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» A tense moment passed. And then, like fools, they relaxed. The
Int rO du Ct] On dwarf uttered something. The intruders laughed, their vigilance

To survive in the wilds of the Underdark, one must not delay when ~ dropping.

the Spider Queen bestows her gifts. For with even the slightest hesi- Vorn'’s commander made a sharp movement with his hands
tation, the briefest moment of doubt, the Flesh-Carver will snatch accompanied by a quick lift of his shoulders. The signal. The time
back her blessing, depriving her chosen of the wonders of her favor. was now.

This was a fact not lost on Vorn. Globes of darkness quenched the light. Ghostly flames of flickering

He spent an entire century of his life looking for such chances, waiting ~ veds and violets limned the forms of the surface dwellers. Crosshow
for the moment that would propel him toward his destiny, to advance his ~ bolts, laden with potent toxins, slashed through the aiv, and the cries
status and free him from the drudgery of being a lowly common soldier. of pain revealed the accuracy of the drow archers. Vorn aimed his
Thus far, Lolth had been silent—to him at least. He hand crossbow, when he realized that his chance, his one opportu-
had watched others rise to take their place as fangs nity, stood before him.
or consorts, while he languished as a foot His commander
soldier, little better than a thug. had his back to

Now, of course, was not the time him, watching

for such idle thoughts, but the combat unfold.
it was hard to vein in the / Always caveless, this
mind after spending eight 7 commander.

hours crouched in a dank To survive in the
cavern. He and a dozen - 7 L ~A ' Undevrdark, one must not
other dvow soldiers hid Ve 7 o ) ¥y delay.... Vorn fired the bolt, know-
in positions throughout a e " - ing that the poison would make

short work of the officer. With one
smooth motion, he crossed the
gap, pulling his sword from its
sheath, to finish the job.
Such are the ways of
the drow.

large gallery in the depths
of the shadows, behind
draperies and stalagmites,
waiting and watching for
the first sign of their prey.

And then it came. Light
shone forth from the mouth
of the cavern, piercing the
perfect blackness and plung-
ing Vorn’s vision into swollen,
shifting spots. Vorn had known
it would happen, had tried to ready
himself, but he was not prepared for its inten-
sity. He shook his head, rubbing the palms
of his hands into his eyes to clear his sight,
but even when the blindness abated he
found it hard to focus. Through the
painful glow, he looked for his
commander, waiting for the
gesture to attack. Soon. It
would be very soon.

The intruders fear was
obvious, naked on their pale
faces. They weve of all shapes
and sizes: a dwarf, some small
figure that resembled a hal-
fling, what Vorn guessed
was a human, and an elf
maiden. The interlop-
ers fanned out from the
entrance, their weapons
drawn, casting about for
the signs of the enemies
they had to suspect were
near.

Bards sing of bold
heroes who brave the
depths of the earth, who plun-

der the vaults of ancient

peoples, exploring and map-
ping the endless passages
and corridors that hon-
eycomb the Underdark.

Although much of this light-
less world is empty and devoid

oflife, it contains terrifying mon-
sters, sprawling alien civilizations,
swathes of molds, oozes, slimes, and

countless other hazards.
But no threat the Under-
dark conjures compares
to the drow. Their name
is a curse, their pres-
ence a cancer. They are
the despised, the exiled,
the shunned—and yet
they are powerful, and
conquer nearly all who
come before them. They
are the dark elves, cursed
by Corellon Larethian,
condemned to spend their
days languishing in their own
corruption.



USING THIS BOOK

Drow of the Underdark is the definitive resource for dark elves
in the Dunceons & Dracons® roleplaying game. Within
these pages, you will find exhaustive detail on their culture
and society, rules and options for building drow characters,
new equipment including a broad selection of drow-themed
magic items, new monsters, and a fully detailed drow city just
waiting to be explored.

Just as Draconomicon presented extensive information on
dragons and the Fiendish Codex supplements described demons
and devils, Drow of the Underdark does the same with the drow,
offering Dungeon Masters the tools to create memorable
encounters with one of the game’s most popular adversaries.
But it also gives players the knowledge and tools to effectively
fight this menacing race.

The material presented in Drow of the Underdark is spread
throughout seven chapters, with their contents summarized
here.

Chapter 1: All About the Drow. This chapter presents an
unflinching look at the society of dark elves, exploring their
history and myths, traditions and culture.

Chapter 2: Drow Options. Moving away from thematic
descriptions, this chapter offers several new uses for skills,
new feats, alternative class features, and spells to reflect the
disturbing techniques employed by the drow.

