (1d8+6, +1 composite longbow with +Z arrows), AL NE;
SV Fort +10, Ref +6, Will +6; Str 18, Dex 12, Con 17, Int 13,
Wis 12, Cha 18.

Skills and Feats: Climb +7, Handle Animal +10, Intimidate
+14, Jump +7, Listen +5, Ride +12, Spot +3, Swim +1; Cleave,
Close-Quarters Fighting, Improved Critical (Jongsword), Iron
Will, Leadership, Lightning Reflexes, Power Attack, Weapon
Focus (longbow), Weapon Focus (longsword), Weapon Specializa-
tion (longbow), Weapon Specialization (longsword).

Languages: Chondathan, Orc.

Possessions: +2 full plate, +1 heavy steel shield, ving of protec-
tion +1, +1 buman bane longsword, +1 composite longbow (+3 Str
bonus) with 20 +2 arrows, greater arrow of giant slaying, potion
of freedom of movement, 2 potions of cure serious wonnds, potion
of neutralize poison, 138 gp.
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porzad ain vereet, Krinth

Dorzad ain Vereet is a half-human krinth who tired of his
servitude to the Shadovar and went underground to find a way
out. Little did he know that nine months later he would be the
leader of an organized underground operation whose goal was to
smuggle krinth out of the City of Shade and into the lands below.
Dorzad is a practical realist, and, as such, has formed an alliance
with the Zhentarim, even though he suspects that some of the
krinth he smuggles out never make it to their new homes.

Dorzad is truly a jack-of-all-trades and is moderately. successful
across a broad range of skills and disciplines. This made him an
especially valuable slave to the noble house he served, a servant
who could train others in the craft of bowmaking and then turn
around and shake down a debtor or negotiate a fair price for
services and goods. He was always a faithful servant in deed, but
he was fruostrated at his captivity. He had many an opportunity to
trade one master for another as several shadow demons tempted
him to their service, but he remained an independent mind who
could never truly serve another.

At first he planned merely to escape, to see what lay beyond
the floating city in the lands below, but at the moment of escape,
he found that he could not bear to let his fellows remain enslaved.
He stayed .in the city and founded the underground movement
that he now runs. He travels to the surface world at least once
a month to gather information and find contacts that can help
him smuggle more of his kin to frecdom.

Dorzad ain Vereet: Malc krinth ﬁghtcr 10/rogue 4: CR 14;
Medium humanoid (krinth); HD 10d10+4d6+42; hp 122; Init +3;
Spd 30 ft.; AC 21, touch 15, flat-footed 21; Base Atk +13; Grp +14;
Atk +19 melee (1d6+5/15-20, +2 rapier) or +17 r;mgt:d (1d6+4,
+1 composite shorthow); Full Atk +19/+14/+9 melee (1d6+5/15-20,
+2 rapier) or +17/+12/+7 ranged (1d6+4, +1 composite shorthow),
Space/Reach 5 ft./5 ft.; SA sneak attack +2d6; SQ darkvision
60 ft., evasion, krinth traits, trap sense +1, trapfinding, uncanny
dodge; AL CN; SV Fort +11, Ref +10, Will +6; Str 13, Dex 16,
Con 16, Int 14, Wis 13, Cha 15. Height 5 ft. 10 in.

Skills and Fears: Bluff +7, Climb +11, Craft (bowmaking)
+9, Diplomacy +9, Gather Information +10, Handle Animal
+8, Hide +10, Intimidate +14, Jump +10, Knowledge (local
Shade) +7, Listen +6, Move Silently +10, Profession (guide)
+3, Ride +13, Search +8, Sense Motive +4, Spot +6; Dodge,
Improved Critical (rapier), Investigator, Leadership, Mobility,
Point Blank Shot, Weapon Finesse, Weapon Focus (rapier),
Weapon Focus (shortbow), Weapon Specialization (rapier),
Weapon Specialization (shortbow).

Languages: Abyssal, Chondathan, Netherese.

Ewvasion (Ex): No damage on successful Reflex save.

Possessions: +2 studded leather of silent moves, +2 rapier,
masterwork buckler, +1 composite shortbow (+1 Str bonus) with
40 arrows, ring of protection +2, cloak of elvenkind, gauntlets of
ogre power, 220 gp. :

0SS IUDIAT N uotIBAISHIL]




Tllustration by Lucio Parrillo

Lllustration by Fason Engle

5 :
ENCOUNTERS WITH EVIL
——

Dorzad ain Verees helps a frightened krinth escape into the underground

HOCCSIN Z€ SP Qr, EXxtaminQQr ~ Dock Ward its home. In this way, she can gather information 5 ]
: 3 : ; about the city abave without having te risk the streets herself. i
Horrsin Zespar was among the first generation of extaminaar = . i 3
: ; Horrsin is short for her race, but she is extremely agile and 1
to be hatched, and she has grown to be its brightest star. : ’ : .
uses her size to squeeze through bars, portcullises, and enemies q

Her potential was measured along with all of the other g
young extaminaar as the leaders of House Extaminos , s &
made their plans. They decided to send Horrsin to the '

arms in order to escape danger. She has resisted getting any
grafts, sceing them as a sign of weakness. She is completely

- hairless, and her eyes are thin and

streets of Waterdeep—or, more accurately, beneath them—to : Y {

. S5173 J R wide. She has a purple and green 4
begin gathering information on this jewel of the Sword : : i

i : . diamond pattern running from the -

Coast. While Waterdeep lies far from Hlondeth, its ;
; : f i i base of her neck down to her tailbone, and ]
importance in the affairs of Faern is undeniable. ,

often dresses to show off these markings.

for their plans.

- Horrsin Zespar: Female extaminaar rogue 17:
The young extaminaar was arrogant, and

CR 17; Medium humanoid (extaminaar); HD

:;:Z’ e alr‘;fr ::;‘:fi(’:::g S‘l‘:}‘]al e J 20d4+80; hp 133; Init +8; Spd 40 ft.; AC 26, g
e ek touch 21, flat-footed 26; Base Atk +12; Grp +13; |
e e el Atk +22 melee (1d6+3 plus 1d6 electricity/15-20, 1
extends herself on a regular basis.

+2 shocking burst rapier) or +21 ranged (1d4+2,
+1 dagger); Full Atk +22/+17/+12 melee (1d6+2
plus 1d6 electricity/15—20, +2 shocking burst
rapier) or +21/+16/+11 ranged (1d4+1, +1 dagger);
Space/Reach ¥ ft./y ft.; SA sneak attack +9d6; SQ_
defensive roll, improved evasion, improved uncanuy
G e pr ol riallectn the d_odge, lo?wulight vision, slippery m.ind, speil—‘like abilities,
T . \%, trapfinding, trap sense +5, extaminaar traits; AL NE;
caverns for greater defense. In - L

A £ A SV Fort +8, Ref +20, Will +7; Str 13, Dex 26,
addition, she claims control over : 3
Horrsin Zespar ‘J

Despite this flaw, she has survived,
and even thrived, in her lair deep
within Waterdeep’s sewers. She has
gathered a tribe of kobolds to her,
and has trained them in several of
the rogue’s arts, and even keeps

a band of outlaws that makes the ol e 1, Ch:f 2t
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Skills and Feats: Balance +12, Bluff +19, Diplomacy +17,
Disable Device +9, Disguise +16, Escape Artist +18, Forgery
+12, Gather Information +18, Hide +19, Intimidate +13, Jump
+13, Knowledge (local Waterdeep) +14, Listen +10, Move Silently
+19, Open Lock +16, Search +11, Sense Motive +12, Spot +11,
Swim +10, Tumble +20, Use Magic Device +24; Cosmopolitan,
Dodge, Improved Critical (rapier), Point Blank Shot, Quick Draw,
Weapon Finesse.

Languages: Chondathan, Draconic, Turmic, Yuan-ti.

Improved Evasion (Ex): No damdge
on successful Reflex save and half =i
damage if the save fails.

Improved Uncanny Dodge (Ex):
Cannot be flanked and can be sneak
attacked only by a character with
at least twenty-one rogue levels.

Spell-Like Abilities: At will—speak
with animals (snakes only); 3/day—
charm animal ($nakes only) (DC 14). = F
Caster level 17th. % - /

Possessions: +3 studded leather
of fortification, +2 shocking burst
rapier, +1 cold ivon daggey, +1 sil-
vered dagger, masterwork dagger,
ring of protection +2, ring of levi-
tate, wand of Melf’s acid arrow
(22 charges), cloak of resistance +2,
boots of Jlridblg and springing, 6 doses
of poison (random vatietics), gloves of
Dexterity +6, masterwork potion £ )
belt, 3 potions of blink, 2 potions I £
of cure serious wounds, potion of § :
mivror image, scroll of improved ;
invisibility.

LeQ rga‘rh,
DrQeE g’lorh

" Leargath has not been particularly
affected by the loss of Lolth in recent
months, since he was always a somewhat
mdependent spirit. He has no sponsor-
ing house and spends most of his time hunting in the caverns
of the Underdark. He does not even particularly care for the
company of drow, and spends most of his down time in duergar
communities, where he is cautiously welcomed because of his
strength and his casual and often demeaning attitude toward the
dark elves. Leargath has a particular hatred for grimlocks and
mind flayers; he has managed to steer clear of large groups of
illithids up until chis point; but when he has the chance to hunt
a lone mind flayer down, he takes it.

Leargath is smaller than most of his race, but this trait helps
him better navigate and fight in the crowded tunnels of the
Underdark. His skin is the deepest black, and bile-drips from his

> =Y W

Jaws when he gets excited or is about to enter combat. He loves
to wade through opponents with his axes whirling, and uses a
normal-size greataxe so he can wield it even while climbing. For
a draegloth, Leargath is quite a social creature, and he has even
been known to tell a joke on rare occasion.

Leargath: Male dracgloth ranger 8/cavelord™ 2: CR 15; Large
outsider (native); HD 6d10+8d8+2d10+48; hp 135; Init +4;
Spd 30 ft.; AC 26, touch 14, flat-footed 22; Base Atk +16; Grp
+26; Atk +23 melee (1d12+8/x3, +2 greataxe) or +20
ranged (1d8+7, Large +1 returning throwing axe); Full
Atk +21/+16/+11/+6 melee (1d12+8/%3, +2 greataxe)
and +20/+15 melee (1d8+4, Large +1 returning
throwing ave) or +20 ranged (1d8+7,
Large +1 returning throwing axe);
Space/Reach § ft./10 ft.; SA favored
enemy aberrations +4, favored
enemy monstrous humanoids +2,
spells; SQ_cave tracker, darkvision
120 ft., draegloth traits, immunity to
poison and sleep, improved combat style
(two-weapon fighting), lesser cavesense,
&y resistance to acid 20, cold 20, electricity 20,
and fire 20, wild empathy +9 (+5 magical
beasts), woodland stride*; ALL CE; SV Fort
+18, Ref +19, Will +12; Str 22, Dex 19, Con 16,
Int 15, Wis 15, Cha 12.
*Because Leargath has trained in the Under-
B dark and not in forests, his woodland stride
ability applies to stalagmite-filled caves
and rocky tunnels instead of areas of
B overgrowth.
o . Skills and Feats: Balance +11,
g Bluff +6, Climb +13 (+15 with ropes), Di-
- plomacy +5, Gather Information +3, Handle
Animal +9, Heal +12, Hide +12, Intimidate +3,
Jump +13, Knowledge (arcana) +8, Knowledge
(dungeoneering) +10, Knowledge (geography) +7,
"Knowledge (local Underdark) +12, Knowledge
(nature) +3, Listen +13, Move Silently +16, Scarch
+10, Sense Motive +7, Spellcraft +7, Spot +13, Survival +12 (+14
underground or when following tracks), Swim +13, Use Rope +9;
Blind-Fight, Endurance, Iron Will, Power Attack, Shadows of
the Soul, Stealthy, Track, Tunnelfighter™, Tunnelrunner,
Languages: Abyssal, Draconic, Dwarven, Elven, Under-
common.
Spell-Like Abilities: 4/day—darkness; 1/day—dancing lights,
desecrate, faerie fire, unholy blight (DC 15). Caster level 6th.
Typical Ranger Spells Prepared (caster level 4th): 1st—magic
[fang, pass without trace; ’an-—prlotc(:fim Sfrom energy.

Le‘argltb

Possessions: +3 chain shivt, +2 greataxe, Large +1 returning
throwing axe, ving of protection +1, minor cloak of displacement,
gloves of Dexterity +2, potion of invisibility, 2 potions of cure
serions wounds.
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aerin has known great evils over its history, from the
hubris of Karsus to the machinations of the fey’ri to the :
power-hungry Zhentarim under Fzoul Chembryl. There : :
are three great evils that have been around since the dawn of

Abeir-Toril that dwarf even these, however—three evils so foul,
so corrupt, and so powerful that even the gods tread.lightly in

their presence. Dendar the Night Serpent prowls the Fugue Plane, apart the magical underpinnings of Netheril. The momentary
swallowing the nightmares of mortals, Kezef the Chaos Hound absence of magic decimated Aumvor’s legion of living zombies
hunts the Outer Planes and Faeran looking for fresh souls and the and triggered his contingency magics, whisking him to the depths
weakened god who betrayed him, and Ityak-Ortheel seethes in his of a secret lair in the heart of the High Forest and transforming
Abyssal home, waiting for the day when Malar will once again him into a lich. Aumvor never returned to his castle, leaving it and
call upon him to bring ruin to the elves. Other evils are perhaps the fruits of his studies to his great-grandniece Morasha, but the
more recently spawned, but no less deadly. ' lich’s only surviving descendant has continued Aumvor’ studies

for centuries since.

e 7 e e et AL
Au mUOf -l-he I}ndYI_Qg_ What little is known of Aumvor’s activities after the fall of

Netheril has been recorded by his former apprentice, the Archmage

Perhaps the most legendary lich north of Warlock’s Crypt, Aumvor Briel, who last studied under his mentor in the Year of the Watching
the Undying is said to lair amid one of the great mountain ranges Cold (1320 DR). According to Briel’s personal memoirs, entitled
of the Savage Frontier. His reputation for cruelty is second only A Life Lived in the Shadows of Death and held in the library
to Shoon VI, for both are known to have experimented with the of his daughter Brielbara of Baldur’s Gate, Aumvor is calculating,
uses of alicorns and blood of unicorns, earning them the undying paranoid, and utterly devoid of any moral compass, not unlike
enmity of the Fair Folk. Aumvor’s mastery of the necromantic others of his ilk. The lich cares only for his own aims, but he
arts is unmatched; even today, daring wizards seck him out in 15 unusually willing to adapt his plots as circumstances warrant,
hopes of securing an apprenticeship, Morasha’s diaries, entitled Nesorerica: A Study of the Sublimation

Aumvor rose to prominence during the Netherese Age of of the Soul, date to the period before Aumvor embraced lichdom,
Discovery, during the heady days of the empire’s expansion across but they, too, depict a practitioner of the Art consumed with the
Faeran. While other Netherese wizards sought out the stars and study of the necromantic arts to the exclusion of all else.
distant shores, Aumvor turned inward, seeking to understand the In life, Aumvor was short and stocky, with fat hands, a sizable
mysteries of death and dying, Aumvor earned the moniker of “the paunch, fair skin, and long, unkempt black hair. As & lich, he has
Undying” by surviving for centuries in the bowels of his black basalt only grown more obese. The Undying One now resembles a bloated
castle in the heart of the Lonely Moor, attended by generation corpse left to rot after a drowning, with his slimy, bone-white skin
after generation of descendants, all the while untouched by the distended from his skeletal frame. His eye sockets are empty save
ravages of time. Instead of resorting to lichdom, the Netherese for two flickering points of crimson light that seem to swim in
necromancer fed off the life foree of a long line of “living zombies” pools of infinite, hateful blackness. Aumvor favors the fine robes
he created as servitors, some of them from his own family. of a highborn Netherese arcanist, and is never without his crown-

In the Year of Sundered Webs (—339 DR), anether Netherese  shaped beadband of intellect or rod of the epic spelicaster™, which
wizard, Karsus, triggered the collapse of the Weave, which tore he plans to use as his regalia once Netheril is reborn.
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AUMUOr’s LQIr

Since abdndoning his keep in the Lonely Moor over seventeen
centuries ago, Aumvor has laired in the depths of the Endless
Caverns, far below the sheltering boughs of the High Forest and
the forested slopes of the southwestern Star Mounts. The lich
has claimed a series of limestone caverns carved by a forgotten
clan of Ammarindaran dwarves, which are periodically enveloped
from below by a long arm of Araumycos.

Access to the lich’s lair is restricted to tunnels flooded by
a tributary of the Unicorn Run that rises as a spring near the
river’s headwaters. As a result, anyone approaching the complex
must survive passage through bitingly cold waters without access
to air. The walls of the lair are lined with naturally occurring
veins of lead and painted with gorgon’s blood to render teleporta-
tion into or out of the complex impossible. A one-way portal
in the heart of the lair exits into the bowels of Aumvor’s old
keep in the Lonely Moor, but the lich has never found cause
to use it.

Aumvor’s quarters are richly appointed with the trappings
of a highborn Netherese archmage. The lich’s servants scour
ruins across the North in search of heirlooms dating back to the
Netherese diaspora. Aumvor particularly prizes tapestries and
sculptures depicting scenes of Netherese society from his youth.
The lich also maintains extensive laboratories, well stocked with
the decaying corpses of his experimental subjects.

The lich’s storerooms house all manner of magical treasures
forged by Netherese artisans. Some of the more legendary
artifacts he is believed to hold or have held in his living vaule™"
mclude the alicorn diadem. of Sharrven, the bonestaff of Sade-
breth, the Crown of Horns, the jewel cage of Congenio, and the
pyramid-shaped rear of’ Ascore. In addition, Aumvor is believed
to own a massive library of spell tomes, most of them acquired
from dozens of crypts scattered across the North by the first
wave of Netherese emigrants.

Aumvor is personally attended by several dozen absolutely loyal
servitors and guards, including both living zombies and various
other types of undead. On rare occasions the lich has taken a
living apprentice, assuming the student shows great promise and
1s of Netherese heritage, but few survive the apprenticeship. Those
who do not are usually transformed into spectral mages**t and
forced to serve the Undying One for eternity.

AUMUOr’s Domain

Aumvor claims all of the Endless Caverns as his domain, although
several other powerful creatures (such as Grimnosthtasdrano,
the “Riddling Dragon”) and factions (such as a band of illithids
and drow slavers) would strongly contest such a claim should
the lich choose to try to enforce it. In practice, Aumvor holds
sway over the northwest quarter of the Endless Caverns, and his
creations wander freely in this region, far from the unwelcome
light of day.

peeds of Aumvor

As one of the last surviving arcanists of fallen Netheril—if a
lich can truly said to be “surviving®—Aumvor hoards every scrap
of knowledge he can acquire regarding his long-dead homeland,
in preparation for the day when Netheril rises anew under his
stewardship. The lich is wise enough to realize that founding a
petty kingdom and calling it Netheril will never recapture the
glories of that which was lost. So Aumvor seeks to rekindle the
culture of magical experimentation and investigation that grew
up in the early days of Netheril and thus seed the rebirth of a
culture of magecraft that will grow to rule all of Faerin. He
also labors to escape Mystra’s strictures on the most powerful
workings of the Art, and thereby to remove the limits he feels
might -eventually stifle his Netherese empire reborn. Above all
else, Aumvor sees keeping himself “alive” as of chief importance,
for he is convinced that only he has the vision and the drive to
see his plan through.

For centuries, Aumvor has quictly observed promising
candidates of strong Netherese bloodlines and placed scrolls
and tomes of simple spells where they will be discovered by
those showing promise in the Art. Through his agents, Aumvor
has then subtly encouraged such individuals to master ancient
Netherese traditions and then teach their insights to others he
directs to their door. Although Aumvor’s actions in this regard
are not unlike that of Mystra’s servitors, the lich’s intent is far
more sinister, for he deliberately encourages those of Netherese
descent who rebel against any limitation on their workings of
the Art. '

As an extension of this approach, Aumvor has also labored
from the shadows to start schools of wizardry in the lands of the
Netherese diaspora. Evidence of his guiding hand is seen in Bricl’s
School of the Arcane in Baldur’s Gate, the Brotherhood of the
Black Hand in Ascalhorn, and Ulcaster’s School of Conjuration
in Beregost. However, the legacy of such efforts has largely been
one of spectacular failure, and from such bitter lessons Aumvor
has concluded that he must concentrate his efforts on nurturing
the master/apprentice relationship, the linchpin on which the
culture of Netherese magecraft was built.

Perhaps most disquieting of the lich’s deeds was Aumvor’s
attempt to claim Laeral Silverhand as his bride by placing
the Crown of Horns where it would be discovered by the Nine
adventuring band. It is unclear whether the lich sought to tempt
the Witch-Queen of the North with access to lost Netherese
magics or simply to bind her will to his, but the plot failed
spectacularly when Laeral descended into madness, thanks to
the magical conflict between the artifact and Mystra’s silver
fire, and turned on her companions. Although Khelben eventu-
ally rescued Laeral from the stronghold of the Nine, neither
archmage ever learned of Aumvor’s culpability, or the Lord
and Lady of Blackstaff Tower would have sought revenge on
the Undying One long ago.