Chapter 3: Prestige Classes. This chapter presents a selec-
tion of eight prestige classes that demonstrate the various
interests of these evil elves.

Chapter 4: Equipment. This chapter offers a survey of
useful tools: new alchemical items and poisons, new magic
weapon and armor properties, and new rods and wondrous
items.

SWIFT AND IMMEDIATE ACTIONS

Miniatures Handbook introduced the concept of a new action
type: the swift action. Likewise, Expanded Psionics Handbook
introduced another new action type: the immediate action.
Some of the class features, feats, and spells described in Drow
of the Underdark use these concepts. A description of how they
work follows.

Swift Actions: A swift action consumes a very small amount
of time, but represents a larger expenditure of effort and energy
than a free action. You can perform one swift action per turn
without affecting your ability to perform other actions. In that
regard, a swift action is like a free action. However, you can
perform only a single swift action per turn, regardless of what
other actions you take.

You can take a swift action any time you would normally
be allowed to take a free action. Since swift actions usually
involve magic or psionics, or the activation of magic or psionic
items, many characters (especially those who don’t use magic
or psionics) will never have the opportunity to take a swift
action.

Casting a quickened spell, or manifesting a quickened psionic
power, is a swift action. In addition, casting any spell or mani-

Chapter 5: New Monsters. From the spiders they breed,
to the brutes they enslave, to the wretched forms of those
who have displeased the Spider Queen, this chapter presents
a detailed look at the kind of servants the drow employ and
the allies they make.

Chapter 6: Campaigns and Adventures. This chapter
offers guidance and tools for using drow in adventures, as well
as techniques for designing campaigns with a drow focus.

Chapter 7: Erelhei-Cinlu. The final chapter examines
one of the most infamous cities of the Underdark: Erelhei-
Cinlu, located in the subterranean cavern known as the Vault
of the Drow.

ADVICE FOR DMS

Drow of the Underdark is designed with the Dungeon Master
in mind. This book helps you create exciting and memorable
encounters featuring drow antagonists, and to construct entire
adventures or even campaigns with strong drow themes.

The cultural and setting information is of particular
use, since it reveal important details about the drow—how
they think, what they do, why they do it, and so forth. More
important, it portrays the Spider Queen as an active force for
evil, and her priestesses as a terrible threat to the world. This
book positively brims with adventure possibilities—sparks
of inspiration that will provide all you need to tell your own
tales of the Underdark.

The supporting mechanics are designed for drow characters.
The skill options, feats, alternative class features, and prestige
classes give you the tools to surprise your players with unex-
pected strategies and tactics.

festing any power with a casting time or manifesting time of
1 swift action is a swift action. Casting a spell or manifesting a
power with a casting time or manifesting time of 1 swift action
does not provoke attacks of opportunity.

Immediate Actions: Much like a swift action, an immediate
action consumes a very small amount of time, but represents a
larger expenditure of effort and energy than a free action. Unlike
a swift action, an immediate action can be performed ay any
time—even if it’s not your turn.

Using an immediate action on your turn is the same as using a
swift action, and counts as your swift action for that turn. If you
do use an immediate action in this way, you cannot use another
immediate action until your next turn (effectively, using an im-
mediate action before your turn is equivalent to using your swift
action for the coming turn). You also cannot use an immediate
action if you are currently flat-footed.

Under these rules, casting a feather fall spell is an immediate
action (not a free action, as stated in the spell description in
the Player’s Handbook).

Magic Items and Potions: Activating a spell completion item,
activating a spell trigger item, or drinking a potion is a standard
action, even if the spell with which the scroll, potion, or item is
made can be cast as a swift action.



FOR PLAYERS

The drow might be an evil race—and one that is permanently
at odds with other races—but many players are nonetheless
attracted to playing drow characters. Drow of the Underdark
discusses the underpinnings of drow societies and beliefs,
their Lolth-dominated religion, and an example of an arche-
typal drow city—all of which is vital information to players
of drow characters. This material enables a player to flesh out
his character’s history, as well as providing guidance for con-
ceptualizing personalities, goals, and mannerisms.

For players of other races, Drow of the Underdark can be
equally effective as a reference for enemies of the drow.
The study of drow society included in this book not only
tells you how the drow operate, but why they do what they
do—and the best way to defeat a foe is to understand that
foe’s motivations.

New uses for skills, guidelines for creating new poisons and
magical poisons, an expanded description of Drow Sign Lan-
guage, and rules for training vermin all support the cultural
considerations. Over 50 new feats help define the fighting
techniques of this unusual race: Several new style feats are
included, as well as a number of general and metamagic feats
that improve drow racial talents but are equally useful for
characters of any race.