Although Aumvor has yet to escape Mystra’s strictures on
the lost spells of yore, his research into epic spellcasting has
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proven productive. Fruits of the lich’s study include such spells
as Aumvor’s fragmented phylactery and Aumvor’s soulshatter
(see below). Aumvor’s greatest success is, of course, ensuring his
continued survival. His creation of living zombies sustained him
for centuries, until he was forced to embrace lichdom. However,
his all-consuming paranoia and careful cunning have done more
to ensure his continued survival than even his magic.

AUMUOr’s Mogic_

Aumvyor is heir to the
great tradition of Neth-
erese magic and a skilled
practitioner in the Art.
The Undying One has
created innumerable
spells and magic items
over the centuries, and
he continues his cease-
less experimentation. Two
epic spells of note include
Aumvor’s fragmented
phylactery and Aumvar's
soudshatter, both of which
are detailed in Chapter 2
of this book,

Aumvor’s phylactery is
the rune-inscribed skeleton
of Dethed, a former ap-
prentice of Ioulaum and
rival of Aumvor. Aumvor
has cast his fragmented
phylactery spell on his
phylactery repeatedly, and
scattered the individual
banes of Dethed in caches
bidden throughout the
Endless Caverns (as well as a few in locations
farther afield). Most of the 206 bones have been cloaked against
all manner of divination, including detection for magic, for
undead, or for location of Dethed’s remains.

AUMVOr’s fate

The returp of the Shadovar to the Realms has disrupted many of
Aumvor’s plans, but also provided the Undying One with great
opportunities. The lich has yet ta approach the inhabitants of
Shade or make himself known to them. Instead, he has chosen to

.observe the shades as they investigate many sites he has already

plundered. Of course, the Shadovar also pose a great threat to
the lich, for he holds thuch of the lost Netherese lore that they
seek, and, once they become aware of his position, the Princes
of Shade might well hunt him down without mercy: ‘

Aumvor the Undying

Aumvor the Undying: Male lich (augmented elite Netherese
human) necromancer 15/archmage 5/cpic wizard 7/Netherese
arcanist 3: CR 34; Medium undead (augmented elite humanoid);
HD 32d12; hp 208; Imit +2; Spd 30 ft.; AC 21, touch 16, flat-
footed 20; Base Atk +18; Grp +18; Atk +18 (1d8B+5 negative
energy plus paralysis, touch); Full Atk +18/+13/+8/+3 touch
(1d8+5 negative energy plus paralysis, touch); Space/Reach
¥ ft./5 ft; SA fear aura, greater spell foeus (epic), high arcana

(arcane fire, mastery of counterspelling,
mastery of clements, mastery of ,
~ shaping, spell power), paralyzing '
I touch, touch -attack, spells, +2 I

bonus to caster level checks
to overcomé spell resistance
(black robe of the archmagr),
SQ backlash resistance, damage
reduction 15/bludgeoning,
epic’ spell artisan, field spe-
cialization, immune to cald,
electricity, polymorph (though
he can use polymorph effects
on himself’), and mind-affect-
ing attacks, spell resistance 18
(black robe of the archmagt),
+4 turn resistance, undead
traits, AL CE; SV Fort +16,
Ref +17, Will +25; Str 10,
Dex 12 (14 with ioun stone),
Con —, Int 25 (31 with
beadband of intellect +6),
Wis 19, Cha 16.
b Backlash Resistance
(S%): Aumvor gains re-
. sistance ¥ to backlash
" damage from casting epic
spells. Each time he casts
* an epic spell with a back-
lash, that damage is reduced by ¥ points.
If the backlash dan";age continues for more than 1 round, the
reduction-is § points each round.

Epic Spell Artisan: Aumvor can develop epic spells with
less expense in time and resources. When determining the cost
of raw materials for researching an epic spell, he multiplies the
Spellcraft DC by 7,000 gp instead of the usual 9,000 gp and
reduces the development time and XP cost accordingly.

Fear Aura (Su): Aumyor is shrouded in a dreadful aura of
death and evil. Creatures of less than 5 HD in a 60-foot radius
that look at the lich must succeed on a Will save or be affected
as though by a fear spell from a 27th-level sorcerer. A creature
that successfully saves cannot be affected again by Aumvor’s aura
for 24 houns. ; :

Field Specialization: Aumvor’s major field of magic is varia-
tion (epic spell seeds: animarte dead, dispel, fortify, reflect, slay,
transform, transport, ward) and his minor field is invention
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(epic spell sceds: affilict, armor, conjure, destroy, enevgy, slay,
summon). He cannot cast epic spells based on seeds from the
field of mentalism.

The base Spelleraft DC for developing spells in the variation
field of specialization is reduced by ¥.

Gyreater. Spell Focus (Epic): The saving chrovu DC for each of
Aumvor’s epic spells increases by +2, but the Spellcraft DC does
not increase. *

Immaunities (Ex): Aumvor is.immune to cold, electricity,
polymorph (though he can use polyinorph effects on himself),
and mind-affecting spells and abilities.

Paralyzing Toych (Su): Any living creature Aumvor hits
with its touch attack must succeed on a Fortitude save or be
permanently paralyzed. Remove paralysis or any spell that can
remove a curse can frec the victim (sec the bestorw curse spell
description). The effect cannot be dispelled. Anyone paralyzed
by a lich seems dead, though a DC 20 Spot check or a DC 1§
Heal check reveals that the victim is still alive.

Touch Attack: Aumvor has a touch attack that uses negative
energy to deal 1dB+5 points of:damage to living creatures; a DC
26 Will save halves the damage.

Skills and Feats: Concentration +38, Craft (alchemy) +25,
Hide +10, Knowledge (arcana) +45, Knowledge (architecture
and engineering) +28, Knowledge (dungeoneering) +28, Knowl-
edge (geography) +28, Knowledge (history) +28, Knowledge
(local the North) +28, Knowledge (nature) +28, Knowledge
(nobility and royalty) +28, Knowledge (the plancs) +28, Knowl-

edge (religion) +28, Listen +10, Move Silently +10, Search

+18, Sense Motive +10, Spellcraft +42; Spot +10, Craft Staff,
Craft Wondrous Item, Empower Spell, Epic Spellcasting®,
Forge Ring, Improved Metamagic, Improved Spell Capacity
(10th), Improved Spell Capacity (11th), Improved Spell Capac-
ity (12th), Improved Spell Capacity (13th), Maximize Spell,
Quicken Spell, Scribe Scroll®, Skill Focus (Spelleraft), Spell
Focus (enchantment), Spell Focus (necromancy), Spellcastimr
Prodigy, Twin Spell.

Typical Wizard Spells Prepared (caster level 33rd): O—arcane

Mag

mark, detect magic, electric golt™ (+19 ranged touch), mage hand,

read magic, touch of fatigue (+18 melee touch, DC 18); 1st—
alarm, corrosive grasp™ (+18 melee touch), &now protections™®
(DC 18), spirit worm™$(DC 18), Tenser’s floating disk, true strike;
Ind—-command undead, death armor™®, detect thoughts (DC
19), spectral hand, touch of idiocy (+18 melee touch), whispering
wind; 3vd—blacklight™ (DC 20), fireball (DC 20), suggestion
(DC 21), undead lieutenant™™, undead toych™™;, 4th—animate
dead, charm monster (DC 22), crushing despair (DC 22),
detect scrying, explosive cascade™® (DC 21), fire shield, greater
invisibility, ice storm, summon undead IV, wall of evit™®;
Sth—dominate person (DC 23), feehlemind (DC 23), Grimwald’s
graymantle™ (DC 22), nightmare (DC 22); 6th—create undead,
eyebite (DC 24), globe of invulnerability, translocation trick™*
(DC 24); Tth—finger of death (DC 25), greater arcane sight,
greater ironguard " 8th—create greater undead, flcmiﬂglrkcs
(DC 26), horrid wilting (DC 26); Sth—dominate monster (DC

27), meteor swarm (+19 ranged touch), Mordenkainen’s disgunc-
tion; 10th—empowered maximized twinned explosive cascade™™
(DC 21), twinned finger of death (DC 25); 11th—empowered
maximized horrid wilting (DC 26); 12th—quickened time stop;
13th—empowered quickened meteorswarm (+19 ranged touch);
Epic—Aumuvor’s seulshatter® (DC S L), mummy dust™, Tolodine’s
killing wind"® (DC 30).

*New epic spell described on page 37.

Spellbook: Aumvor knows hundreds of worthwhile spells
and a few odd spells of particular use to him. He knows all the
sorcerer/wizard spells in the Player’s Handbook and many of A
the sorcerer/wizard spells in the FORGOTTEN REALMS Campaign
Setting, Magic of Faerdin, and Player’s Guide to Faeriin.

Possessions: amulet of the planes, black vobe of the archmagi,
crystal ball with true seeing, darkskull, beadband of intellect
+6, ring of spell-battle™*, ionn stone (deep red sphere), ring of
wizardry IV, rod of the epic spellcaster™, staff of skulls™ (25
charges), various potions, scrolls, and wands (collectively wosth
30,000 gp). -

L ] L] *
LIving zombie
Living zombies are living creatures reduced to a mindless state by
a potent combination of enchantment and necromantic magic.

Living zombies have no free will and obey only the exact
commands of their master.

Living Zombie Moon EIf, 1st Level Warrior

Medium Humanoid (EIf)

Hit Dice: 1d8+3 (7 hp)

Initiative: +1

Speed: 30 ft.

AC: 17 (+1 Dex, +3 studded leather, +1 light shield, +2 natural),
touch 13, flat-footed 16

Base Attack/Grapple: +1/+2

Arrack: Longsword +2 melee (1d8+1/19-20) or longbow +3
ranged (1d8/x3) or slam +2 melee (1d6+1)

Full Attacks: Longsword +2 melee (1d8+1/19-20) or longbow
+3 ranged (1d8/x3)

Space/Reach: § ft./5 ft.

Special Attacks: None

Special Qpalities: EIf traits, life leech

Saves: Fort +2, Ref +1, Will -1

Abilities: Str 13, Dex 13, Con 10, Int 1, Wis 9, Cha 1

Skills: Hide +1, Listen +2, Spot +2

Feats: Toughness®, Weapon Focus (longbow)

Environment: Any land or underground

Organization: Any

Challenge Rating: 1/2 -

Treasure: None

Alignment: Always neutral

Level Adjustment: —

VR —_ W
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combat Artacks: A living zombie retains all the natural weapors,
manuofactured weapon attacks, and weapon proficiencies of the
base creature. A zombie also gains a slam attack.

Damage: Natural and manufactured weapons deal damage
normally. A slam attack deals damage depending on the living
zombie’s size. (Use the base creature’s slam damage if it’s better.)

Special Attacks: A living zombie is unable to cast spells,
employ spell-like or supernatural abilities, understand language,
or communicate coherently.

Special Qualities: A living zombic gains the following
special quality:

Life Leech (Su): Living zombies retain a magical
bond to their creator that diminishes the former and
. sustains the latter. For every full day that passes
§) while the bond exists, the creator of a living zombie
| ages only half that amount. This effect is cumula-

tive, so a creator of three living zombies would age
only 3 hours (1,2 X 1/2 X 1/2 X 24 hours). This
also means that living zombies
heal naturally at only half the
normal rate.

Abilities: A living zombie’s

Intelligence and Charisma

changes to 1.

Skills: A living zombie is
unable to use Intelligence- or
Charisma-based skills.

Feats: A living zombie gains
. the Toughness feat.

Environment: Any land or

underground.
Organization: Any,

Challenge Rating: +0.

Treasure: None.

Alignment: A living
zombie’s alignment is
; always neutral. It is unable
Living zombie _ to act contrary to its creator’s wishes.

Advancement; As base creature, or — if the base creature

Living zombie elves abandon the caution of their race and wade
into combat -without concern. They use their bows only if a target
is far off or flecing. They favor longswords and rapiers, and usually
carry longbows or shortbows. Living zombie elves are graceful
and deadly in melee, using complex maneuvers that are beautiful
to observe. ]

creating a Living zombie

“Living zombie” is an acquired template that can
be added to any corporeal creature (other than
undead) that has a skeletal structure (referred
to hereafter as the base creature).

Living zombies appear as they did in life,
except their eyes turn solid black.

Living zombies can be created by. a ritual
that involves the casting of command
undead, dominate animal, person, or
monster (depending on type), false
life, and feeblermind spells. The process
mvalves embedding a piece of the caster
(usually a single strand of hair) in the

subject. If this piece of the caster is ever
separated from the living zombie, the template
is removed. Creating a living zombie costs 1,000
gp in materials and takes at least six hours to
complete. A spellcaster can concurrently
control at most one living zombie per
ability point bonus in his primary spell-
casting ability.

Size and Type: The
creature’s type changes
to magical beast if it is
an animal, and it gains the
augmented subtype. Other-
wise the type remains unchanged.
It uses all the base creature’s statistics and
special abilities except as noted here.

Armor Class: Natural armor bonus inereases by a number
based on the living zombie’s size.

advances by character class.
Level Adjustment; -—.

Size ~ ACBonus Damage in the realms
Fi 0 1 = f 3 - :
5 i " Living zombies are the creation of Aumvor the Undying, a
Diminutive - +0 1d2 B : ; 3 ;
Tin .0 143 Netherese-lich rumored ta lair amid the mountain ranges of
Smfl] o 1d4 the North. Only his descendants (c.g, his great-grandniece
- Morasha) and his former apprentices (e.g., the writings of Briel)
Medium +2 1d6 ; ; T A
Farce .3 1d8 know the secret of their creation, although it is possible others
Huge " g 2d6 have stolen the formula as well. Although Briel never created
5 i any such creatures, small armies of living zombie servitors serve
ol g i faid both Aumvor and Morasha. Both particularly prize elf living
Colossal 411 4d6 5k dig Syt e ¥ :

.zombies because of their long life spans.

"
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Eltab, the “Lord of the Hidden Layer,” is an ancient and power-
ful demon lord who has wreaked havoc in the eastern reaches of
Faertn for centuries.

First summoned by Narfelli demonbinders in the waning
years of the great war between Narfell and Raumanthar, Eltab
led an invasion of Rashemen and ruled that land for several
decades after the fall of Narfell. After being imprisoned by the
Witches of Rashemen and then reledsed by crusadersof Myrkul
over twelve centuries ago, Eltab helped establish the theocracy of
Eltabranar in the Eastern Shaar. He played a pivotal role in the
Battle of Thazalhar when the Red Wizards threw off the yoke
of the Mulhorandi god-king, and was then imprisoned beneath
the newly constructed Thayan capital city of Eltabbar when the
Red Wizards failed to banish him.

THE GoaLs oF ELTAB

Now, after centuries of imprisonment, the Lord of the Hidden
Layer is finally free to seck vengeance against his many enemies.
This grim, hateful creature’s chief foes include the Red Wizards of
Thay, particularly the lich Szass Tam, the god-kings of Mulhorand,
and the Witches of Rashemen. He also plots against the follow-
ers of Orcus in the Galenas and the paladin-princes of Impiltur,
who long ago destroyed his half-fiend son, Agrosh the Scaled.
Once his quest for revenge is sated (if that is ever possible), Eltab
intends to establish a powerful empire in eastern Faertin. From
this new base of power, the Lord of the Hidden Layer intends
to reclaim his throne in the Abyss and resume his ancient battle
with Demogorgon, Graz’zt, and Orcus.

ThE CuLT OF ELTAB

Most of Eltab’s former allies and enemies think him dead, a mis-
take he has done nothing to correct. However, 2 small number of
cultists still venerate the Lord of the Hidden Layer, and Eltab has
reached out to a few such groups since his escape from the grasp
of the Red Wizards. Small bands of Eltab’s followers exist in the
city of Eltabbar in Thay, in the city of Lyrabar in Impiltur, in the
city of Teflamm in Thesk, and in the outlaw wastes of Dambrath,
known as the Swagdar. At the demon lord’s direction, members of
these cabals have recently begun visiting cities in the guise of Red
Wizards, committing crimes in their name. Through this tactic,
Eltab hopes to undermine the mercantile might the Red Wizards
have built through the establishment of enclaves across Faerun.

The leaders of such cabals typically adopt the Thrall of Eltab
prestige class (detailed below).

THE SERVANTS OF ELTAB
Eltab is served by a motley array of demons, primarily glazebru
and succubi he has liberated from bindings in the upper catacombs
of the Citadel of the Conjurers. The Lord of the Hidden Layer
continues to seek out new servitors buried in demoncysts across
the Demonlands, but assembling an army in this fashion is a slow
and laborious process. !

eltab’s Lair

After recently escaping the clutches of Szass Tam and the Red
Wizards of Thay, Eltab has found himself in the depths of the
Citadel of Conjurers, the site where long ago he was first sum-
moned to Faertin by the demonbinders of Narfell. This Narfelli
ruin lies in southwestern Impi'lturs near the Hill of Tombs in the
foothills of the Earthfast Mountains, at the mouth of Moaning
Gorge. Although the wizards of Old Impiltur warded the Citadel
of Conjurers against entry long ago, FEltab was able to gain access
by way of the demoncysts of the Hidden Layer, detailed below.

The Citadel of Conjurers is the most infamous ruin of
ancient Narfell, and it has played a prominent role in the
history of Impiltur (as discussed below in the write-up of the
Moaning Crown of Nduly). The fell dungeons of this place are
believed to contain countless Narfelli artifacts and spelltomes,
including many that enable the summoning and binding of
demons and other fiendish creatures. The last known mortal
to tread in the citadel’s depths was the paladin-prince Nord,
in the Year of the Moaning Gorge (786 DR). His account of
what he saw therein is carefully guarded by the Paladin-Princes
of Impiltur in the royal library of the Realm of Sword and
Wand in Lyrabar. v '

eltab’s pomain

Eltab once ruled the 248th layer of the Abyss, known as The
Hidden Layer. This terrible place is a vast wasteland of boulders
and fissures, beset by constant electrical storms of incredible feroc-
ity. The howling wind, frequent lightning strikes, and never-ending
torrential rain make it inhospitable to most creatures, with the
notable exception of demons. Nevertheless, it 1s home to a riotous
array of extraordinarily deadly plant life, including forests of
assassin vines, bloodthorns, ironmaws, and viper trees.

For more than fifteen centuries, Eltab’s Abyssal kingdom has
been fragmented into ever-changing fiefdoms. Eltab’s balor lieuten-
ants battle endlessly to seize control of his vacated kingdom. The
most powerful of the balors 1s Ndulu (32 HD advanced balor), the
general of a demonic host banished back to the Abyss by the Paladin
Princes of Impiltur at the Battle of Moaning Gorge (786, DR).

Since the Year of the Stone Giant (160 DR), fragments of
the Hidden Layer, known as demoncysts, have lain buried beneath
the lands claimed by the last Nentyarch of Narfell. Somehow,
i the process of summoning and binding Eltab to their will,
the last Nentyarch’s demonbinders inextricably linked Abyssal
fragments of the Hidden Layer to the lands under the sway of
the Nentyarch, creating little islands of the Abyss throughout
northeastern Faertn, buried just beneath the surface.

Demoncysts of the “Demonlands” are typically 100 or so feet
in diameter. Conditions within each demoncyst mirror that of the
Hidden Layer, but the environment within a2 demoncyst does not
usually interact with the surrounding terrestrial environment. (At
least one demoncyst i the eastern Thaymount bleeds Abyss-tainted
water from the River of Blood into the River Eltar, thanks to the
actions of the first Zulkir of Conjuration.) All known demoncysts
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lie underground, so reaching a demoncyst usually requires digging
or passage through a tunnel of some sort. Creatures and objects
can pass freely into or out of a demoncyst, but environmental
conditions within or outside of a demoncyst cannot push a creature
or object into or out of a demoncyst.
As a result, a demoncyst typically
resembles an odd-shaped cavern with
a wholly different environment than
the surrounding earth or open spaces.

Although most of the undis-
covered demoncysts lie beneath the
forests of the Great Dale or the Thay-
mount, a few lie undiscovered beneath
the lands of Damara, Impiltur, the
Priador, Thesk, and Vaasa. Many
demoncysts contain imprisoned
fiends, for, in the wake of
Narfell’s fall, Nar demonbinders
placed many calling diagrams
(usually in the form of iron,
bronze, or silver signs, as detailed in
Unapproachable East) within such planar
pockets to hold demons they might
later wish to unleash. When Impilturan
settlers carved out the Great Dale in
the 600s DR, they uncovered many
such demoncysts and inadvertently
freed many of the demons, half-fiends,
and tieflings bound within during their
subsequent explorations of these strange
“pocket planes.”