As with any new game element, you should always consult
your DM before you start using this material. The viability
of these gameplay options depends on the role the drow will
play in your DMs campaign, and by discussing your choices
ahead of time, you give your DM the chance to help fit the
character into her game.

—WHAT YOU NEED TO PLAY

To use this book, you will need the three D&D core rule-
books—the Player’s Handbook (PH), Dungeon Master’s Guide
(DMG), and Monster Manual (MM). Though no other books
are strictly necessary, a few will undoubtedly enhance your
enjoyment of this product. Underdark is an excellent resource
for exploration of the subterranean world, offering additional
mechanics that complement those found in this book. Spell
Compendium includes domains and spells used by various
NPCs presented in this book, and Book of Vile Darkness offers
additional rules suitable for this evil race.

Throughout this book, superscript abbreviations are often
used to denote game elements and other materials that appear
in certain supplements. Those supplements and their abbre-
viations are as follows: Book of Vile Darkness (BoVD), Complete
Adventurer (CAd), Complete Arcane (CAr), Complete Divine
(CD), Complete Psionic (CP), Complete Scoundrel (CS), Complete
Warrior (CW), Dungeon Master's Guide 11 (DMG2), Expanded
Psionics Handbook (EPH), Fiend Folio (FF), Fiendish Codex I
(FC1), ForcorTeN ReaLMs Campaign Setting (FR), Lovds of Dark-
ness (LD), Lovds of Madness (LoM), Miniatures Handbook (MH),
Monster Manual IT (MM2), Monster Manual IV (MM4), Planar
Handbook (Pla), Player's Handbook 1T (PH2), Spell Compendium
(SC), and Underdark (Und).

1llus. by R. Sardinha

Welcome to the Underdark . . .
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he drow are a paradox among the races of the Dux-

GEONS & DrAGONS game. They are elves, but dark and

cruel. They are infamous, known far and wide by

players and characters alike, yet they are mysterious

and subtle beings. Because everyone knows of the
drow, they assume they understand the drow.

They could not be more wrong.

For all their infamy, for all their prominence as the most
insidious of D&D villains, the drow remain largely unknown.
Those who would claim to understand them and their ways
have been misled by the foolish myths and deliberate pro-
paganda of surface elves, by incomplete tales brought back
by delving adventurers, or by cultural treatises specific to a
particular world or setting, but not to the drow nation as a
whole. Come, now, and see for the first time who the drow
are, how they truly live—and why the surface-dwellers, grown
complacent in their false and incomplete knowledge, would
do well to fear them once more.

A DAY IN THE LIFE

The great stone bells chime from atop the enormous temple of
the Spider Queen, signaling the start of yet another rite. Drawn
from her trance by the reverberating sound, Velthura Vae
stretches once, luxuriating in the feel of the spidersilk sheets.
Then she rises, padding barefoot to her “window”—actually
a crystalline mirror, enchanted to provide her a clear view of
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Yvoth-Lened’s market without allowing prying eyes to spy
upon her in return. Her lip curls in disdain as she gazes upon
the bustle of the darkened stteets below, the echoing sounds
of shopkeepers and slave traders both cheating and being
cheated by their clients. It is a scene of controlled chaos,
and it disgusts her even as it calls her to rule it with blooded
teeth and an iron fist. They are flies, she muses, not for the
first time. They ave flies, when they should be spiders.

She turns away, to face instead the shrine carved into
the far wall. With lifelike precision—and possibly life-
like color, though she has never allowed any light within
the room to make sure—a stone image of a great spider
returns her gaze, its front legs extended from the wall,
its face that of a beautiful drow. She kneels before the
icon of Lolth, the stone floor cold and painful on her
bare knees. Head bowed, she raises her hands, inter-
twining her fingers with the spider’s legs. “Queen of
Spiders, Weaver of Webs,” she intones in a rite she has
performed every morning, without fail, for more years
than a human lifetime. “I offer to you all my efforts
and all my triumphs of the day to come.” She does
not ask for Lolth’s blessing, or the goddess's aid; she
knows better.

Her chamber door opens, revealing a bevy of servants
led by Ashirza, her personal maid. She has no need to
summon them; they all know the time their mistress #l*
rises, and they know too the penalties for tardiness.