The largest demoncyst, known as
the Hall of the Hidden Throne, lies in
the depths of the Citadel of Conjurets.
Over 500 feet in diameter, the Hall of
the Hidden Throne contains the throne
room of Eltab’s long-abandoned palace,
wrenched from the Abyss by the Narfelli

the Year of the Stone Giant (=160 DR). Inscribed on the floor
in front of the Hall of the Hidden Throne is the Adamantine
Binding, an extremely powerful calling circle that ties Eltab and
the Hidden Layer to the eastern Realms. Only the legendary
sword Hadryllis can shatter ‘this binding. Until such time as the
binding is.destroycd; Tltab can only be banished to a demoncyst
and cannot depart the Realms. Moreover, for as long as the bind-
ing persists, the demoncysts of the Hidden Layer are inextricably
tied to lands once claimed by ancient Narfell.

needs of elrab

The empires of Narfell and Raumathar warred from the Year
of Clipped Wings (=623 DR) to the Year of Recompense (<150
DR) over control of the Priador. Centuries of warfare culminated
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mn a great decade-long confiagration that consumed both empires
(beginning i =160 DR, the Year of the Stone Giant) and left all
manner of summoned beings unchained upon the face of Faerun.
The ruling Nentyarchs of Narfell had long heeded
the dark whisperings of the Crown of Narfell (said
to have been a gift to the first Nentyarch from the
h demon lord Orcus, Prince of the Undead) and
directed members of the Narfelli court to traffic
with demonic agents, in the hopes of mastering

the dark art of sorcery.
Perhaps the greatest of the demons .
summaoned by the -Narfelli demon- l,‘
binders was Eltab, at the time a i
powerful demon’ lord who rivaled
the ever-warring triumvirate of
Demogorgon, Graz’zt, and Orcus in
~ power and influence in the Abyss. .
Some say it was Orcus who revealed '
the secret of binding Eltab with the
Adamantine Binding, while others
claim it was a power mherent in the
s Crown of Narfell. In an effort
I to open a new front against Rau-
mathar, the reigning Nentyarch :
directed Eltab to invade Rashe- } !
men with a host of demons, who .. L
quickly overran the realm. In the Year H
of the Black Marble (-148 DR), Elab
claimed Rashemen for himself, and the
demon lord quickly found he had a taste
for ruling in the lands of humankind, with
the almost godlike veneration one such
as he could inspire. 1
In the Year of the Bloody Goad (105
DR), an Illuskan tribe known as the
Rus arrived in eastern Faertin via a mal- !
functioning pora/ that deposited them -
on the eastern shore of Lake Ashane.
Although quickly integrated into the
native Rashemi population, the Rus
were powerful berserkers who sparked an
insurrection among the native Rashemi
against the court of Eltab. The arrival JE 8
of the Rus coincided with the emergence of
the Witches of Rashemen, a secret sisterhood formed in the dying
days of Raumathar to prestrve that empire’s magical lore.
In the Year of Leather Shields (=75 DR), an alliance of the
Rashemi, the Rus, and the Raumviran witches finally liberated
Rashemen from demonic rule. The hero of this conflict was a

g

half-Rus/half-Rashemti warrior named Yvengi, who wiclded a great e ‘
magical blade named Hadryl/is against Eltab, severcly wounding § 599
the demon lord and forcing him to flee. The Witches of Rashemen =

. finally caught up with Eltab in the Sharawood, far to the south in
the Eastern Shaar. They imprisoned him beneath the forest floor
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and bound a dracolich known only as the Everlasting Wyrm to
be his guardian.

In the Year of the Adamantine Spiral (106 DR), crusaders of
Myrkul from the Castle of Alhanar attacked and (temporarily)
destroyed the Everlasting Wyrm. While plundering the dracolich’s
hoard, the followers of Myrkul discovered the imprisoned demon
lord, and, in exchange for ninety-nine years of service to the
Church of Myrkul, the crusaders agreed to release the demon
lord from his binding. With Eltab’s aid, the followers of Myrkul
seized control of the city of Shandaular in the Council Hills and
established the theocracy of Eltabranar, encompassing most of
the Eastern Shaar. The crusaders of Myrkul might have learned
from Eltab the ritual of voluntarily transforming themsclves
into death knights, a secret the demon had long ago stolen from
Demogorgon, although church dogma holds (or at least held) that
the Lord of the Dead granted them the “gift” in exchange for
their eternal servitude.

In the Year of the Fanged Gauntlet (202 DR), Eltabranar
undertook an ambitious and ill-fated invasion of southern Unther
and Mulhorand prompted by Eltab, who coveted the might of the
god-kings. Led by an incarnation of Anhur wielding the legendary
Hadryllis, the clerics of the god-kings managed to defeat Eleab
and imprison him in a demoncyst beneath far-off Thaymount.
By the Year of the Greengrass (205 DR), Unther and Mulhorand
had reclaimed all of their lost territory, and by the Year of the
Spoiled Splendors (211 DR), the inhabitants of Eltabranar had
been forced to abandon their realm and flee south and west.

In the Year of Spouting Fish (922 DR), Jorgmacdon, the lead-
ing conjurer of the Red Wizards, tunneled into the Thaymount
demoncyst in which Eltab had been imprisoned for more than
seven hundred years. Using a rediscovered ritual of the Narfelli
demonbinders, he called forth the demon lord to fight alongside the
Red Wizards at the Battle of Thazalhar. In so doing, Jorgmacdon
inadvertently shattered the boundary that normally keeps the
environment of a demoncyst from mixing with the outside world,
and thus created the River Eltar. -

With Eltab’s assistance, the Red Wizards routed the god-kings’
army and established the nation of Thay. When Jorgmacdon real-
ized it was impossible to dismiss the demon lord, he imprisoned
him near the mouth of the River Eltar with a variant of the same
ritual that had been used by the Narfelli demonbinders nearly a
millennium before. The Red Wizards then built their new capitol
city, Eltabbar, in and around the canals that formed the massive
binding rune.

Centutics after Eltab’s imprisonment beneath the Thayan
capitol city, Szass Tam realized that the demon lord would soon
break free. Instead of waiting for that to occuy, in the Year of
the Shield (1367 DR) the lich released the Lord of the Hidden
Layer, in the process causing a2 major earthquake in Eltabbar.
Using the Death Moon Ord, an artifact acquired from the legend-
ary Larloch, the Zulkir of Necromancy compelled Eltab to sit in
Thakorsils seat, another artifact given to him by the Netherese
lich of Warlock’s Crypt. Szass Tam hoped to permanently enslave
Eltab using an epic spell known as the ritical of twin buyrnings

m conjunction with the artifact-throne but, before Szass Tam
could weave all nine runes of chaos, adventurers foiled the lich’s
plot, enabling Eltab to escape to a demoncyst, decp below the
Thaymount. Biding his time and recovering his strength, Eltab
began to slowly subvert servants of the Zulkir of Necromancy,
seeking to defeat his foe and re-conguer what he considered
rightfully his. Finally, in the Year of Rogue Dragons (1373 DR),
Eltab emerged from hiding and confronted Szass Tamy but was
thwarted by the actions of Thazienne Uskevren, who scemingly
vanquished him after a great and terrible battle. In truth, Eltab
was magically transported to the Citadel of Conjurers’in far-off
Impiltur by ancient bindings cast on him by wizards of Narfell
over one thousand years ago. There he 1s free to plot anew and
wander Faertin unchecked, seeking his vengeance,

eltab’s Mug‘ic

Since his escape from the Red Wizards of Thay, Eltab has acquired
a potent array of magical items, many of them artifacts dating
back to the empire of Narfell and lost over fifteen centuries ago.
Perhaps the most prominent of the items he has acquired 1s the
Moaning Crown of Ndulu, a wraithlike shadow of the legendary
Cromwn of Narfell.

Moaning CrowN OF NDULU
In the Year of Visions (731 DR), the legendary paladin Sarshel
entered the Citadel of Conjurers (which lay near the Hill of Tombs)
and shattered the fabled Crown of Narfell. In so doing, he broke
Orcus’s hold over the artifact and forced the army of demons
led by the balor Ndulu to retreat and scatter. Although Sarshel
gathered up the physical fragments of the headgear, the souls of
the long-dead Nentyarchs trapped within the crown quickly fled
their ancient prison in the form of powerful wraiths.

Over the next five decades, Ndulu captured the crown-wraiths
one by one and brought them to his lair in the depths of the Earth-
fast Mountains. Calling on the power of the Prince of the Undead,
Ndulu forged the crown-wraiths into an incorporeal circlet of evil
and darkness. With the Moaning Crown of Ndulu on his brow,
so named for the endless wailing of the souls it had trapped anew,
Ndulu was able to reforge his army of succubi and glabrezu. In the
Year of the Moaning Gorge (786 DR), Ndulu’s army was met by
the great-grandsons of King Sarshel at the mouth of a gorge that
led deep into the Earthspurs, just outside the gates of the Citadel
of Comjurers. Employing three shields—Kimeltaar, Naclotaar,
and Dizeltaaar—and the sword Demosnbane, the Paladin Princes
formed a vortex porfal and through it drove Ndulu and his horde
back into the Abyss.

In his final act, Ndulu shattered two of the shields—Naclotaar
and Dizeltaar—and their shield-bearers, Essys and Araln. In his
wake, the balor left the Moaning Crown of Ndulu, for it could not
pass beyond this plane. Recognizing the Moaning Cromwn ds the fell
echo of the Crown of Narfell, but unable to destroy it, Prince Nord
secretly carried it to the depths of the Citadel of Conjurers and
placed it amid the other Narfelli artifacts that lay therein. After
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his sudden reappearance a tenday later, he had the court wizards of
Old Impiltur renew their wards on the site, and the Moaning Crown

of Ndulu 1s believed to remain within, forever locked away.

The Moaning Crown resembles an incorporeal circular cloud
of black smoke. It can be moved only by someone or something
capable of manipulating objects on the Ethereal Plane. (Prince Nord
carried it on the blade of Felthann, Crown Prince Essys’ sword
with the ghost tanch property.) However, if somehow placed atop
the brow of a sentient creature, it remains firmly in place. Anyone
staring into the depths of the headpicce can discern tortured faces
swirling through the dark mists, and it is from their mouths that
the ever-present moaning emerges.

Physical contact with the Moaning Croswn is equivalent to the
touch of a powerful crown-wraith, dealing 1d8 points of Constitu-
tion drain per round unless a DC 24 Fortitude save is made. (Most
bearers would require some form of negative energy pratection to
safely wear the crown.) As its name suggests, the Moaning Crown
radiates a constant moaning, This is a magical sonic effect and ean
be negated by magical sifence. In noneyvil creatures, this moaning
engenders the effect of an emotion (despair) spell, centered on the
wearer. In evil creatures, the effect is akin to a bard’s inspire great-
ness ability. Evil creatures within 30 fect of the crown-bearer who
can hear the moaning gain +2 HD (d10s that grant temporary hit
points), a +2 competence bonus on attacks, and a +1 competence
bonus on Fortitude saves. Three times per day, at the command
of the crown-bearer, the collective moaning of the crown-wraiths
can rise to the level of a terrifying scream, cqual in effect to a
wail of the banshee spell.

Strong necromancy; CL 20th; Weight ¥ 1b.

eltab’s fate

The fate of the Lord of the Hidden Layer is inextricably tied to
future events in eastern Faertn: The various means of binding the
demon lord to one’s will are recorded in a small number of tomes,
but such means have been discovered anew enough times to suggest
that Eltab will be a recurring influence in the unfolding history
of the eastern Realms. -

Removing Eltab’s tie to the Realms (and thus breaking the
enduring ties between the Hidden Layer and the “Demonlands”
of the Easting Reach) would require a quest of epic scope. Eltab’s
lair in the depths of the Citadel of Conjurers is unknown toall but
a handful of demons and cultists. Once it is learned that Eltab is
alive, understanding the natire of the Narfelli binding that ties
the Hidden Layer to Faertn might require a trek into the depths
of the Castle of Alhanar to the Myrkulyte library guarded by
the Knights of the Undying Dragon or perusing the Demonsbane
Annals n the Vault of Sages in Silverymoon. The sword Hadryllis
was last seen in the hands of an incarnation of Anhur, and now lies
forgotten.in the depths of the Blood Fortress of Sultim. Banishing
Eltab requires delving the depths of the Citadel of Conjurers once
again, defeating the demon lord and his minions, and shattering
the Adamantine Binding forged when Eltab was brought to this
world ‘centuries ago.
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EvLtaB, LorRD oF THE HiDDEN LAYER

Large Outsider (Chaotic, Extraplanar, Evil)

Hit Dice: 35d8+385 (542 hp)

Initiative: +12

Speed: 40 ft., fly 40 ft. (good), burrow 20 ft.

AC: 43 (-1 size, +8 Dex, +6 nsight, +20 natural), touch 23, flat-
footed 35

Base Attack /Grapple: +28/+47

Attack: Gore +40 melee (1d8+13) or +J keen shock greatsword +45
melee (3d6+18/15-20)

Full Attack: Gore +40 melee (1d8+13) and 2 claws +38 melee
(1d6+13) or +5 keen shock greatsword +46/+41{+36/+31(+26/+21
melee (3d6+18/15-20)

Space/Reach: 10 ft./10 ft.

Specal Attacks: Death gaze, fear, spell-like abilitics, summon
demon

Special Qualities: Damage reduction 20/cold iron and good, fast
healing 5, darkvision 60 ft., immunity to electricity and poison,
item master, resistance to acid 10, cold 10, and fire 10, spell

* resistance 39, telepathy 100 ft., true secing

Saves: Fort +30, Ref 27, Will +26

Abilities: Str 37, Dex 27, Con 33, Int 28, Wis 24, Cha 28

Skills: Bluff +37, ‘Climb +41, Concentration +40, Diplomacy
+39, iscape Artist +36, Gather Information +37, Hide +36,
Intimidate +46, Jump +43, Knowledge (arcana) +47, Knowledge
(history) +47, Knowledge (the planes) +47, Knowledge (religion)
+47, Listen +35, Move Silently +36, Search +37, Sense Motive
+37, Spellcraft +49, Spat +35, Swim +41, Tumble +38

Feats: Cleave, Combat Reflexes, Dark Speech™, Great Cleave,
Improved Bull Rush, Improved Critical (greatsword), Improved
Initiative, Improved Overrun, Multiattack, Power Attack, Vile
Martial Strike™ (greatsword), Weapon Focus (greatsword)

Environment: A chaotic, cvil-aligned plane or any land or
underground

Organization: Solitary or Eltab plus 1d4 glabrezu and 1d2
succubi

Challenge Rating: 28

Treasure: Quadruple standard

Alignment: Chaotic evil

Advancement: —

Level Adjustment: —

FEltab is a 15-foot-tall, muscular humanoid creature with the head
of a muzzled beast. His body is covered with bony, dark red plates
and sprouts dozens of horns and antlers. His shitted eyes are narrow
and yellow; with glowing red irises.

Eltab speaks Abyssal, Celestial, Chondathan, Commeon, Dama-
ran, Dwarven, Mulhorandi, Rashemaar, and Nar. +

Ordinarily archfiends such as Eltab do not grant spells, but he
might act as a patron for a cleric with the given domain, whether
or not the cleric worships a specific deity. Eltab’s domains include
Chaos, Demonic™, Evil, Hatred™, and Retribution™.
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COMBAT
Eltab lovgs to wade into melee combat against multiple foes, carving
into their ranks with his greatsword or tearing them a.sundcr with
his claws and head spikes.

Eltab’s natural weapons, as well as any weapons he wiclds,
are treated as chaotic-aligned and evil-aligned for the purpose of
overcoming damage reduction.

Death Gaze (Su): Death, 30 feet, Fortitude DC 39. The save is
Charisma-based.

Fear (Su): Eltab radiates a fear ef fect (Will DC 39 negates)
at will. The save is Charisma-based.

Spell-Like Abilities: At will—destow greater curse™
(DC 27), blasphemy, call lightning (DC 22), deeper dark-
ness, desecrate, detect good, detect law, detect thoughts (DC
21), greatey dispelling, read magic, suggestion (DC 22),
telekinesis, teleport without error, tongues (self only),
unhallow, unboly anra, unboly blight (DC 23), wall of
" (DC 28), symbol qf_- Sfear (DC
25), shapechange, utterdark™, Caster level 20th.

Item Master (Ex): Although not an actval
spellcaster, Eltab can use any magic item,
even spell completion magic items such
as wands and scrolls.

True Seeing (Su): Balors have a
continuous true seeing ability, as the
spell (caster level 20th).

Summon Demon (8p): Once per day Eltab
can automatically summon 1d8 succubi, 1d6
glabrezu, or 1 balor. This ability is the
equivalent of a 9th-level spell.

Possessions: Moaning Crown of Ndulu
(sce above), Stormsplitter (+5 keen shock
greatsword).

thorns;
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TasrLe 7—I: T'He TUHRALL of ELTAB

thrall of eltab

The thrall of Eltab has embraced the dark legacies of ancient
Narfell. He works to bring the lands once claimed by the Nentyarch
of Narfell under the rule of Eltab, in hopes of achieving a position
of some power as the demon lord’s lieutenant.

Thralls of Eltab often work in small groups, usually led by a_

demon the group has found and liberated from a binding dating
back to the waning days of Narfell. A few thralls of Eltab
are solitary individuals, traitors within an organiza-
tion hated by Eltab-who seck to betray their
fellows for personal gain. More than a
few Red Wizard conjurers have heeded
the whispers of Eltab and serve as the
demon lord’s eyes and cars within the
ruling hicrarchy of Thay.

BECOMING A

THRALL OF ELTAR
Clerics and thaumaturgists are most
commonly found as thralls of Eltab,
for - their spells lend themselves
toward working with demons,
¢+ unlike Nar demonbinders, sorcer-
ers, and wizards, whose spells lean
toward binding and commanding
demons, a practice Eltab detests.
Barbarians, blackguards, fighters,
rangers, and rogues also make
good thralls of Eltab, for their
combat abilities blend naturally
with the abilities of this class.

Tbrall of Eltab

Bonus Feat or Spells
Bonus feat or +1 level of existing spellcasting class

Bonus feat or +1 level of existing spellcasting class

Bonus feat or +1 level of existing spellcasting class

Bonus feat or +1 level of existing spellcasting class

Base

Attack Fort Ref Will
Level Bonus Save Save Save Special
1st +1 #2010 +0 Bone spurs, scaly flesh +1
2nd +2 . +3 +0 +0 Touch of fear-
3rd +3 +3 41 +1 Burrow
4th +4 - 4 4] +1 _ Scaly flesh +2
sth +5 +4  +l +1 Summon minor demon —
6th +6 5 +2 +2 Demoncyst fump
7th +7 +5 0 +2 +2 Scaly flesh +3
8th +8 +6  +2 +2 Immunity to electricity -
9th +9 +6 43 +3 Summon magor demon —
10th +10 +7 43 +3 Death gaze, scaly fiesh +4
Hit Die: d8.

Class Skills (4 + Int Modifier): Bluff, Climb, Concentration, Craft, Diplomacy, Hide, Intimidate, Jump, Knowledge (all' skills,
taken individually), Listen, Move Silently, Profession, Search, Sense Motive, Spot, Swim, Use Rope.
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ExTry BeQuiRgeMeNTS

Alignment: Chaotic evil.

‘Language: Abyssal.

Skills: Knowledge (arcana) 4 ranks, Knowledge (the planes)
8 ranks.

Feats: Deformity (Clawed Hands)", Thrall to Demon®™, Will-
ing Deformity®".

Special: Must have released a bound or otherwise imprisoned
demon without demanding any assurances or anything in
return.

CLass FEATURES
All the following are class features of the thrall of Eltab prestige
class.

Weapon and Armor Proficiency: A thrall of Eltab is proficient
with all simple and martial weapons, with all types of armor, and
with shields. . !

Bonus Feat or Spells: When a thrall of Eltab attains 1st, 4th,
7th, and 10th level, the character gains new spells per day as if he
had also gained a level in whatever spellcasting class he belonged
to before he added the prestige class, or clse he gains a bonus feat
of his choice. If the thrall choases +1 spellcasting level, he does not
gain any other benefit a character of that class would have gained.
This essentially means that he adds the new level to the level of
whatever other spellcasting class the character has, then determines
spells per day, spells known, and caster level accordingly.

If a character had more than one spellcasting class before he
became a thrall of Eltab, he must decide to which class he adds
the level for purposes of determining spells per day.

A thrall of Eltab is free to choose the bonus feat at one oppor-
tunity and the spellcasting level the next time the decision arises,
or vice versa. Characters who are not spellcasters must choose the
bonus feat. : 5

Bone Spurs (Ex): A 1st-level thrall of Eltab gains a profusion
of sharp bone spurs emerging from his skull, which provide a gore
attack. If the thrall does not already have this attack form, use the
appropriate damage value from the table below. Creatures that have
other kinds of gore attacks retain their old damage values or use
the appropriate value from the table below, whichever is better.

Size Damage Size Damage
Fine — Large 1d8
Diminutive 1 Huge 2d6
Tiny 1d2 Gargantuan 2d8
Small 1d4 Colossal 4d6
Medium 1d6

Scaly Flesh (Ex): A 1stlevel thrall of Eltab gains dark red,
scaly flesh, which provides a +1 natural armor bonus. At every
three levels beyond 1st (4th, 7th, and 10th), this bonus increases
by 1. The bonus from scaly flesh stacks with that of natural armor
dertved from creature type (if the thrall of Elab is a lizardfolk
or troglodyte, for example), but not from magical sources such as
an amulet of natural armor.
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Touch of Fear (Sp): Three times per day, a 2nd-level thrall of
Eltab can produce an.effect identical to that of the cazse fear spell
cast by a 10th-level caster.

Burrow (Ex): A 3rd-level thrall of Fltab can burrow at a speed
of 10 feet. If the creature can already burrow, this speed does not
stack.

Summon Demon (Sp): A Sth-level thrall of Eltab can summon
a demon of § HD or less once per day. Thisfunctions as a summon
monster spell cast by a 15th-level caster. Once per day, a 9th-level
thrall of Eltab can suthmon a demon of 10 HD or less.

Demoncyst Jump (Sp): Once per day, a 6th-level thrall of Eltab
can produce an effect identical to that of a ze/epors spell cast by
a 10th-level caster. This abilty can be employed only within a
demoncyst, and the target must lic within another demoncyst.
Off-target results arrive in the desired demoncyst, but not at the
desired location. Similar area results lead to a randomly chosen
demoncyst, somewhere in eastern Faerin. Mishaps deposit the
thrall of Eltab on the 248th layer of the Abyss. ‘

Death Gaze (Su): At 10th level, a thrall of Eltab gains a gaze
attack: death, 30 feet, Fortitude DC 10 + thrall’s class level + thrall’s
Cha bonus negates. The save is Charisma-based. If the target fails
its save, 1t dies.

soneillon,
“gueen of WhISp§1_‘§”

The “Queen of Whispers” has haunted the nation of Impiltur
since the Battle of Moaning Gorge, although her central role
in Impiltur’s enduring troubles is a carefully hidden secret. This
former consort of Agrosh the Scaled, Ndulu, and the Archmage
Ferentier is a succubus from the Abyss who excels in the twin

arts of possession and corruption. She has contributed to the
fall of two royal houses in Impiltur and sown the seeds of civil
war in both Chondath and the Realm of the Sword and Wand.
Banished more than four centuries ago from the kingdom of
Impiltur, Soneillon now rules the hobgoblins of the Giantspires
from the shadows, and claims the death knight Imbrar Heltharn,
fallen king of Impiliur, as her undying prince-consort. However,
Soneillon’s desire for revenge against Impiltur remains unslaked,
and she continues to plot against its leadership.

soneillon’s Lair

Soneillon is based in the depths of the Giantspire Mountains, having
claimed a long-plundered crypt of ancient Narfell as her lair, and its
twin thrones as her scat of power. The Queen of Whispers nominally
dwells therein, attended by the Fallen King of Impiltur and the
undead remnants of his Royal Guard, but, in practice, she spends
much of her time secretly lurking within the minds of mortals,
possessing crowns and other symbolic objects as she sows the seeds of
corruption. Soneillon is most often found possessing the Coronation
Crown of Aliia while it rests atop the brow of the most powerful
hobgoblin of the tribes of the Giantspire Mountains.

-
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sonelllon’s pomain

Soneillon' claims all the Giantspire Mountains as her domain,
having secretly proclaimed it to be the kingdom of Naratyr. The
Queen of Whispers does not rule Naratyr in open court, preferring
instead to whisper to the various hobgoblins chieftains from the
shadows. Soneillon seeks to regain the throne of Impiltur, which
she held briefly centuries ago before being banished forever from
the realm by Soargar, then the Archmage of Lyrabar.

peeds of soneillon

For centuries, the Giantspire Mountains, which today form the
border between the Kingdom of Damara and the tribal lands
of Narfell, have been home to bugbears, hill giants, ogres, stone
giants, and countless hobgoblins. Although long considered a deadly
nuisance, the eternally-warring tribes of hobgoblins did not begin
to pose a significant threat to neighboring realms until the Year of
the Dawndance (1095 DR). However, the roots of their emergence
stretch back nearly four centurics before that date.

In the 600s DR, Impilturan settlers began settling the Great
Dale, inadvertently unleashing the fell legacies of ancient Narfell
buried beneath the forest floor. Once again, demons, half-fiends,
and tieflings began to plague the region. West of the Easting Reach,
fiends began infiltrating the ruling strata of the Impilturan court,
while others mustered armies under the command of the balor
Ndulu. Once unleashed i the Year of the Dowager Lady (726
DR), the armies of fiends quickly brought Impiltur to its knees,
On the eastern shores of the Easting Reach, the lack of organized
resistance (outside of Milvarn) allowed individual fiends to rampage
unchecked through what is now Thesk.

Among the fiends released during the blazing of the Great Dale
was a succubus named Soneillon. Some scholars specializing in the
study of fiends claim this is not her true nasde, but the name of
a female demon lord, whose guise she has assumed. The Queen of
Whispers, as the consort of Agrosh the Scaled styled herself, was
instrumental in engineering the fall of the Durlarven dynasty, but
her reign as queen of Impiltur was short-lived. In the Year of the
Twisted Horn (729 DR), Agrosh, the half-fiend offspring of Eltab,
the Lord of the Hidden Layer, was slain by Belthar Garshin, a
paladin of Torm, ac the Battle of Horned Heads; Soncillon nar-
rowly escaped with her life.

The Queen of Whispers spent the next five decades skulking
about Impiltur, serving as favored consort and chief spy of Ndulu,
the balor general of the demon horde. Just before the Battle of
Moaning Gorge (786 DR), she assumed the guise of Prince Nord’s
mistress and nearly succeeded in subverting his will. However,
Prince Nord resisted her insidious attacks and had her imprisoned
beneath his keep. As such, Soneillon escaped the fate of Ndulu
and his host of demons, who were banished back to the Abyss. In
the immediate aftermath of the battle, while Nord plumbed the
depths of the Citadel of Conjurers, Soneillon managed to escape,
engulfing her captor’s keep in flames in the process.

Soneillon spent the next century-and-a-half in Chondath, playing
the role of consort to Arclumage Whinonas Ferentier of Hlath.
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There she sowed the seeds of corruption that came to fruition in
the Rotting War that ended in the Year of Queen’s Tears (902
DR), when Whinonas released the evil magics of ancient Netheril.
During the war’s last battle on the Fields of Nun, Soneillon ‘was
seen flitting from one dying warrior to the next, whispering final
torments in their ears and delighting in the suffering. *

In the wake of the Rotting War, the Queen of Whispers
returncd to Impiltur, armed with knowledge of all manner of
magical plagues. In the Year of the Spouting Fish (922 DR),
Soneillon unleashed the magics of the Tortoiscab Plague on the
royals of House Elethlim. Over the next two years, the descendants
of Sarshel fell victim to Talona’s touch one by one, until only
Princess Aliia remained. Two years later, the Queen of Whispers
struck again, possessing the ship Nadyra’s Glory as it sailed from
Hlammach to Tsurlagol and forcing it to dive into the depths. As
the ship was en route to Suzail, delivering Princess Aliia to her
wedding, its sinking marked the last chapter of House Elethim,
the end of Impiltur’s Golden Age, and the b%mnmg of the era
known as the Kingless Years.

In the wake of Aliia’s death, Soneillon returned to Impiltur to
finally reclaim “her” throne. She spent the next decade whispering
dark promises in the ears of Impiltur’s patriarchs, inciting the
realm’s noble houses and cities into civil war. With the kingdom
in chaos dnd those that might oppose her wracked by feuds,
only the efforts of Soargar, Archmage of Lyrabar, prevented
the Queen of Whispers from desecrating the Crown of Narfell
and claiming it as her own. The former Mage Royal of Impiltur
crafted a spell that forever banished Soneillon from the lands
claimed by I'mpiltur, and the civil war, sparked by Soneillon’s
whispers, finally subsided.

Soneillon fled north to the abandoned gnome mining tunnels
beneath the Rawlinswood; and from there she made her way north
into the Giantspires. In the decades that followed, the Queen of
Whispers slowly formulated a plan to exact her revenge on the
Realm of the Sword and Wand. One by one, the succubus seduced
the various hobgoblin tribal chiefs of the region, binding them to her
will, until she had knit the primitive humanoids into an army and
realm capable of challenging the might of shattered Impiltur.

In the Year'of the Dawndance (1095 DR), the Queen of Whis-
pers sent her army through the Rawlinswood tunnels to muster
on the northern border of Impiltur. From there, the hobgoblin
horde swept into northern Impiltur, leaving only their banished
queen behind. Imphras Heltharn, War-Captain of Lyrabar, with
the aid of Soargar, united the city-states of Lyrabar, Hlammach,
Dilpur, and Sarshel, the elves of the Grey Forest, and the dwarves
of the Farthfast Mountains into an army capable of holding off
the hobgoblins. After a terrible struggle, the host of Impiltur was
driven back to the shores of Bluefang Water in the uplands of
Impiltur. There Soargar, the young sorceress Sambral, the visiting
archmage Velgarbrin of Baldur’s Gare, and the folk of Implltur
and its allies routed the hobgoblin horde.

Frustrated once again, the Queen of Whispers retreated to

the Giantspires to rebuild her armies and plot her next attack.”

Meanwhile, in Impittur, Imphras was crowned king, having learned

-



1Hustration by Marc Sasso

——e——

CHAMPIONS OF EvVIL

L

from the dyh;g Soargar where lay the Crown of Narfel/ and five
score fabled blades of the Realm. Imphras I was succeeded by

-his son Imbrar in the Year of Rose Pearls (1122 DR). Imbrar’s

younger sister, Princess Ilmara, became a sorceress under Mhilra
of Milvarune and found the Scrying Stanes of Myth Drannor.
Ilmara then founded Ilmwatch, to guard against the return of
the hobgoblins.

In the Year of the Luminar PrOCGbSlOﬂ (1127 DR), the ever-
vigilant Ilmara saw the hobgoblins stirring
m one of the Scrying Stones and
alerted her brother to the looming
threat. Instead of mustering his
army on the narthern border of the
realm and inciting the hobgoblins
to come out onto the plains, King
Imbrar fooliﬂlly marched north
into the mountains, accompanied
only by his Royal Guard, who bore
the blades that were collectively
known as Soargar’s Legacy.
This had béen Soneillon’s _ 488
ploy all along, for her armies
were still too weak to confront
Impiltur’s defenders directly.

Although Imbrar and his
Royal Guard fought valiantly,
they were no match for the
Queen of Whispers and her-
minions on their own turf.
One by one they fell, as they
fled through the treacherous
mountain passes, until only
Imbrar remained. Undone by
his pride and dreams of valor;
Imbrar realized he had squandered
Soargar’s Legacy and broken the
faith of his subjects. The Queen
of Whispers captured him alive,
and the brokenhearted king was
then subjected to a stream of torments, until finally his will and
faith in the Triad broke as he drew his final breath. To Soneillon’s
delight, the fallen king of Impiltur then arose as a death knight
and servant to her will.

In the two and a half centuries since Ilmara donned the Crowa
of Narfell, the (mce‘n of Whispers and her undead prince-consort
have ruled the Giantspires from the shadows, hidden behind the
throne of the reigning hobgoblin monarch. Although Soargar
banished Soneillon from Tmpiltur, he did not recognize the threat

+she would cantinue to pose to the realm and breathed his last before

he could"mention her existence to anyone else. However, his long-
lost notes might detail'some of what he learned about the Queen
of Whispers, should they someday come to light.

Soneillon calls her realm Naratyr, in homage to the teinble
city of. her patron, Orcus, Demon Prince of the Undead. While

Soneillon

Imbrar trains his hobgoblin armies in preparation for a future
invasion, should Impiltur’s defenders ever lower their guard, the
Queen of Whispers plots from the shadows anew. The succubus
has learned to whisper in the minds of Impiltur’s rulers from
afar, circumventing Soargar’s prohibition, and has corrupted
more than one royal of House Heltharn with thoughts of power.
Those who have snccumbed to her whispered promises of absolute
power include Prince-Consort Rilaun, King Lashilmbrar, Prince
Thaum, Crown Prince Imphras IV, and at least two of the Lords
of Imphras II who administer

the realm today. In many ways,
Soneillon has unleashed far more
horrors on mighty Impiltur than
the legendary Ndulu ever did, and
her vengeance remains unslaked. [

soneillon’s
MOg’IC

Over the centuries, the Queen
" of Whispers has acquired an

array of magical items, many
of them of great historical
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import, which she now regards
as the regalia of Naratyr.
When Imbrar rose as a death
knight, she allowed him to

keép his Impileuran regalia,
50 he, too, is suitably attired
in the fashion of a power-
ful monarch. Three items of

. £

particular historial interest
are discussed below, and others
are mentioned in the list of

2 &

possessions of each monarch of
Naratyr.

CORONATION CROWNS OF

: ALIIA AND RHIIGARD
The Coronation Crowns of Aliia and Rhbiigard were crafted in
the Year of the Fearless Peasant (926 DR) and packed aboard the
Nadyra’s Glory, along with many other treasures of the realm that
were being sent to Cormyr. After scuttling the bridal ship, Soneillon
kept the crowns as symbols of her eventual rightful rule of Impiltur,
and they now serve as the royal crowns of Naratyr.

e e

The Coronation Crown of Rhiigard usually sits on the brow of
Prince-Consort Imbrar; he even wears it into battle. It is an ornate,
almost gaudy, crown, fashioned of gold and adorned with countless
jewels. The Coranation Crown of Aliia nsually lies on Soneitlon’s
throne, althiough the Queen of Whispers wears it whenever she
manifests in physical form. This crown is often “loaned out” to b
the most powerful hobgoblin among the tribes of the Giantspires.
It too is an ornate crown, fashioned of platinum and also adorned
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with countless jewels. Each crown is worth some 30,000 gp in
materials alone.

Each of the Coronation Crowns has earned the sobriquet of
the “Crown of Whispers” and acquired the reputation of a fell
magical artifact among the hobgoblins of the Giantspires. However,
despite the legends that surround them, both simply enhance the
Charisma of their bearers (as a cloak of charisma +4). The reason
behind their teputation is that both crowns are favorite targets
of Soneillon’s object possession ability, and she often whispers to
whomever’s head her crown bestrides:,

Moderate transmutation; CL 8th; Craft Wondrous Item, eagle’s
splendor; Price 50,000 gp; Weight 5 Ib.

GREATSWORD OF IMPILTUR
Commissioned to mark the coronation of Sarshel Elethim as king
of Impiltur and forged by the dwarves of Earthfast, the Gyeatsword
of Dnpiltur was not completed until the Year of the Splendid Stag
(734 DR), during the carly days of the reign of Halanter I. The
blade served as Halanter’s ceremonial sword of state from the time
of its dedication until the Year of the Missing Blade (759 DR),
when it vanished from the royal vaults along with several other
treasures of the realm. Rumors at the time attributed the blade’s
theft to an agent of Ndulu, the balor general who was known
to have survived the Fiend Wars. However, the Greatsword of
Impiltur was not among the treasures seized in the aftermath
of the Battle of Moaning Gorge twenty-seven years later, casting
some doubt on this theory.

In the Year of Wolfpacks (826 DR), Eljak Ferenfal, the Horned

Ranger, spent the latter half of the winter hunting a pack of winter
wolves across the ice-bound Bluefang Water. During the course of
his relentless pursuit, Eljak stumbled across the mauled and frozen
corpse of a Rashemi berserker trapped in the ice. Although the
body was clad in simple hide armor and carried,nothing else of any
worth, the warrior’s scabbard held an impressive greatsword, later
identified as Impiltur’s long-missing sword of state. At winter’s end,
Eljak presented both the Greatsword of Impiltnr and a cloak made
from the pelt of the wintér-wolf pack leader to King Halanter IT,
and both were placed in the royal vaults with the king’s heartfelt
thanks.

In the Year of the Fearless Peasant (926 DR), the Greatsword
of Dnpiltur was lost en route to Cormyr, during the sinking of
the Nudyra’s Glory, along with Princess Aliia and many treasures
of the realm. Thus, it is one of the few royal blades of Impiltur
that is not included in the five-score swords collectively known as
Soargar’s Tegacy. Soneillon recovered the blade from the depths
of the Inner Sea, along with the Coronation Cromwns of Aliia and
Rhiigard, and eventually bore it back to her court in the depths
of the Giantspire Mountains. The great blade then passed to a
succession of hobgoblin champions until the Year of the Luminar
Procession (1127 DR), when Soneillon reclaimed the blade and
gave it to her newly risen undead servant, Prince-Consort Imbrar
Heltharn, who has wielded it ever since.

Forged of cold iron, the Greatsword of Impiltur is a +2yavenous
doomstyike greatsword. The blade is engraved with images of dead
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and wailing demons, and the pommel is carved in the shape of a
balor whose torso has been pierced by the blade.

Strong evocation and necromancy [death]; CL 15th; Craft Arms
and Armor, shatter, slay living; Price 54,350 gp; Cost 27,350 gp +
2,174 XP; Weight 15 Ib.

soneillon’s rate

Having survived the fall of Narfell, sparked civil wars in Impiltor
and Chondath, and precipitated the fall of two royal houses in
Realm of the Sword and Wand, Soneillon has proven herself a
cunning survivor and insidious -opponent. Her power, however,
comes from her ability to scheme from the shadows, not con-
front foes directly. Should she ever be unmasked, the paladins
of Impiltur would undoubtedly destroy her, or at least drive her
back to the Abyss.

The fate of Soneillon’s prince-consort, Imbrar Heltharn, is less

certain, Eventually, he must march his hobgoblin legions back
into Impiltur, where he is almost certain tobe defeated—unless
the Queen of Whispers has corrupted enough of his opponents
to shatter the might of Impiltur’s defenders.
Soncillon, Queen of Whispers: Female advanced succubus fiend of
possession'™ 6/fiend of corruption™ 6; CR 23; Medium outsider
(chaotic, evil, extraplanar); HD 12d8+12 plus 12d6+12; hp 120;
Init +5; Spd 30 ft, fly 5O ft.; AC 26, touch 11, flat-footed 25; Base
Atk +13; Grp +13; Atk +13 melee (1d3+1, 2 claws); Space/Reach
5 ft./5 ft; SA curse, energy drain; spell-like abilities, summon
tanar’ri; SQally or enemy, alternate form, animate object, control
creature, cantrol object, damage reduction 20/+2, ethereal form,
fiend’s favor, fiendish graft, geas, grant wish, hide presence, im-
munity to electricity and poison, magic item, major creation, mark
of justice, mind shiclding, possess creature, possess noncontinuous
object, possess object, resistarce to acid 20, cold 20, and fire 20,
soul bargain, spell resistance 12, suggestion, telepathy, temptation,
tongues; AL CE; SV Fort +19, Ref +19, Will +20; Str 12, Dex
12, Con 12, Int 16, Wis 14, Cha 26 (30 with Coronation Crown
of Aliia). ;

Skills and Feats: Bluff +14, Concentration +7, Disguise +14%,
Escape Artist +7, Hide +7, Knowledge (arcana) +12, Knowledge
(nobility and royalty) +17, Listen +16, Move Silently +7, Ride +7,
Search +9, Spot +16; Dodge, Epic Leadership, Expertise, Flyby
Attack, Hover, Leadership, Improved Flyby Attack, Improved
Initiative, Mobility, Quick Change.

Class Abilities: Soneillon’s class abilities are too numerous and
lengthy to repeat in detail. See the Fiend Folio, pages 202-212.
Her Leadership score 15 36. Her cohort is Imbrar. Her followers
are NE/CE hobgoblins (660/66/33/17/9/5/3/2/1), all placed in
positions of authority among the hobgoblin tribes.

Alternate Form (Su): Soneillon can assume any humanoid form
of Small to Large size as a standard action. This ability is similar
to the polymorph self spell but allows only humanoid forms.

*While using this ability, Soneillon gains a +10 circumstance’
bonus on Disgufsc checks.
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Energy Drain (S«): Soneillon drains energy from a mortal 2d6+12, Sth) (10/day with Coronation Crown), fear aura, smite

she lures into some act of passion, or by simply planting a kiss gaod 4/day, sneak attack +4dg, spellcasting; SQ aura of evil, aura
oon the victim. If the target is not willing to be kissed, she must of despair, damage reduction 15/+1, dark blessing, detect good,
start a grap;‘ﬂe, which provokes attacks of opportunity. Her kiss fiendish servant (fiendish raven), immunity to cold, electricity,
or embrace bestows one negative level; the victim must succeed and polymorph, lay on hands (1/day, cures 126 hp to self), spell
on a DC 15 Wisdom check to even notice. The Fortitude save to resistance 26, summon mount, turn 'Linmunity, undead followers,
remove the negative level has a DC of 18. undead traits; AL CE; SV Fort +20, Ref +13, Will +15; Str 18

Spell-Like Abilities: At will—charm manster (DC 19) (24 with bely of giant strength), Dex 10, Con —, Int 12, Wis 16,

clairasdience/clairvayance, darkness, desecrate,
detect good, detect thoughts (DC 17), doom
(DC 16), ethereal faunt (self plus 5O pounds
of objects only), sdggcslior/ (DC 18), and
teleport without error (self plus 5O pounds
of objects only); 1/day—unholy blight
(DC 19). Caster level 12th.
Summon Tanar'ri (Sp).
Once per day, Soncillon can
attempt to surmunon one balor, with
a 10% chance of success. When
she needs to, she usually attempts
to summon Ndulu, because he
delights in the opportunity to
return to the Demonlands

Cha 20 (24 with Coronation Crown).

Skills and Feats: Concentration +7,
Diplomacy +21, Hide —7, Intimidate +21,
Knowledge (nobility and roy-
alty) +6, Knowledge (religion)
~ +6, Listen +7, Ride +J, Spot +7;
Cleave, Great Cleave, Improved
Critical (greatsword), Improved
Sunder, Mounted Combat,
Power Attack, and Weapon

Focus (greatsword).
Abyssal Blast (Su): Once
per day, Imbrar can unleash
a blast of eldritch fire. The
blast fills:a 20-foot-radius
spread anywhere within a
range of 1,120 feet. The
blast deals 16d6 points
of damage. Half of the
-damage 15 fire damage,

and temporarily assuage his
appetite for revenge.

Telepathy (Su): Soncillon
can communicate telepathi-
cally with any creature 6
within 100 feet that has ;_ o
a language. ‘

Tongues (Su): So-
neillon has a permanent fongues
ability as the spell cast by a
12th-level sorcerer. She usu-
ally uses verbal communication
with mortals and saves telepathic
communication for- conversing with
other fiends.

Possessions: Blazing Mantle of
Horus-Re (robe of scintillating colors),
Coronation Crown of Aliia (crown of
charisma +4), Scepter of Tharos (rod of
embassy [The Abyss}), Signet Ring of Raumathar
(ring of elemental command [ fire]), ¥ ambraces of
Whinonas. (bracers q.f armor +6). Imbrar Helthorn

but the rest results di-
rectly from divine power
and is therefore not
subject to being reduced
by protection from ele-
ments (fire), fire shicld

(chill shield), or similar

magic. A DC 26 Reflex

save reduces the damage
by half.

Aura of Despair (Su):
Imbrar radiates a malign
aura that causes enemies
within 10 feet of him to
take a —2 penalty on all saving

throws.

Aura of Evil (Ex): The power of
Imbrar’s aura of evil (see the detect evil
Prince-Consort Imbrar Heltharn, Fallen King of Impiltur: spell) is equal to his blackguard level.

Male human death knight ex-paladin 8/blackguard 10; CR 21, Dark Blessing (Su): Imbrar applies his Charisma modifier
Medium undead; HD 18d12; hp 117; Init +0; Spd 30 ft. (20 ft. (normally +5, +7 with Coronation Crown of Rhiigard) as a bonus
in full plate); AC 28, touch 20, flatfooted 28; Base Atk +26; Grp on all saving throws.

+25; Atk +26/+21/+16/+11 melee (2d6+10/17-20, Greatsword Detect Good (Sp): At will, Imbrar can use detect good as a
of Impiltur) or +23/+18/+13/+8 melee (1d8+7 plus 1 Con [Will spell-like ability, duplicating the effect of the detect good spell.
DC 25 halves damage and negates Con damage]), touch on Fear Aura (Sx): Imbrar is shrouded in a dreadful aura of

living creatures); SA Abyssal blast, command undead 8/day (+9, death and evil. Creatures of less than § HD within 13 feet of

)
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Imbrar must succeed on a DC 26 Will save or be affected as
though by a fear spell cast by a 16th-level sorcerer.

Smite Good (Su): Imbrar adds his Charisma modifier (nor-
mally +5, +7 with Caronation Crown of Rhiigard) to his attack
roll and deals an extra 10 points of damage when using this
ability. For example, Imbrar armed with a greatsword would
deal 2d6+10 points of damage, plus any additional bonuses
from high Strength or magical effects that normally apply. If
he accidentally smites a creature that is not good, the smite has
no effect but it 1s still used up for thar day.

Stummon Mount (Su): Imbrar has the ability to summon a
mount, typically an advanced 8 HD nightmare, though it can
be any other kind of creature normally used as a mount. The
mount can have no more than 8 HD. If the mount is lost or
killed, Imbrar can summon another one after a year and a day.

Turn Immunity (Su): Imbrar cannot be turned. He can be
banished with holy word, however, just as if he were an evil
outsider. (Imbrar would return to the Abyss, specifically to the
domain of Orcus.)

Undead Followeys: Imbrar s attended by the undead remnants
of his Royal Guard, four of whom survive as huecavas. Each
huecava carries one of the five-score blades of Soargar’s Legacy.
These creatures are in addition to any undead creatures that
Imbrar can rebuke.

Undead Traits: Tmbrar is immune to mind-affecting spells
and abilities, powson, eep, paralysis, stunning, disease, death
effects, necromantic effects, and any effect that requires a For-
titude save unless it also'work on objects. Imbrar is not subject
to extra damage from critical hits, nonlethal damage, abilicy
damage, ability drain, energy drain, or death from massive
damage. Imbrar cannot be raised, and resurrection works only
if Imbrar is willing, Imbrar has darkvision out to 60 fect.

Blackguard Spells Prepared (caster level 10th): 1st—strategic
charge™® (2), summon monster I; 2nd—>bulls strength, darkness,
death knell (DC 14); 3rd—bedevil®, contagion (DC 15), protection
[from energy; 4th—poison (+33 melee touch, DC 18).

*New spell described in Chapter 2.

Pogssessions: Cincture of Saint Fasper (belt of giant strength
+6), Tabard of Sarshel (cloak of resistance +#%), Coronation Crown
of Rhiigard (crown of Charisma +4), Shining Mail of Nord
(+5 gnashing® full plate), Greatsword of Impiltur (+2 yavenous®
dvomstrike* greatsword).

*New special ability described in Chapter 2.

Den_ddr the
Nighr serpent

Colossal Outsider (Evil, Extraplanar)

Hit Dice: 54d8+864 (1,193 hp)

Initiative: +7

Speed: 80 ft. (16 squares), climb 80 ft.

AC: 42 (—B size, +6 Dex, +34 natural) touch 8, flat-footed 30
Base Attack/Grapple: +54/+89
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Attack: +65 melee (4d8+19/19-20 plus nightmare venom, bite)
Full Attack: +65 melee (4d8+19/19-20 plus nightmare venom, bite)
Space/Reach: 50O ft./40 ft.

Special Attacks: Crush, ignore armor, improved grab, nightmare
scales, nightmare venom, spell-like abilities, swallow whole,
unleash nightmares :

Special Qualities: Damage reduction 15/epic and good, darkvision
120 ft., fast healing 10, immunity to charm, death, and fear
magic, immunity to petrification, immunity to poison, low-light
vision, resistance to acid 10, cold 10, electricity 10, ﬁrc 10, and
sonic 10, spell resistance 40, frue secing

Saves: Fort +47, Ref +35, Will +3

Abilities: Str 48, Dex 23, Con 42, Int 23, Wis 26, Cha 24

Skills: Bluff +64, Climb +64, Concentration +73, Diplomacy +44,
Hide +47, Jump +76, Knowledge (arcana) +63, Knowledge (the
planes) +63, Listen +65, Move Silently +63, Search +63, Sense
Motive +45, Spelleraft +43, Spot +65, Survival +31, Swim +76

Peats: Ability Focus (nightmare venom), Blind-Fight, Cleave,
Combat Reflexes, Great Cleave, Improved Critical (bite),
Improved Bull Rush, Improved Initiative, Improved Natural
Armor (6), Improved Overrun, Improved Sunder, Iron Will,
Power Attack, Quicken Spell-Like Ability (shadsote evocation)

ClimatefTerrain: The Fugue Plane

Organization: Solitary

Challenge Rating: 26

Treasure: None

Alignment: Neutral evil

Advancement: —

as the world
itself. She roams the Fugue Plane, devouring the nightmares

Dendar the Night Serpent is a vile elder evil as old

of the living, and looking forward to the day when she has
collected enough of the fears of humankind to initiate the end
of the world.

combar

Dendar prefers to confront attackers head-on, using her awesome
bite attack and hightmare venom to incapacitate a single combatant
at a time. She prefers to target spellcasters first, since her nightmare
scales can eliminate or severely weaken melee fighters before she
finishes them ofY. She often just slithers over creatures in her path,
crushing them under her awesome weight. Dendar tries not to kill
her opponents, preferring to put them into an endless sleep with
her venom so that she can feed upon their nightmares forever.

Dendar does not need to worry about most mortal challengers,
and it would take a concerted effort by several of the most powerful
angels, demons, or devils to give her pause. Should she ever find
her opponents actually damaging her, she would not hesitate to
unleash the nightmares from her b177:nd in an 1t(unpt to trap
her attackers inside their greatest fears forever.

Crush (Ex): As a standard action, Dendar can jump, roll, or
slither onto her opponents, nsing her whole body to crush them.
She can crush creatures of Large size or smaller, up to as many
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as will fit under her gigantic body. Creatures crushed by the Night
Serpent take 4d8+28 points of bludgeoning damage and must at-

tempt a DC 45 Reflex save. Failure means the creature is pinned

beneath her body, automatically taking crush damage each round
the pin is maintained.

Ignore Armor (Ex): Dendar’s incredibly sharp fangs pierce any
armar as if it were paper. Not even the most powerful magic armor
protects against her vicious bites; as a result, do not count armor
and natural armor bonuses when determining an opponent’s AC
against the Night Serpent’s bite attacks.

I'mproved Grab (Ex): To use this ability, Dendar must hit with
her bite attack. She can then attempt to start a grapple as a free
action without provoking attacks of opportunity.

Nightmare Scales (Su): Anyone striking the Night Serpent in
melee combat causes one of her scales to fly off. Each scale contains
a consumed nightmare, which is unleashed on the character in the
form of a wightmare spell (DC 26). :

Nightmare Venom (Ex): Anyone struck by Dendar’s bite
arrack must succeed on a DC 33 Fortitude save or fall into a coma.
While in this state, the character is assailed by a constant stream
of his worst nightmares. The only way to recover a character in
this state is through the use of a wisk or miracle spell, and even
then the character must succeed on a DC 53 Will save or take
1d4 points of Wisdom drain from the horrible lucid nightmares
he has experienced.

Spell-Like Abilities: At will—dream, fear (DC 25), nightmare
(DC 26), planc shift, shadow conjuration (DC 25), and shadow
evacation (DC 26). Caster level 30th. The save DCs are Charisma-
based and mclude a +4 racial bonus.

Swallow Whole (Ex): When Dendar begins her turn with a
grappled opponent in her mouth, she can swallow that opponent
with a successful grapple check. Once inside, a creature takes
2d10+28 points of bludgeoning damage per round from her
muscular contractions. There are worse things inside the Night
Serpent’s gizzard, however.

The undigested nightmares of thousands of souls reside within
Dendar’s belly. Anyone trapped within is automatically assailed by
these nightmares 1d6 times per round as if they had struck her
' combat (the Will save is affected as if Dendar had one of the
character’s body parts).

There are two ways to escape this nightmare prison. The first is
to deal at least 100 points of damage to the Night Serpent’s gizzard
with a light slashing or piercing weapon (her gizzard has an AC of
27). Once a creature has escaped n this way, muscular action closes
the hole; other swallowed creatures must cut their own way aut.
The second method of escape is under Dendar’s control. If she ever
uses her unleash nightmares ability with a creature in her gizzard,

the creature is automaticaily expelled along with the nightmares,
suffering the nightmare attack along with all others in the area of
effect (and possibly finding its way right back into her belly).

Dendar the Night Serpent

o

-
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Dendar’s interior can hold 2 Gargantuan, 4 Huge, 8 Large, 32
Medium, 128 Small, 512 Tiny, 2,048 Diminutive, or 8,192 Fine
or smaller opponents.

True Seeing (Su): Dendar the Night Serpent continuously uses
this ability, as the spell (caster level 30th).

Unleash Nightmares (Su): The Night Serpent can cause any
being on any plane to relive her worst nightmare. Unless the
creature succeeds at a DC 26 Will save, she goes completely insane.
This insanity can be cured only by a /imited wish, miracle, or wish
spell. Dendar can unleash this ability ds a breath weapon in combat
once every 1d4 rounds as well, although she is loathe to do so since
it delays the end of the world just that much longer. If she does so,
all creatures within a 100-foot cone must make the saving throw,
and those that fail are carried by their own nightmares into the
Night Serpent’s belly, in addition to being driven insane.

H iST()FlIJ

Some say that Dendar the Night Serpent was created the first
time a mortal creature had a dream. They believe that she was
created to be the dream’s opposite, and that had the first mortal
had a nightmare instead, a beautiful creature of goodness and light
would now roam the Gray Waste, swallowing good dreams rather
than nightmares. Debate rages on whether or not this fate would
have been better for the world. Since her creation, Dendar has been
devouring the nightmares of mortals, gathering them in her gullet
where they swim in an eternal miasma of fear and hatred. She takes
pleasure in swallowing the fears of mortals and immortals alike,
particularly enjoying the fancies of kings and gods.

The Night Serpent is said to be the harbinger of the end of
the world, so that when she has swallowed enough nightmares, she
will come forth from her lair to douse all of existence in darkness
and fear. Even the gods will be unable to stop her, because they are
subject to the same nightmares as the mortals who serve them. A
sect of plane-hopping clerics and monks of Kelemvor (formerly
Myrkul) believe that it is their sacred duty to stop this from hap-
pening. They train every generation to hunt the Night Serpent on
her plane, forcing her to expend precious nightmares in defense
of her lair and her life. Although these religious fanatics know
that they go to their deaths when they move against Dendar, they
believe that they are vital to the continued existence of Faeriin and
its people. .

Dendar has been known by many names thronghout the ages.
Different civilizations have different uses for a legendary creature
that swallows nightmares in an attempt to bring about the end of
the world. The ancient Rus called her Nidhogg, and believed that
she would gnaw the roots of the world tree that connects all things,
until it could no longer survive. The people of Calimport believe
that she is the mother of the Night Parade, although this is not
true. And in Chult, the followers of Ubtao believe that Dendar
lives underneath the Peaks of Flame, and that she will emerge
through a massive iron door to devour the sun.

Although she sometimes slithers across the fiendish planes,
Dendar is content to spend most of her time ih her lair, contentedly
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gorged on the world’s unremembered nightmares. She lives in a
vast cave near the river that surrounds the Fugue Plane, and the
hiss of her breathing echoes throughout that plane as she sleeps.
She is automatically aware of any creature that approaches her
cave, 'and she awakens in order to savor the taste of their worst
nightmares before she destroys them. 3

Appearance

The Night Serpent appears as a 300-foot-long serpent with scales
that range in color from midnight black to deep green. These
scales represent the physical embodiment of the nightmares that
she has swallowed over the millennia. Her slit-pupiled eyes are the
sickly yellow-black of rotten eggs, and her forked tongue flickers
mcessantly over ber smooth lips. Dendar’s mouth unhinges at the
Jaw to reveal a maw large enough to swallow a dragon without
trouble. She has four jagged fangs that sink deep into the flesh of
her enemies, injecting a nightmare venom that slowly works to
destroy their minds. Her tongue is a2 weapoty, too, able to knock
giants from their feet with a single swipe and entangle bitten foes
so she can swallow them whole. Beneath her tongue is a viscous
pit of greasy spittle and the bones of enemies past. She secretes
the essence of nightmares that she has devoured, and constantly
regurgitates the souls of those she has destroyed.

D(Jndar the nght secpent
In YOUr campaign

The Time of Troubles was more than just a time when the gods
walked the fand. It was also a formidable recruiting tool for apoca-
lyptic cults everywhere. As the gods died right before the eyes of
ordinary Faertinians, it began to seem as if the entire world might
be in peril. Even though things have calmed and the reorganized
pantheon has begun to rebuild its base, gods continue to disappear
(the recent upheaval in the Underdark becaunse of Lolth’s disap-
pearance is a prime example), while others war for dominion of
the various aspects of existence. This was the perfect time for the
cults of Dendar the Night Serpent to make great gains in both
numbers and resources.

Cults revolving around Dendar are active across Faerin, but
the two largest and most devoted can be found i Calimport and
the Jungles of Chult. In Calimport, the Sacred Order of Akabar
recruits thieves, assassins, and other skulks to fulfill their twisted
purpose. This order of fanatics believes that Dendar the Night
Serpent is the mother of the Night Parade, a congregation of
demonic creatures that oversaw a reign of terror in Calimport
in 1359 DR. Their appearance in the year after the Time of
Troubles only reinforced their conclusion that the “Serpent
Mother” was preparing for the end of the world. Since that time,
they have made it their single-minded goal to feed Dendar enough
nightmares to bring about Faerin’s destruction, at which time

they expect to rule over the remaining planes of existence as the.

Serpent Mother’s chosen people. They do so by kidnapping and
drugging the dregs of Calimport society, who are kept in a secret
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chamber and feed Dendar with an endless string of poison- and
narcotics-induced nightmares.

The other large group of Dendar-related cultists can be found
in the Jungles of Chult, hidden among the caves below the Peaks
of Flame. Unlike the Sacred Order of Akabar, these cultists are
bent on preventing the Night Serpent from destroying the world.
They believe that they are the guardians of an enormous iron door
through which Dendar will one day slither and attempt to cat the
sun. The Spearbearers of Ubtao, as they call themselves, believe
that they must maintain a long list of rituals in order to give their
god the strength to defeat Dendar when she finally hungers for
the light of the world. Many of these rituals require the sacrifice
of sentient life, however, leading the Spearbearers to commit evil
acts in the of saving the world.

caverns of the serpent Mother

Hidden beneath the sands of the Calim Desert and connected
to a hideout in the city of Calimport, some twelve miles away,
the caverns of the Serpent Mather are the secret stronghold of
the Sacred Order of Akabar. It is here that the Order tends to its
growing herd of victims, who spend weeks or even months at a
time in a comalike state, feeding nightmares to Dendar the Night
Serpent. The entire operation is run by Al Kumara, a godless priest
of Dendar who actually receives his spells from Cyric, although he
does not know it. He employs a variety of cutthroats, degenerates,

and true believers who are loyal to him because of ecither their
fanaticism or the gold he lavishes freely upon them.

A. Roap 10 CALIMPORT

This tunnel winds beneath the sands of the Calim Desert, eventually
coming to a small cavern hidden beneath a merchant’s warehouse
in Calimport. The tunnel is smooth and well ventilated, making
it perfect for transporting newly kidnapped victims to the sleep-
ing chamber beyond. Two ruts can be detected in the floor of the
tunnel, where the sled used to transport unconscious prisoners has
worn away the soft earth floor.

The sandy floor is well worn and covered with VlS]blt.’ human
tracks, as well as the paw prints of a tiger the group has trained to
pull the'sled, When the tiger is present in the caverns, its roar can
often be heard echoing through the tunnel, even miles away.

- B. SERPENT’S GORGE
This seemingly bottomless crevice cuts directly across the tunel,
and hissing winds can be heard blowing in its depths. In reality, it
descends nearly 2 mile and contains nothing more than stale air
and thousands of years of loose rock and sand at the bottom. The

-Sacred Order uses this crevice as a natural defense, and they have

constructed a drawbridge that fits into grooves cut into both sides
of the pit. When it is drawn up, the bridge can be wheeled over to
a wall where it is out of the way or it can be tilted down to provide
cover for those on the cavern side.
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C. GuarD CHAMBER (EL 7 or EL 12)

Just-on the other side of the gorge is a small cavern that houses

any Sacred Order members that are here. Ali typically keeps four -

members of the cult here at all times—a poisoner, a4 mage, and
two “toughs” The tiger’s cage is also here, but the tiger itself is
normally kept in a bazaar in Calimport. If the tiger is here, that
means victims have been brought within the last 24 hours and
there will be additional guards and Order members around.

Encounter (EL 7): Human rogue §/assassin 1, human wizard
3, human fighter 1 (2). ‘

Encounter (EL 12): As above plus human expert 7, human
rogue 2 (%), tiger.

D. SLEEPER CAVERN

The cavern here is incredibly large and riddled by sharp stone
formations on the floor and the ceiling. Several beds are scattered
throughout the room, either carved from the stone of the cavern or
made from piles of clothing and straw on the open floor. Motionless
men and women can be found on most of the beds, put to sleep
by the drugs of the Sacred Order and made to play their worst
nightmares over and over again in their minds. They are kept here
for days or even weeks, depending on the poisoner’s assessment of
their health (and thus their ability to handle repeated dosages of
the drug). At any one time, between ten and twenty-five sleepers
are here, all under the effects of the Sacred Order’s drug, There
is a 25% chance that the poisoner will be here, checking on his
“‘wards” at any time of the day or night—otherwise, all the caverns’
occupants are in the guard chamber.

An elevated shelf along the northwestern wall holds the Sacred

Order’s supply of drugs, as well as food and water for those housed
here. It is set back into the stone and free of torchlight, making a
cool, dark storage area for both the food and the sensitive leaves
from which the drug is brewed. Ali has set 2 magical trap as a last

line of defense against intruders who would steal or destroy this-

essential part of his plans to aid the Night Serpent. Anyone who
passes the threshold of the inset cavern without a sacred mark of
the Mother Serpent conjures five serpents into being, each made of
pure force. They attack any living creature in the area and attack
like weapons from a spiritual weapon spell in all ways.

A dozen small tunnels lead away from this room into the
Underdark; no activity has ever been seen in any of them.

Trap: CR 6; magic; location trigger; no reset; Atk +9 melee
(1d8+3, 5 force serpents); force serpents attack for 9 rounds or
until all living creatures are out of the area; Search DC 27; Disable
Bevice DC 27.

player characters and
pendar the ngh‘r serpent

The cults of Dendar the Night Serpent have been spreading quickly
over the past twenty years, so it’s quite possible that any or: all of
the player characters in a group have had some contact with one
cell or another. Indeed, it’s possible that a character might have
grown up within the cult and to this day believe that the ancient
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prophecies are soon to be fulfilled. Such individuals have every
reason to adventure, gathering gold and magic to aid the tult in
their mission.

With their recent expansion and increase in activity, ‘the
Night Serpent cults make for good employers as well. They are in
constant search for artifacts and relics of their unholy” mistress,
many of which have been scattered across tlk various planes that”
she sometimes roams.

Ali Kumara: Human cleric 9; CR 9; Medium humanoid; HD
9d8+18; hp 63; Init +1; Spd 30 ft.; AC 17, touch 11, flatfooted
16; Base Atk +6; Grp +7; Atk +9 melee (1d8+3, +2 beavy mace) or
+8 ranged (1d8, masterwork light crossbow); Full Atk +9/+4 melee
(1d8+3, +2 heavy mace) or +8 ranged (1d8, masterwork light cross-
bow); SA turn undead 5/day (+4, 2d6+9, 9th); AL NE; SV Fort +8,
Ref +4, Will +9; Str 12, Dex 12, Con 15, Int 16, Wis 17, Cha 15,

Skills and Feats: Bluff +7, Concentration +9, Diplomacy +11,
Heal +8, Knowledge (arcana) +8, Knowledge (local Calimshan)
+5, Knowledge (the planes) +9, Knowledge (religion) +10, Listen
+5, Profession (merc'hant) +6, Sense Motive +5, Spelleraft +10,
Spot +3; Craft Wondrous Item, Endurance, Negotiator, Scribe
Scroll, Spellwise™®, 3 :

Languages: Alzhedo, Draconic, Infernal.

Typical Cleric Spells Prepared (caster level 9th):
water, cure minor wounds, detect magic, detect potson, purify

O—create

Jood and drink, read magic; 1st—cause fear (DC 14), cure light

wounds, disguise self®, divine favor, doom (DC 14), obscuring

ity 2 moderate wounds, delay poison,
enthrall (DC 15), invisibility®, spiritual weapon; 3rd—create food
and water,.meld into stone, contagion® (DC 16), protection from
energy, stone shape; Yth—confusion® (DC 17), discern lies (DC 17),
5 shift (DC 18).

D: Domain spell. Domains: Destruction (smite good 1/day, +4
on attack, extra 9 damage), Trickery (Bluff, Disguise, and Hide
are class skills).

Possessions: +2 chain shirt, +2 heavy mace, masterwork light
crossbow, 20 +1 bolts, ring of sustenance, potion of bear’s endurance,
2 potions of cure moderate wounds,

kezef the chaos Hound

Huge Outsider (Chaotic, Evil, Extraplanar)

Hit Dice: 28d8+280 (426 hp)

Initiative: +17

Speed: 60 ft. (12 squares)

AC: 33 (=2 size, +7 Dex, +18 natural) touch 15, flat-footed 2%

Base Attack/Grapple: +28/+49

Attack: +37 melee (3d6+13/19—20 plus 1d10 acid, bite) or +36
melee (1d8+13, claw)

Full Attack: +37 melee (3d6+13/19-20 plus 1d10 acid, hltej and
+34/+34 (1d8+6, 2 claws)

Space/Reach: 15 ft./10 ft. i

Special Attacks: Acidic bite, breath weapon, corrosion, terrifying’
howl
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Special Qualities: Damage reduction 15/adamantine and good,
darkvision 120 ft., extinguish, fast healing 10, flawless tracker,
immunity to acid, petrification, and poison; immunity to
charm, death, and fear magic; low-light vision, resistance to
cald 10, electricity 10, fire 10, and sonic. 10, spell resistance
39, superior initiative ;

Saves: Fort +26, Ref +23, Will +24

Abilities: Str 36, Dex 24, Con 31, Int 15, Wis 26, Cha 20

Skills: Balance +35, Diplomacy +23, Hide +31, Intimidate +33,
Jump +41, Knowledge (the planes) +25, Listen +36, Move
Silently +35, Search +30, Sense Motive +36, Spot +36, Survival
+36, Swim +28

Feats: Ability Focus (howl), Blind-Fight, Cleave, Combat Reflexes,
Improved Critical (bite), Improved Natural Attack (bite),
Improved Sunder, Multiattack, Power Attack, Weapon Focus
(bite)

Climate/Terrain: The Outer Planes and the Mategial Plane

Organization: Solitary !

Challenge Rating: 21

Treasure: None

Alignment: Chaotic evil

Advancement: —

Kezef the Chaos Hound, the Ravager-of Heavens, is a putrid
creature made-of pure hatred that roams the Outer Planes eating
the souls of the faithful. |

combat

Kezef prefers to begin combat by howling to confuse and separate
his opponents. He follows up with a blast of his acidic breath weapon
before wading into melee combat, crunching sinew and bone with
his powerful bite. He does not fear melee because the maggots that
form his body can part to avoid blows s well as splash his enemies
with scalding slime. He does not normally fight while invisible,
since he enjoys the terror his form causes other creatures. He will
go invisible against opponents that have the capability to damage
him, and he will not hesitate to retreat via tcle;iort or plane shift
in order to save his hide.

Acidic Bite (Ex): Kezefs acidic saliva deals an additional 1d10
points of acid damage every time he bites an opponent.

Breath Weapon (Su): 30-ft. cone, once every 1d4 rounds, damage
2d20 acid, Reflex DC 34 half. Any creature that fails its save takes
2d20 points of damage the following round as well, as the acid eats
its way through its flesh. The save DC is Constitution-based.

Corrosion (Ex): Kezef’s fiesh bubbles and roils with acid-spewing
maggots; any creature that strikes Kezef in melee combat causes an
acidy cloud to explode outward from his body. Unless the creature
makes a successful DC 34 Reflex save, he is splashed by burning
slime that causes 1d12 points of damage per round until wiped
away. A character can tike a full-round action that provokes attacks
of opportunity to remove all of the slime from his body.

This same acid is found in pools where Kezef stands on the
grournid. It is not left while he is running or mcorporeal, but only

where he actually touches the ground. The acidic pools last for 24
hours before burning off into empty holes (except where they are
magically preserved; see the Death Shallows entry below).

Extinguish (Ex): All nonmagical fires within 60 feet of
the Chaos Hound are extinguished as soon as he moves into
range due to the fetid, oxygen-deprived breath he spews from
his slavering maw.

Flawless Tracker: The Chaos Hound can designate a single
individual as his prey, and thereafter will never fail to catch
the creature’s trail. As soon as he designates his prey, he knows
the prey’s birthplace and can use his plane shift and telepors
without error abilities to go there, Thereafter he can use these
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abilities to follow the creature’s “emotional scent,” even tracking
the entire fabric of their lives until he catches up with them
at the present time. He does all of this with amazing speed,
once tracking four years of Kelemvor’s life in just one hour.
Once Kezef picks up a creature’s scent, it is impossible to hide
from hirh. He can track across worlds and planes as easily a5 a
hunter tracks a bleeding deer.
* Spell-Like Abilities: At will—air walk, improved invisibility,
plane shift (DC 20), teleport without error®. Caster level 30th.
*The Chaos Hound does not use seleport without error nn the
conventional sense, but he becomnes an insubstantial ghost and runs
with near-limitless speed. While in this state he can run across or
through any substance or barrier, and moves as fast as he likes, often
moving between two points as if he had teleported. When in this

~ form, he is perceived as a ghostly blur that leaves behind a lingering
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scent of decay and a vague dread of darkened corners and howling
in the night. Spells that prevent teleportation, such as dimensional
anchor, do not prevent Kezef from using this ability.

Superior Initiative: Kezef has a +10 racial bonus on initiatiyve
checks, and is always considered to have rolled a 20 on his mitiative
check. In addition, he can never be surprised.

Terrifying Howl (Su): The Chaos Hound is so named for his
terrifying howl that causes panic and confusion to all who hear it.
Kezef can howl as a standard action, and all creatures within 100
feet must make a DC 29 Will save or suffer from confusion for
2d6 rounds. Even if a character makes this save, a second DC 29
Will save must be made or else he runs away in panic as if hit by
a fear spell. The save DCs are Charisma-based.

HiST()Fl‘J

Kezef the Chaos Hound, the Ravager of Heavens, is as old as
Faertn itself, although some believe that the god Jergal created
him to deny the other gods the souls of their followers. It is
said that Jergal created the Chaos Hound in a fit of madness
when he realized that, though he held sway over death and the
dead, the souls of the Faithful went to live with their respec-
tive gods—not with him. He unleashed this terrible evil to
punish the 'mortals and gods alike, whom he saw as usurping
his domains. It is thought that the backlash from this moment
of rage is what caused him to divide his portfolio among Bane,
Bhaal, and Myrkul, and his willingness to do pcnanc‘c for the
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creation of the Chaos Hound keeps him servile to the god of
death to this day.

Kezef roams the Outer Planes devouring the souls of the

Faithful before they can reunite with the gods in their respective
planes. He finds their taste intoxicating, and does not discriminate
between the gods when he feasts. The souls of the Faithless and the
False are disgusting to him, as is the flesh of living beings, which
is why he rampages across Faeriin from time to time, leaving a
wake of destruction and devoured, souls. Any souls devoured by
Kezef are truly and forever destroyed, beyond even the reach of
the gods to restore.

This terrible being was imprisonied for a time by a compact of
Faertnian deities, who wanted to protect their worshipers from
the depredations of his evil. The story of his imprisonment is well
known, and is a popular tale in alehouses across the continent.
Centuries ago, somewhere in the Barrens of Doom and Despair,
several deities challenged the Chaos Hound to a contest. They
had forbidden mortals and deities alike to traffic with the Chaos
Hound, and they would lift the ban if the evil beast could escape
bonds crafted by Gond the Wonderbringer. Kezef agreed, but in
order to dissuade any treachery, he demanded that Tyr place his
right hand inside his mouth. The gods strapped him into the
chains, and then Mystra' surrounded him with an invulnerable
nimbus of pure magic that resisted all attempts to dispel or
destroy it. Realizing he had been successfully bound, the Chaos
Hound squeezed his powerful jaws shut and severed Tyr’s hand,
the divine essence of which the beast feasted upon for hundreds
of years. '

It took the twisted plans of the newly ascended Cyric to release g

the hound again, although his plans backfired and helped
to ensconce Kelemvor as the new god g A
of the dead. 7
Since that time, the Chaos
Hound has spent his time feeding
on souls and chasing down Mask,
whose enmity he gained during the ¢
Cyric debacle. Mask would certainly
have risen back to greater power by
now had he not been constantly on
the run from this deadly and tircless ;
opponent. Because the Chaos Hound
has been distracted by this hunt,
he has not yet shown himself to be
the enemy that he once was. The gods
are all aware that one day he will s
once again feed on their follow- '
ers, and they know

that the time will come when they will be forced to deal with
his threat again. '

Appearance

The Ravager of Heavens appears to be a huge mastiff whose flesh

crawls ceaselessly across his body. Upon closer inspection, the creature

can be more accurately scen as a jet-black skeleton covered by millions
of bloated maggots that crawl and squirm as they wait for their next
meal. He searches for the Faithful with malevolent red eyes, and his
Jaws drip with the secreted essence of a thousand souls. The maggots
that make up his flesh and sinew ooze yellow-green pus at all times;
this pus is left in swirling pools wherever the Chaos Hound goes, as
his gigantic paws burn prints into the ground. His teeth flash like
obsidian daggers as he snarls at his prey.

The Chaos Hound’s blood is a corrosive ooze, and he radiates
a pestilent aura of decay. His reek can be detected for miles, and
lingers for days upon his passing. Demons and paraclementals are
often spawned from the pools of ichor he leaves behind. His breath
stinks of hatred and lost souls, and it extinguishes nearby fires by
smothering them in its stench.

When the Chaos Hound feeds upon a soul, the maggots from his
body swarm out like bees and feast upon the soul’s essence. Gorged
and bloated, they fly back to the hound and reattach, causing him
to look fat and agitated. When he speaks, his voice resonates in a
low, rumbling growl.
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kezef the chaos Hound

InyYour Campalgn

For centuries, gods and martals alike believed that the Ravager of
Heavens.had been defeated forever, locked away in the Barrens of
Doom and Despair never to hunt the Outer Planes again. The mad
god Cyric proved them wrong. Now that Kezef has been released
and spends his time chasing Mask across the planes, his presence has
been noted on Faertin from time to time. While these “sightings”
amount to little more than rumors, those who know the Chaos
Hound understand that just the lingering aura of hatred he leaves
wherever he goes is enough to cause concern.

Kezef has been temporarily frustrated in his hunt for the Lord
of Shadows by the god’s procurement of the sword Houndsbane,
which hides him from the Ravager of Heavens. He spends quite a
bit of time on the Outer Planes hunting souls, but occasionally he
makes forays onto Faertin in an attempt to discern Mask’s location.
Kezef terrorizes Mask’s clergy where he can find them, and has
taken to destroying holy artifacts and temples of the faith in order
to try to draw the god out and weaken his following. Powerful
thieves dedicated to the masked god might find themselves stalked
in the night by an invisible foe who radiates hatred for them and
their god. '

Kezef has no organized following on Faerun, and most of
Mask’s enemies would never think of using such an evil against
him. That’s not to say that Kezef hasu’t left a lasting impact
upon the world, however. During one of his hunts, he happened
across an evil node that bent heavily toward planar magic
because it sat in a region where travel between the planes was
easier than normal. In this place, the Chaos Hound’s footprints
became pools of acidic filth through which creatures from the
paraclemental planes could emerge. It has become known recently
as the Death Shallows.

the peath shallows

This shallow, flat depression lies about 25 miles east of Waterdeep
alang the River Dessarin, surrounded by high cliffs. Tt is an area
rarely seen except by those traveling along the river, who must
sometimes walk along its edge to help their vessels navigate the
shallow water. Kezef rested here while hunting Mask in the city of
Waterdeep, and now foul creatures rise from the slime he left in his
wake. Several coze and acid paraelernentals have taken up residence
in the poals and the surrounding cliffs, giving rise to new tales
of ghosts and an area along the river haunted by those who have
died in its strong currents. Riverboats and trading vessels have heen
coming under attack by the paraclementals lately, and Waterdhavian
merchants are beginning to worry about this new threat.

THE DeaTH SHALLOWS EviL NobpE
Class: 7 E ;
Granted Spells: blink, contact other plane, ethereal jaunt, lesser
planar ally, plane shift

~A. PooLs oF AciD

These paols of acid were created by the Chaos Hound when he
rested here during his hunt for Mask. Normally they would have
evaporated quickly, but this area happened to contain strong planar
magic that not only perpetuated the pools but also allowed elemen-
tal creatures to take up residence in them. The acid has weakened
to the point that it does not harm the paraelementals living inside
the pools, but it still deals 1d12 points of acid damage to other
creatures that enter them, unless these creatures are somehow
resistant or immune to acid normally.

The paraclementals that live here do not always jump out to
attack anyone that visits the shallows. They often-wait until a group
is split or sleeping, and sometimes they might simply ignore visi-
tors (which serves to keep the rumors as just that). Any spellcaster
who tries to tap into the evil node draws their ire, however, and is
attacked immediately. The paraelemental weird that lives in the
nearby subterranean cavern commands them for its own purposes
from time to time as well. : ;

Characters who run, engage in combat, or perform ather
strenuous actzvities in the shallows must make a2 DC 12 Balance
check each round or fall down. Characters on the edge of an acid
pool have a 0% chance of slipping into the pool if this occurs.

3 3

Qoze Paraelementals (6): CR 3; Medium elemental (earth, water);
HD 4d8+12; hp 30; Init +1;.Spd 20 ft., swim 50 ft.; AC 19, touch
11, flacfoated 18;Base Atk +3; Grp +6; Atk or Full Atk +6 melee

1d8+4 plus 1d6 acid, slam); Space/Reach 5 ft./5 ft.; SA acid; S )
_ P pt
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darkyision 60 ft,, elemental traits; AL N; SV Fort +7, Ref +2, Will
+1; Str 16 Dex 12 Con 17 Int 4 Wis 11 Cha 11.

Skills and Feats: Listen +6, Spot +5; Alertness, Power Attack.

Acid (Ex): Any time an ooze paraclemental makes a success-
ful slam attack, it deals acid damage. Its acid deals 40 points of
damage per round to metal or wooden abjects. Armor or clothing
dissolves and becomes useless immediately unless it succeeds on a
DC 13 Reflex save. A metal or wooden weapon that strikes the
paraelemental also dissolves immediately unless it succeeds on a
Reflex save. If the ooze paraclemental successfully grapples an
oppanent, the foe’s armor takes a —4 penalty on the Reflex save.

B. CavEs
These caves are home to several coze mephits that were sum-
moned to the node but prefer not to live in close proximity to the
paraclementals. Should combat erupt in the shallows, however, the
mephits are likely to swoop in to help the paraclementals, especially
if it looks like they can save any interesting treasures from being
caten away-by the acid. Thé anephits fear the weird, however, and
hide in their caves anytime it is active.

Ooze Mephits (6): hp 19 cach; sce Monster Mannal p. 183.

C. LAR oF THE PARAELEMENTAL WEIRD
The most dangerous creature to appear through the planar conflux
isa paraclemental weird residing in a pool and a submerged cavern
just to the south of the shallows. This creature is not normally
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hostile to passing boats, but it takes great offense at efforts to poke
around the shallows or to try to use the node’s magic.

Ooze Paraelemental Weird: CR 12; Large elemental (Earth, water);
HD 15d8+45; hp 112; Init +6; Spd 30 ft, swim 30 ft; AC 15,
touch 11, flat-footed 13; Base Atk +11; Grp +20; Atk +15 melee
(2d6+7 plus 2d8 acid, slam); Full Atk +15/+10/+5 melee (2d6+7
plus 2d8 acidyslam); Space/Reach 10 ft./ ft.; SA acid, clemental
command, spells; SQ damage reduction 10/cold iron, darkvision
60 ft., elemental traits, ooze pool, prescience, regeneration 10, spell
resistance 255 AL N; SV Fort +7, Ref +2, Will +1; Str 21, Dex 14,
Con 17, Int 20, Wis 23, Cha 22.

Skills and Feats: Concentration +10, Diplomacy +17, Intimidate
+15, Knowledge (arcana) +12, Knowledge (the planes) +12, Listen +6,
Sense Motive +13, Spot +5, Swim +13; Alertness, Power Artack.

Languages: Aquan, Terran,

Acid (Ex): Any time the ooze paraclemental weird makes a
successful slam attack, it deals acid damage. Its acid deals 60 points
of damage per round to metal or wooden objects. Armor or cloth-
ing dissolves and becomes useless immediately unless it succeeds at
a DC 20 Reflex save. A metal or wooden weapon that strikes the

paraelemental weird also dissolves immediately unless it succeeds at a
Reflex save. If the ooze paraclemental weird successfully grapples an
opponent, the foe’s armor takes a —4 penalty on the Reflex save.

Elemental Command (Su): The ooze paraelemental weird
can attempt to gain control over any elemental within 100 feet,
regardless of the latter’s elemental type. The elemental njust make
a DC 23 Will saveor succumb to the weird’s control. 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.

Once under the weird’s control, an elemental serves the weird
until it or the weird dies, until the weird dismisses it, or until the
duration of its summoning expires. It obeys-the weird explicitly,
even if ordered to attack the being who originally summoned it.
The weird does not need to concentrate to maintain control over
any elemental it commands.

Ooze Pool (Su): The ooze paraclemental weird’s pool floats atop a
submerged cavern at the southern end of the shallows. Three times
per day, the weird can summon forth 2d4 Huge, 1d2 greater, or
1 elder ooze paraclemental through its pool. Any nonelemental
creature entering the pool without the weird’s permission must
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succeed at 2 DC 20 Fortitude save each round or be irrevocably
transfortned into clemental coze. :

The weird cannot leave its pool, although it can rise up 10 feet
above the coze’s surface, always keeping its body in contact with
the pool. It can retreat through a portal to its native plane, which
exists at the bottom of its pool, but once it does so, the porta/ closes
and the pool loses its special traits.

Prescience (Su): At will and as a free action, a weird can dupli-
cate the effect of any of the following divination spells: analyze
dweomer, clairaudience/clairvoyance, contact other plane, detect
thoughts (DC 18), discern location, find the path, foresight, greater
serying (DC 23), legend lore, locate creature, lacate obyect, tongues,
true seeing, vision. Caster level 18th.

Regenceration: Fire and sonic deal normal damage to a ooze
paraelemental weird.

Spells: The ooze paraclemental weird casts all arcane spells, as
well as divine spells from the Earth and Water domains, as an
18th-level sorcerer.

Sorcerer Spells Known (6/8/8/7/7/7/7/6/5/3 per day; caster
level 18th): O—acid splash, dancing lights, daze (DC 16), detect
magic, flare, mage hand, message, prestidigitation, touch of fatigue
(+15 melee touch, DC 16); 1st—cause fear (DC 17), chill touch
(+15 melee touch, DC 17), magic missile, obscuring mist, shield;
Wnd—fog cloud, gust of wind, Melf’s acid arrow (+12 ranged
touch), scare (DC 18), soften earth and stone; 3vd—dispel magic,
haste, stone shape, wind wall; 4th—confusion (DC 20), control
water, Otiluke’s resilient sphere (DC 20), spike stones (DC 20);
Sth—cloudkill (DC 21), mind fog (DC 21), transmute rock to mud,
telekinesis; Gth—acid fog, flesh to stone (DC 22), reprdsion (DC 22);
Tth—control weather, mass hold person (DC 23);, 8th—borrid wils-
ing (DC 2%), incendiary claud (DC 24); Ith—elemental swarm
(ooze paraelementals only). ;

Skills: An ooze paraclemental weird has a +8 racial bonus on
any Swim check to perform some special action or avoid a hazard.
It can always choose to take 10 on a Swim check, even if distracted
or endangered. It can use the run action while swimming, provided
It swims in a straight line.

player characters and
kezef the chaos Hound

Followers of Mask, especially his priests, have much to fear from
the Chaos Hound, for the closer they get to their god, the more
attention they are apt to draw from the Ravager of Heavens. Kezef
has been Known to hunt down Mask’s most powerful followers in
an attempt to glean information on the god’s whereabouts. Once
a character has been tagged by the hound, he might start seeing
signs of being followed: a fetid stench in the air, an aura of hatred
that permeates those around him, or an angry baying in the middle
of the night from somewhere nearby.

A loose affiliation of Faithless friars travel Faerin secking
artifacts of the Chaos Hound. They believe (rightly) that their
souls will be safe from the Chaos Hound’s depredations only if they
worship no god, and that they will become chosen souls after their
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death if they can get close enough to him. They try to achieve that
by pursuing relics of. Kezef’s history, including the pieces of the
chain that once bound him in the Barrens of Doom and Despair,
and any material objects that have, upon his passing, captured his
innate hatred.

ityak-ortheel,
the elf eater

Colossal Outsider (Chaotic, Evil, Extraplanar)

Hit Dice: 42d8+462 (660 hp)

Initiative: +4

Speed: GO ft. (12 squares)

AC: 35(—8 size, +4 Dex, +29 natural) touch 6, flat-footed 31

Base Attack/Grapple: +42/+73

Attack: +50 melee (1d10+15, tentacle) or +49 melee (4d8+15,

kick) 3 :

Full Attack: +50 melee (1d10+15, 8 tentacles) and +47 melee
* (4d8+15, kick)

Space/Reach: 40 ft./30 ft. (5O ft.-with tentacles)

Special Attacks: Constrict 2d8+7, improved grab, maw of destruc-

tion, tentacle grappling

Special Qualities: Blindsight 100 ft,, carapace defense, damage
reduction 15/adamantine and good, regeneration 10, immunity
to acid, cold, petrification, and poison, immunity to charm,
death, and fear magic, resistance to electricity 10 and sonic 10,
sense life, spell resistance 36

Saves: Fort +34, Ref +29, Will +28 E

Abilities: Str 40, Dex 18, Con 33, Int 6, Wis 21, Cha 19

Skills: Bluff +31, Climb +32, Hide +17, Intimidate +31, Jump +32,
Listen +32, Move Silently +31, Search +25, Sense Motive +32,
Spot +32, Survival +25

Feats: Awesome Blow, Cleave, Combat Reflexes, Crush, Great Cleave,
Improved Bull Rush, Improved Initiative, Improved Natural
Armor (3), Improved Overrun, Lightning Reflexes, Multiattack,
Power Attack, Weapon Focus (tentacle)

Climate/Terrain: The Abyss

Organization: Solitary

Challenge Rating: 22

Treasure: None

Alignment: Chaotic evil

Advancement: —

Ityak-Ortheel is a terrible creature that lurks in the Abyss,
waiting for its master, the god Malar, to call it forth to
destroy life. ;

combar

The EIf Fater is a machine of pure destruction. It charges its
enemies, no matter their number, wading in and strangling them
one by one. If it is surrounded by more than a hundred enemies,
it flails its tentacles wildly, slapping as many foes as possible. When

m

AN

-..v]




il
CHAMPIONS OF EvIL
i

confronted by small groups or larger foes, it uses as many tentacles
as necessary to grapple, and slams its foes with the rest. It attempts
to cat foes as quickly as possible in order to forever thmgmsl\ their
life from the world.

Carapace Defense (Ex): Ityak-Ortheel’s carapace is nearly
indestructible, so attacking from on top of the creature is
fruitless in most cases. It has a damage reduction of 50/epic
and good, which affects only direct attacks to the carapace, and
the carapace itself has immunity fo fire. In times of dire need,
Ityak-Ortheel can retreat into its shgll, effectively shielding its
body from further attacks. If its enemies continue to damage
it even after it retreats in this way, it rears back up and lashes
out for a final attack.

Constrict (Ex): The Elf Fater deals automatic tentacle damage
with 2 successful grapple check. It can constrict with more than
one tentacle, as outlined under Tentacle Grappling, below.

Improved Grab (Ex): To use this ability, Ityak-Ortheel must
hit a creature with one or more tentacle attacks (see Tentacle
Grappling below). It can then.attempt to start a grapple as a free
action without provoking attacks of opportunity. If it wins the
grapple check, it establishes a hold and can constrict.

Maw of Destruction (Ex): While it cannot effectively bite with

its huge, toothy maw, the EIf Eater can transfer grappled creatures
to it with its tentacles. Any creature that falls unconscious or dies
while grappled by the EIf Eater is automatically transferred to its
mouth at the beginning of its next turn. Once inside 1ts maw, the
creature is utterly destroyed by the acidic juices within as if it had
been succcssﬁlily targeted- with a destruction spell.
_ Tentacle Grappling (Ex): Ityak-Ortheel the Elf Eater is a
monstrous creature with forty tentacles flailing out around its
body. It can attack with all of themi in a single round as a full
round action, but only cight tentacles can attack a single target. It
can use its improved grab ability on a Large or smaller creature
as long as it hits the creature with a single tentacle. It must hit
with at least two tentacles to in‘order to use improved grab on a
Huge creature, four tentacles to grab a Gargantuan creature, and
all eight to attempt an inproved grab on a Colossal creature. It
must use this many tentacles to majntain its hold or initiate a
normal grapple as well.

A grappled creature can attempt to break free of the Elf Eater
normally, or it can try to cut its way out of the tentacles. Each
tentacle has 15 hit points and an AC of 23, and if the creature
manages to sever all of the tentacles grappling it, it falls to the
ground (taking 1d6 points of falling damage in the process). Severed
tentacles grow back at the rate of one per round.

If a creature attempts to escape the tentacles normally, it must
contend with the sheer number of grasping limbs. The EIf Eater’s
tentacles grapple as the largest size of creature it could grapple with
the number of tentacles being used. For example, if it is grappling
with a single tentacle it grapples as a Large creature, but if it bas
four tentacles attached it grapples as 2 Gargantuan creature.

Regeneration (Ex): Fire deals normal damage to the EIf Fater.
The creature regrows tentacles at the rate of one per round in
addition to its normal regeneration. It regrows other lost limbs
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(its legs) in 1d6 minutes, although it can reattach a severed leg
instantly by holding it to the stump.

Sense Life (Ex): Although Ityak-Ortheel’s blindsight L.xtcnds
only to 100 feet, it can sense all living beings within a radius of
five miles, and it can instantly differentiate sentience and race
(which allows it to hunt down-the elves whom it hates sb much).

HiSTONrT

The EIf Eater has existed since the dawn of Abeir-Toril’s history,
having been spawned directly from the mingled blood of the orc
god Gruumsh and his hated rival, Corellon Larethian. It was in
the aftermath of their titanic struggle that the creature known as
Ityak-Ortheel came into being, and it immediately fled to a deep
layer of the Abyss, where it hides in solitude to this day. Ityak-
Ortheel has plagued the elves from the time of its creation. The
Beastlord, Malar, summons it to the Material Plane on occasion
to punish the elves, and it never fails to wreak havoc and destruc-
tion wherever it goes. Although it might go hundreds, or even
thousands, of years between trips to the Material Plane (it cannot
go of its own volition, and thus must rely on others to transport
it between planes), it slowly digests the souls of those it eats over
a long period of time, keeping it satisfied and further torturing
those whose lives it has ended.

The creature has not always been under the control of Malar,
however. It once relied on other deities and powerful mortals to
transport it from its home. Now that the Beastlord has begun to
favor it as an instrument of terror, it has begun to visit Faerin at
least once per century, sometimes more often, on rampages that
spell death to many elf communities across the world. The elves
have not taken this lightly, however, and have built a porsa/ on the
isle of Gwynneth in the Moonshae Isles known as Fey-Alamtine.
This portal in the kingdom of Synnoria can be accessed by anyone
holding a platinum “Alamtine” triangle, one of which was given
to each elf community on Faeriin. When the Elf Eater attacked,
whole villages and tribes would retreat to the Moonshaes, and
often on to Evermeet from there. This plan worked for centuries,
until Malar divined the location of their porsel in 1365 DR and
sent Ityak-Ortheel to deal with it once and for all. The creature
rampaged across Gwynneth and destroyed the porza/, the capital city
of Chysalis, and the timeless Palace of Ages before being banished
back to the Abyss.

Ityak-Ortheel has not made an appearance on Faer(n since,
but some believe another rampage is imminent, especially with
the reemergence of the elves on the continent.

Appearance

Ityak-Ortheel is a monstrous creature, standing 30 feet tall on
three trunklike legs. Tts body is a flat, round blob of flesh with an
incredibly hard, domied carapace sitting atop it. On the underside of
the creature is a huge, toothless maw with wet flaps of skin sucking
in and out of the blackness within. A slurping noise can be heard’
coming from the maw at all times as it awaits its next meal of elf
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flesh and bone. This mouth is the color of blood, surrounded by
the tannish-brown flesh of the creature’s body. It can expand to a

-great width in order to accommeodate huge prey, or it can extend

downward into a long, probing snout similar to that of an anteater.
The inside of its mouth is filled with hard plates of cartilage that
canstantly rub together with bone-crushing force, making instant
work of anything the EIf Eater puts inside.
The creature’s body 1s surrounded by forty 100-
foot-lang tentacles that thrash and grapple
any living being that comes within
its awesome reach. These tentacles .
are lined by large suckers that help - =
the creature grab and hold onto its M,f ;
prey before it inserts the unfortunate T8
victim into its horrible maw. The ten-
tacles are fully capable of independent £
action, and the creature can use | O
them to fend off and grapple
multiple creatures on all sides f
of its bady. 1 G
Ityak-Ortheel has no eyes o)

g
= .

or ears but is keenly aware of _
its surroundings, and can sense life \
in all its forms, out to a distance of

five miles. This sense is discerning
as well, allowing the EIf Fater to
track down and destroy as many of
its hated enemies as possible duringa {
rampage. i

ityak-ortheel
INnYOour
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The EIlf Eater has made appearances only at the behest of Malar
in the past few centuries, but that could change at any time. Most
gods want nothing to do with the unbridled destruction that Ityak-
Ortheel represents, and those who do probably do not know where
to find him. Faeran is much safer that way.

A group of Malarites in the Forgotten Forest have come
across one of the Alamtine triangles that their god used to
track down the elven porzal/ the last time he summoned the
EIf Eater to Faeriin. They treat the triangle as a holy relic, not
understanding its true significance (even though it is now power-
less). The Malarites, led 'by a fiendish werewolf named Tagress,
worship the triangle and offer it blood sacrifices at least four
times every moon cycle in order to call forth the EIf Eater to

«destroy the lands of Evereska and the elves who reside there. So

far their.efforts have proven fruitless, but that has not stopped
their plotting against the elves who live in the hills beyond their
home’s eastern frontier. :
This group works feverishly to figure out exactly how the
triangle is related to the summoning of the EIf Eater. They go
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out.of their way to kidnap mages and other loremasters.to torture
information out of them before sacrificing them the relic. The
Malarites diligently perform all of the rites of Malar and attempt
to bring back a double bounty cvery time they hunt. So far nothing
has worked, and Tagress has even considered going outside the tribe
for help. He has amassed a large quantity of treasure that he has
nothing to do with, so the idea of hiring adventurers to track down

other relics or information related to the triangles
seems appealing and expedient.

A \ Tagress: Half-clf werewolf rogue 4/barbar-

‘i"«r'h_/; 3 )'J ., ian 3; CR 8; Medium humanoid
> (elf, shapechanger); HD 4d6+4
B FR plus 3d12+3 plus 2d8+6; hp

553 Init +1; Spd 40 ft; AC
18, touch 11, flatfooted 18;
Base Atk +7; Grp +9; Atk +11
" melee (1d12+4; +1 greataxe), Full
=~ Atk +11/+6 melee (1d12+4,

. +I greataxe), SA rage 1f

* day, sneak attack +2d6; SQ_

low-light vision, trapfinding,
uncanny dodge; AL CE; SV Fort
+8, Ref +9, Will +4; Str 15, Dex 12,
.Con 13, Int 11, Wis 14, Cha 14.
Skills. and Feats: Bluff +3, Climb
+10, Diplomacy +6, Intimidate +11,
Gacher Information +6, Jump +9,
Listen +10, Search +4, Spot +8, Sur-
vival +10, Swim +8; Alertness, Power
Attack, Weapon Focus (greataxe).
Languages: Chondathan, Elven.
Rage (Ex): +4 to Str, +4 to Con,
+2 on Will saves, —2 to AC for up to 6
rounds.

Hybrid Form: As half-elf form except:
Init +3; AC 17, touch 13, flat-footed 14; Grp +11; Atk +12 melee
(1d12+4, +1 greataxe); Full Atk +12/+7 melee (1d12+4, +1 greataxe)
and +6 melee (1d6+1, bite) or +11 melee (1d4+3, 2 claws) and +6
melee (1d6+1, bite); SA curse of lycanthropy, rage 1/day, sneak fov iy
attack +2d6; SQ alternate form, damage reduction 10/silver, low- =
light vision, scent, trapfinding, uncanny dodgg, wolf empathy; SV ' '
Fort +10, Ref +11; Str 17, Dex 16, Con 17.

W olf Form: As hybrid form except: Spd 50 ft.; Atk or Full Atk
+11 melee (1d6+3, bite).

Possessions: +2 leather drmor, +1 greataxe, amulet of natural
armor +2, boots of speed.

r

player characters and
ityak-ortheel

Although Ityak-Ortheel hasn’t been seen on the face of Faeran in
decades, his presence is felt in every elf community from.Evereska
to Evermeet. EIf leaders worry about the creature’s return and plot
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a way to rebuild the Alamtine porfal, or at least emulate its former
success. Ip the meantime, the elves have launched an all-out war

on the followers of Malar, and while some argue that this only

exacerbates the issue, others believe it is the only way fo be frec of
the manster. Of course, the Malarites have not taken. this lightly,
and are waging their own war against elves wherever they can
find them. While most of their plots are not as ambitious as that
of Tagress, this has meant trouble for elf communities from the
High Forest to the North.

BQZIM- gorag
the nrebrmger

Lasge Outsider (Chaotic, Evil, Extraplanar)

Hit Dice: 25d8+225 (339 hp)

Initiative: +7

Speed: 30 ft. (6 squares)

AC: 40 (-1 size, +3 Dex, +6 insight, +22 natural), touch 18, flat-
footed 37

Base Attack/Grapple: +25/+40

Attack: +46 melee (2d8+20/19-20/%3 plus 1d6 fire plus 2d10
flaming burst plus 2d6 unholy, +4 Aaming burst unholy glaive)
or +41 melee (2d8+11, claw)

Full Attack: +46/+41/+36/+31 melee (2d8+20/19-20/%3 plus 1d6
fire plus 2d10 flaming burst plus 2d6 unholy, +4 faming buyst
nnholy glaive) and +36 melee (2d10+5, 2 bites), or +41 melee
(2d8+11, 2 claws) and +36 melec (2d10+3, 2 bites)

SpacefReach: 10 ft./10 f. (15 ft. with glaive)

Special Attacks: Incandescent aura, incinerating strike 3/day,
spell-like abilities

Special Qpalities: All-around vision, change shape, darkvision 60 ft.,
double mind, damage reduction 15/epic and,lawful, fast healing
10, immunity to fire, petrification, and poison, outsider traits,
pernicious fire, resistance to acid 10, cold 10, electricity 10, and
sonic 10, spell resistance 30, summon slaad, telepachy 100 fe.

Saves: Fort +253, Ref +17, Will +18

Abilities: Str 32, Dex 17, Con 28, Int 19, Wis 18, Cha 24

Skills: Balance +23, Bluff +27, Concentration +?.9, Diplomacy +33,
Disguise +19 (+21 to act in character), Gather Information +27,
Hide +24, Intimidate +9, Knowledge (arcana) +24, Knowledge
(the planes) +24, Knowledge (religion) + 24, Listen +29, Move
Silently +23, Search +26, Sense Motive +29, Spellcraft +26,
Spot +29

Peats: Cleave, Great Cleave, Great Fortitude, Improwd Critical

.(glaive), Improved Initiative, Improved Sunder, Leadership,
Power Attack, Weapon Focus (glaive)

Climate/Terrain: The Supreme Throne

Organization: Solitary

Challenge Rating: 21

Treasure: Double standard, plus Large +4 flaming burst unholy
laive and +5 ring of protection

Alignment: Chaotic evil

Advancement: —
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Larger than an ogre, this hulking creature combines the features
of a muscular human and a frog or toad. Its skin is a mottled
rcd—gbld, and two froglike heads sprout from its shoulders, cach
with a gaping maw full of sharp teeth. It carries a huge glaive of
black iron, wreathed in dark flame. :

In the Year of Oaths Forsaken (—626 DR), a cabal of wizards
cast out from Netheril formed an arcane college atop a ruined dwarf
stronghold, Andalbruin, in the foothills of the Forest Hills. They
built a village and a tower to hold their college of magic, which
they called Selskartur, the Tower of the Star. But in the Year of
Rumbling Earth (585 DR), a troll warlord named Harska Thaug
amassed an army of savage humanoids and descended from the
north upon the elves of Rilithar, and the Tower of the Star stood
directly in the troll lord’s path.

In his desperation, the master of the tower, the Ar-Magus Ilvi-
roon, cast a gate spell and summoned the slaad lord Bazim-Gorag
to destroy Harska Thaug’s army. Bazim-Gorag obliged, driving the
troll horde from the valley. But the price the slaad lord demanded
in payment for his services was high, and when Ilviroon balked,
Bazim-Gorag attacked, razing the Tower of the Star and slaying
several of its senior wizards. Ilviroon retahated by Iuring Bazim-
Gorag into a trap and imprisoning him, via a powerful binding
spell cast in cooperation with several of the surviving wizards, in
a chamber beneath the burned-out tower. As part of the binding,
he set the conditions for Bazim-Gorag’s rite of unbinding, but he
told no one the formula.

The following winter, Harska Thaug returned with an even
greater army, and once more the ar-magus was forced to turn
to Bazim-Gorag for aid. But when the slaad lord demurred,
Ilviroon was forced to confront the troll horde alone, and in
the ensuing battle he was slain. With him died the secret rite of
unbinding needed to free Bazim-Gorag from his prison. Harksa
Thaug completed the destruction of the tower that Bazim-
Gorag had begun.

In the centurics since the fall of the tower, numerous adventuring
parties bave explored the upper levels of the citadel, which has come
to be known as the Dungeon of the Ruins, without ever discovering
Bazim-Gorag’s prison. Then, seventeen years ago, a group called
the Company of the Riven Orb unearthed his hidden vault but
were unable to free him from his magical prison. Since that time,
Bazim-Gorag has managed to lure dozens of evil beings into his
service. Calling themselves the Acolytes of the Hidden Flame, they
have been working diligently to discover the rite of unbinding that
will free their lord.

Bazim-Gorag 1s a slaad lord, one of the most powerful slaadi
in existence, tainted by the same malignant forces that transform
gray slaadi into death slaadi. Like the other slaad lords, Bazim-
Gorag is a champion of chaos. He hungers to spread chaos through
unchecked destruction, murder, woe—and fire. Bazim-Gorag creates
conflagrations and wiclds fire with all the malevolent glu of a
mighty red dragon.

Bazim-Gorag has come to hate Faeriin, the realm of his long
imprisonment, with a vitriolic ire that can only be sated with a-
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burning the likes of which the North has never seen—if only he Incandescent Aura (Su): Bazim-Gorag can wreathe his
can be freed to wreak his vengeance, ; body in a flaming aura as a free action. Anyone within 20 feet

of the slaad lord takes 6d6 points of fire damage per round

C ()meT and must make a DC 31 Refiex save or catch fire (see page

\ _ 303 of the Dungeon Master’s Guide). The save DC is
Bazim-Gorag does not attack those who wander into his reach ~ Constitution-based.
if he believes the would-be foes can be turned to the purpose of ' Incinerating Strike (Su): Three times per day,
freeing him from his prison. The slaad lord often uses his change Bazim-Gorag can declare-an incinerating strike
shape ability to approach potential allies in a nonthreatening with a melee attack. If the attack hits, he deals
guise, usually that of a tall, handsome lord with red hair and 100 points of fire damage (Fortitude save DC
bronze armor. He is willing to offer power, wealth, even a promise 31 for half) in addition to his normal melee
of future service to attain his freedom (although damage. Any creature slain by this attack is utterly
consumed in fire, as if subjected to a destruction
spell. The save DC is Constitution-based.

Spell-Like Abilities: At will—animate

obyects, chaos hammer (DC 21), cloak of
chavs, deeper darkness, detect good, detect
latw, detect magic, detect thoughts, fear

(DC 21), fire storm (DC 25), greater

dispelling, invisibility, shatter (DC 19),

telekinesis (DC 22), telepart without

error, wall of fire, word of chaos (DC
24); 3/day—dispel law (DC 22), divina-
tion, hold monster (DC 22), meteor swarm (+27
ranged touch, DC 26), power word stun, true
seeing; 1iday—geas/quest, power word kill,
vision, weird (DC 26). Caster level 20th. ?
All-Round Vision (Ex): Bazim-Garag gains a
+4 racial bonus to Search and Spot checks (already
included in the statistics), and he cannot be
~ flanked.

: Double Mind (Ex): Bazim-Gorag has
two brains and:two personas. One brain
can direct his body while the other

engages in a completely unrelated activity,
such as conversation ar the use of his spell-
like abilities. In combat, Bazim-Gorag gains a
bonus standard action each turn, which can be
used bxlly to perform a mental activity, such as
using a spell-like ability or a skill based on a mental
ability score.

honoring promises is not Bazim-Gorag’s strong
suit). Only when he is certain that intruders
into his lair cannot or will not help him
does he attack. After twenty centuries
of imprisonment, Bazim-Gorag is
mclined to toy with his victims
and draw out a fight simply for
its entertainment value. /!
In a deadly contest, Bazim- [l
Gorag uses his double mind ability =
ta launch repeated fire attacks with
his spell-like ablities, while hacking
his foes to pieces with his physical
attacks, He saves his incinerating
strike for use against an opponent who
has managed to seriously annoy or injure
him. Bazim-Gorag’s natural weapons,
as well as any weapon he wields,
are treated as chaotic-aligned and
evil-aligned for. the purpose of
overcoming damage reduction. He
also receives a +6 insighe bonus on
any attacks (this bonus is factored
into the statistics above). :
Change Shape (Su): Bazim-Gorag can shift
between his natural form and any humanoid
form at will as a standard action. He gains the
size, natural weapons, movernent modes, and

§ ] ; . Bazim-Gorag
extraordinary special attacks of his new form, but

loses those of his original form. He retains all other special attacks Bazim-Gorag is treated as two independent creatures for pur-
and qualities of his original form. Bazim-Gorag retains the ability poses of targeting him with a mind-affecting effect. A spell that
scores, hit points, and saves of his original form. He remains in  affects only one target can affect one of Bazim-Gorag’s minds
one form until he chooses to assume a new one. A change in form but not both. If one of Bazim-Garag’s minds is incapacitated
cannot be dispelled, but he will revert to his natural form if killed. or affected in some way, Bazim-Gorag loses his bonus action.
A true seeing spell reveals his natural form. When he assumes If Bazim-Gorag is subjected to a mind-affecting effect that can
another shape, his magical glaive automatically adjusts in size to affect two or more creatures at once, each of his two minds saves
«suit the new shape. Its base damage adjusts to the new size, but its separately and is affected separately. :
other enhancements remain the same. As long as one of Bazim-Gorag’s minds remains unaffected by
Bazim-Gorag gains 2 +1Q bonus on Disguise checks if he uses a particular effect, the affected wmind gains a new saving throw
this:ability to create a disguise. However, when he speaks, his voice each round. to shake off the effect. If both minds are affected
often changes in pitch as his two heads (one hidden by-magicl but . by the same effect, Bazim-Gorag is affected normally.

there notietheless) finish each others’ sentences.
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Pernicious Fire (Su): Bazim-Gorag’s spell-like abilities with the
fire descriptor arc empowered, and thus deal $0% more damage
than would normally be indicated.

Summon Slaad (Sp): This ability is currently unavailable to
Bazim-Gorag in his binding,. If free, Bazim-Gorag can automatically
summon 1 death slaad or 1d4+1 blue slaad once per day.

Telepathy (Su): Bazim-Gorag can communicate telepathically
with any creature within 100 feet that has a language.

BAZIM-GOrag’s LAIr

Deep below the Dungeon of the Ruins lies the prison where Bazim-
Gorag has waited out the centuries. It consists of two chambers
connected by a portal.

The entrance to the first chamber is marked by an archway
of red stongs scribed with lawful runes. Bazim-Gorag cannot pass
through it by any means, and his spells and powers cannot affect
anyone standing beyond it. Within this chamber, he holds audience
with his Acolytes, who often bring him captives with which to
amuse himself, usually by tossing them into the lava pool at the
room’s center.

The second chamber can be accessed only via the portal, and
consists of a double hall, ‘each with its own row of columns and
lava pit, with a third lava pit between the two.. Bazim-Gorag can
temporarily block this portal (5 rounds) to prevent others from
following close on his heels if he needs to retreat. This chamber is
Bazim-Gorag’s private s:m.ctum, where he keeps his rather consider-
able treasure including the scepter of the ar-magus.

Enemies

Bazim-Gorag’s ancient enemies have been dead for many
centuries. As yet, the actions of the Acolyfes of the Hidden
Flame have not attracted the actention of powerful rivals that
could threaten their plans. Their evil is small and localized. The
greatest threat to Bazim-Gorag might actually come from others
of his kind. The slaad lords Ssendam and Ygor! tolerate Bazim-
Gorag’s destructive nature as long as Bazim-Gorag refrains
from overtly challenging their rule over the race. Bazim-Gorag
naturally schemes to advance the power of the death slaadi
over the rest of their kind. Doubtless Bazim-Gorag would have
been lured into a fatal confrontation against his more power-
ful fellows long ago—but for the better part of two thousand
years, he has been imprisoned in a mighty binding beneath the
Dungeon of the Ruins.

Recruifment

Bazim-Gorag’s followers are always on the loockout for new
recruits, especially for spellcasters who could help them complete
the rite of unbinding. Bazim-Gorag himself might attempt to
recruit any adventurers who wander into his lair if he thinks
they could be of service to him and they are capable of assisting
in his release. He might even offer the treasure located in his
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chamber as payment to anyone who can release him from his
prison—of course, the treasure has also been promised to'many
of his current followers.

Anyone approaching the cult with a professed interest in
joining it is taken to one of its leaders, Flame Lord Moskogg, to
be questioned thoroughly by both magjcal and mundane means.
Those who pass this initial test and might be of use in releasing’
Bazim-Gorag are then passed on to Flame Lord Durzhal before
finally being brought before the Firebringer himself.

The AC.()llIJT(iS of the
Hidden flame

Bazim:=Gorag has gathered a cult of nearly fifty evil followers who
have dedicated themselves to frecing him from his magical prison.
Some are drawn by his promises of reward, both in treasure and
power, while others are simply attracted by the prospect of chaos
and destruction that his freedom would release upon the North.
Some even hope to one day bend Bazim-Gorag to their own will
and use him to further their own goals.

The group consists of human brigands who act as foot soliders
and guards; several monsters, including 2 trio of formorian giants;
and several slaadi of various types. The leaders are spellcasters,
fiends, or powerful outsiders. Three of the highest-ranking lead-
ers are Flame Lord Moskogg, Flame Lord Durzhul, and High
Conflagration Jendar Tholm.

Flame Lord Maskogg (CE male half-fiend/half-minotaur cleric
9 of Kossuth): Moskogg oversees the group’s raiding and recruiting
efforts and functions as the commander of the lower-level guards
and warriors; he answers only to High Conflagration Jendar Tholm.
Moskogg lives in the barracks house near the Dungeon of the
Ruins and is usually attended by a young human female named
Dregadzel {Female Gray Slaad in human form), who serves as his
secretary and licutenant. She also participates in the questioning
of new recruits, especially human males.

Flame Lord Durzhul (CE. male durzagon™ wizard 13): Dur-
zhul is the chief arcane spellcaster of the Acolytes of the Hidden
Flame, and the,architect of the efforts to free Bazim-Gorag. It was
he who discovered the particulars of the rite of unbinding. Arcane
spellcasters secking to join the cult are eventually brought to him
for questioning. He spends most of his time in an area of the
Dungeon of the Runs called the alchemist’s croft, busily researching
the details of Bazim-Gorag’s prison. He is always attended by two
red slaadi bodyguards.

High Conflagration Jendar Tholm (CE advanced death
slaad): Jendar is the leader of the Acolytes of the Hidden Flame.
As the leader, he coordinates the activities of his lieutenants to
make certain they support one another in the ultimate goal of
freeing Bazim-Gorag. He is the laison between Bazim-Gorag
and his followers, as well as the paymaster, keeping a tight
control over the group’s funds. His residence is deep within the
Dungeon of the Ruins, and he is always attended by a 6th-level
troll barbarian..
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tThe rite of Unbindingr

Ar-Magus Ilviroon gave his binding spell additional strength by
specifying a-rite of unbinding—a set of conditions that must be
met to set Bazim-Gorag free. The specifics of the rite—including
its arcane phrases and invocations—were lost when Tlviroon died,
but might be rediscovered via-Zegend Jore or similar magic. The
requisite conditions for the completion of the rite are as follows:

Three wizards—one chaotic, one neutral, and one lawful—must
perform the rite.

The rite must be performed in an area uncovered by the Com-
pany of the Riven-Orb called the Chamber of Binding, which lies
deep beneath the Dungeon of the Ruins.

Each participant in turn must recite a specific set of arcane
phrases and invocations in Loross, the ancient language of High
Netheril.

One of the three wizards must hold the scepter of the ar-magus,
currently located in Bazim-Gorag’s lair. The scepter i8 a +1 Jight mace
that also functions as a variant of a brasch of shielding (absorbing 20
points of magic missile damage per day). Three times per day, it can
also be used to cast a minor globe of invulnerability, and twice per day
it can fire a prismatic ray. Any magic item with identical properties
can be used in its place, if it happens to be destroyed or lost.

All three wizards must cast dismissa/ at the end of the rite.

malkizid,
the Branded King

Large Outsider (Baatezu, Evil, Extraplanar, Lawful)

Hit Dice: 33d8+363 (11 hp)

Initiative: +9

Speed: 40 ft. (8 squares), fly 120 ft. (good)

AC: 48 (-1 size, +5 Dex, +7 mithril shirt, +6 insight, +21 natural)
touch 20, flat-footed 43

Base Attack/Grapple: +33/+47

Attack: +4% melee (2d8+12/17-20 plus 2d6 unholy, +2 silver unholy
bastard sward) or +42 melee (2d6+10, tail) -

Pull Attack: +71/+46/+41/+36 melee (2d8+12/17-20 plus 2d6 unholy,
+2 sitver unholy bastard sword) and +43 melee (2d6+5, claw), or
+48 melee (2d6+10, tail) and +47 melee (1d8+5, 2 claws)

Space/Reach: 10 ft./10 ft. :

Special Attacks: Brand, fear aura, prismatic disruption, spell-like
abilities, spells

Special Qualities: Baatezu traits, damage reduction 15/good and
silver, immune to fire, immunity to poison, regeneration 8,
resistance to acid 10 and cold 10, spell resistance 38

Saves: Fort +29, Ref +23, Will +27

Abilities: Str 30, Dex 21, Con 32, Int 31, Wis 28, Cha 31

Skills: Balance +23, Bluff +46, Concentration +47, Diplomacy +46,
Gather Information +46, Hide +37, Intimidate +46, K nowledge
(arcana) +46, Knowledge (history) +46, Knowledge (nature)
+28; Knowledge (the planes) +46, Knowledge (religion) +46,
Listen +47, Move Silently +41, Search +46, Sense Motive +45,
Spellcraft +46, Spot +45, Survival +27, Tumble +23

Feats: Cleave, Combat Expertise, Combat Reflexes, Dodge, Flyby
Attack, Improved Critical (bastard sword), Improved Disarm,
Improved Initiative, Leadership, Multiattack, Power Attack,
Weapon Focus (bastard sword)

Climate/Terrain: The Barrens of Doom and Despair

Organization: Solitary

Challenge Rating: 27

Treasure: Quadruple standard, plus +3 mithril shire and +2 sifver
unholy bastard sword

Alignment: Lawful evil

Advancement: —

This mighty fiend stands nearly 10 feet tall. Its skin is marble-
white, and it has two huge wings that shed shabby-looking gray
Seathers. lts hands and feet are gray with scaly, birdlike talons; a
long, serpentine tail writhes behind it. Small black boyus curl from
the sides of its head, and a long mane of disheveled hair cascades
down its back. The creature’s bumalmid—xb(z-ped Sace would’ be
noble and handsome, but the eyes are cald black pits, and a large,
complex sigil or mark has been branded across its face. The raw
brand weeps trickles of foul blood.

Lord of the fiends‘of Myth Drannor and an outcast archduke of
Hell, Malkizid was once a solar who staod high n the service of
the Seldarine. Long ago he was seduced into betraying Corellon
Larethian by Araushnee (the goddess who became Lolth, Queen of

~ Spiders) and fell. When Araushnee’s rebellion failed, Malkizid was
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branded for his treachery and cast down into the Hells. He arose
as a devil prince, and quickly carved out his own kingom.

However, Malkizid earned the disfavor of Asmodeus thousands
of years ago and was exiled from the Nine Hells, along with a small
host of devils who followed him. The Branded King settled for
building his infernal realm in the nameless pits of the yugoloths,
Malkizid is therefore both a yugoloth lord and an archdevil in
exile, and his servants include the devils who followed him into
exile as well as the yugoloths of the pits.

Malkizid is a clever, hateful, and patient devil of surpass-
g power. He absolutely despises Lolth and her drow, blaming
Araushnee for his fall from grace. Likewise, he hates and fears
Corellon, since he feels that Corellon might have shown him mercy,
but instead cast him down from Arvandor into the Hells. Since
Lolth and Corellon Larethian are both above his reach, Malkizid
exercises his enmity against their mortal followers—the surface
elves and the drow.

Over thousands of years, Malkizid has played a subtle role in
many of the troubles of the elves. He was a secret patron of the
Vyshaanti overlords of Aryvandaar, teaching them many secrets
of powerful magic and encouraging their aggression against the
other elven realms of the First Flowering. Later, he sought to
ensnare the sun-elf realm of Siluvanede mn his plots. Malkizid’s
greatest success came in The Weeping War of 711-714 DR, when
three of his.servants—powerful nycaloths he dispatched to Faeriin
long before—brought about the destruction of Myth Drannor.
Malkizid returned to Faerin in 1355 DR, positioning himself as
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the hidden lord of the devils of Myth Drannor while pursuing his
dark schemes.

combat

Malkizid was formerly a solar of unusual power, and he retains
many of the abilitics and characteristics of his original form. He
15 an awesome foe, capable of besting all but the most powerful
archdevils or demon princes in personal combat, but-Malkizid’s
favorite weapons are honeyed words and seductive promises. He
delights in using gifts of power to ensnare those whom he wishes to
defeat, leading his enemies down the paths of their own destruction.
He resorts to open battle only when directly threatened by a foe
who refuses to be caught m his snares.

Malkizid’s natural weapons, as well as any weapon he wields,
are treated as lawful-aligned and evil-aligned for the purpose of
overcoming damage reduction. He also receives a +6 insight bonus
on any attacks (this bonus is factored into the statistics above).

Baatezu Traits: Malkizid can communicate telepathically wich
any creature within 100 feet that has a language. In addition, he
can sec perfectly in darkness of any kind, even that created by a
deeper darkness spell.

Brand (Su): Malkizid’s face is marked by a horrible, weeping
brand. Any creature within 30 feet that meets Malkizid’s gaze is

. paralyzed for 1 hour and takes 2d6 points of Wisdom damage (Will

DC 36 negates the paralysis and reduces the Wisdom damage to
1 point). Baatezu and yugoloths are affected only if Malkizid uses
his brand as a gaze attack. The save DC is Charisma-based.

~ Fear Aura (Su): As a free action, Malkizid can create an aura
of fear in a 20-foot radius. It otherwise functions as a fear spell
(caster level 15th, save DC 36). If the save is successful, that
creature cannot be affected again by the aura for 24 hours, Baatezu
and yugoloths are immune to the aura, ;

Prismatic Disruption (Sp): Three times per day, Malkizid can
create a prismatic disruption that affects all creatures within 30 feet
currently under the effect of a spell or spell-like ability. Malkizid
makes a dispel check against each spell or effect on each creature
i the area as if casting greater dispelling; Malkizid’s dispel check
modifier is +24 for these checks, and includes a racial +4 bonus.
Creatures using magic items that grant constant bonuses are not
affected, but magic items that replicate or grant spell effects and
are actively doing so when Malkizid uses this ability are subject to
the disruption.

For each spell-or effect that is dispelled, one randomly deter-
mined ray of a prismatic spray spell strikes the target creature
(save DC 29). The save DC is Charisma-based. This ability 1s the
equivalent of a 9th-level spell.

Regeneration (Ex): Malkizid takes normal damage from
good-aligned silver weapons, and spells or effects with the good
descriptor.

Spell-Like Abilities: At will—aid, animate objects, bestow curse
(DC 23), contagion (DC 24), continnal flame, dimensional anchor
(+37 ranged touch), greater dispel magic, unholy blight (DC 24),
imprisonment (DC 29), invisibility (self only), lesser restoration,
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polymorph (self only), power word stun, vesist energy, summon
monster V11, teleport (self plus 5O pounds of objects only), waves of
Satigne; 3{day-—>blade barriey (DC 26), earthquake (DC 27), heal,
mass charm monster (DC 28), permanency, resurrection, waves of
exhaustion; 1jday—greater restoration, power word blind, power
word kill, prismatic spray (DG 27), wish. Caster level 25th.

Spells: Malkizid casts divine spells as a 20th-level cleric with
access to the domains of Destruction and Evil. While Malkizid
no longer serves a deity, he is a servant of the universal forces of
evil and woe.

Typical Clevic Spells Prepared (mst'cr level 20th): O—detect
magic (3), light, mending, read magic; 1st—comprebend languages,
deathwatch®, divine favor (2), doom (DC 20), obscuring mist,
protection from good™, protection from chaos, shield of faith;
Wd—align weapon (2), bulls strength, darkness, desecrate™®,
bold person (DC 21), undetectable alignment, zone of truth;
rd—animate dead”, create food and water, deeper darkness,
invisibility purge, locate object, magic circle against good™", speak
with dead, wind wall; 4th—cure critical wounds, death ward,
dismissal (DC 23), giant vermin, inflict critical wounds®, send-
ing, spell immunity, summon monster IV Sth—dispel good (+42
melee touch, DC 24), greater command (DC 24), mass inflict
light wounds® (DC 24), plane shift, scrying, slay living (+42 melee
touch, DC 24), true seeing, wall of stone; 6th—banishment (2)
(DC 25), create undead™", geas/quest, mass cure moderate wounds,
symbol of fear (DC 25 ); Tth—blasphemy™ (DC 26), destruction
(DC 26), disintegrate® (+37 ranged touch, DC 26), greater scrying,

mass cure sevious wounds, repulsion (DC 26); 8th—antimagic

field, discern location, fire storm (DC 27), shield of law, summon

monster VI, unboly aura®v; 9th energy drain (+37 ranged
touch), gare, implosion® (DC 28), mrass heal, soul bind (DC 28),
summaon monster 1.X.

D: Domain spell. Domains: Destruction (smite good 1/day,
+4 on attack, extra 20 damage); Evil (cast evil spells [*] at +1
caster level).

Mmalkizid’s schemes

One can never be sure where and how Malkizid is attempting to
influence elven affairs. A number of scholars have speculated on a
link between their ancient foe and the drow invasion of Corman-
thor, though few would suggest that an actual alliance exists between
the archdevil and Jezz the Lame, or any of the other drow. More
likely, Malkizid sceks to create divisions within the drow ranks by
encouraging independent thought, while at the same time promot-
ng conflict between the surface drow and the elves.

It is also possible that Malkizid has been sponsoring elements
within the Eldreth Veluuthra and encouraging their wars against
humanity. The organization has seen a recent influx of new magical,
logistical, and monetary support, the source of which remains a
mystery. If the Vel’Nikeryma (the ruling council of the Eldreth
Veluuthra) ever suspected the interference of Malkizid in their
affairs, they would surely seek to purge any evil extraplanar influ-
ence from their ranks.
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Because he views them as the perfect corruption of the
elven ideal, Malkizid has been secking an alliance with the

.daemonfey. Though he has managed to recruit a few individuals,
the dacmon.fey are reluctant to subject themselves to such a
powerful creature as Malkizid. Today, he might prove a valuable
ally—but tomorrow he would surely declare himself overlord
of all daemonfey. Nevertheless, Malkizid is patient and feels
that, sooner or later, the daemonfey will come to realize the
advantages of his rulership.

Recruirment

Malkizid carefully recruits disgruntled members of the elf race.
His spies exist within nearly every elven realm above and below
the ground, as well as in Toril’s seas. His trusted licutenants spy
and pass information back to their lord, distribute aid to allied
organizations, and subvert any efforts toward elveq unity. They
also recruit or corrupt powerful elves and sow the seeds of
dissention wherever practicable. The following are two agents
that characters might encounter,

] Niss'nley (LE female half sun elf/half yugoloth fighter 5):
' Niss'nley is more than just a paid agent. She’s a member of
the family, so to speak. Her father was Tremmior, a powerful
yugoloth in Malkizid’s service. He bedded a captive thrall
elf in his lord’s dungeon and set his vile seed to growing inside
her. When the fiendish child erupted from its mother, Tremmor

named his daughter after the sound of her dead mother’s organs
spilling across the scalding hot stones of his bedchamber floor.
Niss'nley grew from a cruel hellion to an enchantingly beauti-
ful fiend at the feet of Malkizid, learning evil from one of its
| most accomplished masters. In time, her lord developed a brief

-
Hllustration by Raven Mimura

'l infatuation with her. Her father, Tremmor, dared to. protest
and was slaughtered for his impertinence, Niss’nley watched
her father’s murder with delight, but Malkizid soon grew weary

of her overeager attentions. No amount of evil could completely
eradicate her underlying elf nature. But rather than kill her, he
sent her to recruit among the daemonfey, promising that if she
should succeed, she would prove herself a worthy object of his
lust once more. Niss'nley gladly took on this mission, and has
been seducing and murdering her way through the dacmonfey
leadership ever since. :
| Dheembleth (CE male draegloth rogue 7/assassin 2): When
F- Lolth turned her back on his matron mother for some long-
forgotten offense, Dheembléth survived a disastrous war in

which his, patron finlily was wiped out, narrowly escaping

-l

;_ the drow hunting parties sent to destroy him. After a
century of wandering the Underdark, he was captured by

t Malkizid’s minions. Malkizid delighted in completing the

, rcorruption of this former chosen of Lolth and making him one

of his own. Now, Dheembleth 1s one of Malkizid’s most trusted

-
A assassins and agents. Scouting the fringes of draw society, he keeps
: tabs on several enclaves, striking silently and swiftly when the
-~ opportunity arises, slaying female clerics and capturing powerful
i males to take back to his lord.
-
b7 ®
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