-
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With the door guarded by loyal bugbear sentinel-slaves
and several male drow servants making the bed, she allows
her maid to approach. At this very moment, she is at her most
vulnerable, for she turns her attention inward, suppressing
her body's innate resistance to the outside energies that other
races call “magic.” She and the rest of the drow know better:
She understands that those mystical energies are just another
element of the gods’ will in the world of mortals. Watching
from the corner of her eye, alert for any sign of betrayal, she
shivers once as Ashirza’s cantrips ripple across her skin, cleans-
ing her of nighttime sweat and dirt, untangling her ivory-white
hair. She nods once, satisfied with the result, and raises her
arms for her servants to clothe her in the black leathers and
gossamer silks of her rank and station.

She swiftly descends the many stairs of her tall and narrow
home, finding a table already laid out with a breakfast of mush-
rooms and lizard eggs. Under the respectful and nervous gaze
of the cook, she whispers a brief spell in Lolth’s name. The
drow are connoisseurs of poison, and though they rarely use
poison against one another—precisely because such efforts
are often anticipated—one can never afford to become com-
placent. That was, after all, how she earned her current station,
and her current home, from their former owner.

The food proves poison-free, and the cook retreats in relief.
He knows full well that had the food been tainted, or simply
not to his mistress’s pleasure, being flayed alive would be the
best he might hope for.

Normally she would sit back and relax, eating slowly and
indulging in the excellent fare, but today promises to be full
indeed. She eats swiftly, snatches up a decanter of lichen wine
to sip throughout the day, and departs.

Her first errand is to the bustling bazaar at the center of the
city, with the temple of Lolth looming above. On any other day,
her servants would handle such menial tasks for her, keeping
the larder stocked. Tomorrow, however, she hosts the elders
of her house, traveled all the way from Erelhei-Cinlu, and
that is far too vital a gathering to leave in the hands of mere
servants. She must go herself, select only the freshest fungi,
the choicest cuts of rothé, and—of course—the spider-meats
for the ceremonial joining of the meal.

She pushes her way through the crowded market, her maid
and bugbear guards in tow. Most of the drow recognize her
status, by her garb and posture if not her face, and clear a path.
The members of other races, slaves of the drow, or the rare
foreign traders are less cooperative. She and her entourage
literally run down a kobold slave who fails to step aside swiftly
enough, and once she is forced to order her guards to subdue
a hobgoblin who refuses to yield the way. Irritated by these
interruptions, she flows through the market like a wind, sip-
ping from her lichen wine, pointing out this item or that to be
delivered back to her home or carried by her servants.

The attack, when it comes, is almost too simplistic to be
believed. A ragged drow with filthy hair lunges from the
crowd, fist clenched tight around a wicked dagger. With con-
temptuous ease, she swats aside the attack and utters a spell.
The air thunders and the drow falls writhing to the ground,
blood spilling from his ears, his innate resistance crumpled
like paper before her power.

She waves off her bodyguards, reminding herself to have
them maimed for their failure to act, and kneels beside the
would-be assassin. She wonders briefly which of her many
enemies could have sent him. That they would try to kill her
is no surprise, but that any would do so in such a pathetic
manner is shocking. No chance to question him now, for her
spell has deafened him. She decides to have him sent back to
her home, where he can be interrogated at leisure. She rises,
and continues through a crowd that has not reacted at all to
the sudden violence in its midst.

The incident, feeble as it was, has thrown off her schedule.
Angrily threatening—and even, once or twice, whipping—
shopkeepers who move too slowly, she rushes through the
remainder of her purchases. By the time she reaches the
Ampbhitheater, the opening ceremonies have already concluded
with the sacrifice of a captured surface elf upon the altar of
Lolth. As the first of the games begins—giant lizard races,
on which she herself has two hefty wagers—she slips into a
private booth, leaving Ashirza and her bodyguards outside.

“You are late,” the room’s other occupant remarks, reclining
on a silk-covered divan.

She swallows her bile and hatred of the other female. “I
am here now, Reverend Mother Dultha,” she replies, hoping
the use of the full honorific will smooth over any irritation
without the humiliation of apology or excuse.

“So you are. And how go your preparations for the feast?”

“Well enough. They would go better, of course, if I knew
how many of my family would be in attendance.”

The Reverend Mother of Lolth, and Matron of House
Inlindl, smiles an ugly, tooth-filled smile. “My servants in the
passage to Erelhei-Cinlu tell me you should expect one fewer
than you were told.”

She cannot help but smile in return. After her cousin’s
“accidental” death on the long journey, none of her relatives
has the power to challenge her claim to the title of matron of
the house’s families here in Yvoth-Lened.

The Reverend Mother’s expression darkens. “And your end
of our agreement?”

She nods. “T have Shenthral’s wretched half-breed in the care
of my guards. At the moment of the wedding, I will reveal the
child for all to see. Shenthral will be shamed, and her alliance
with House Eilservs will fail before it begins.”

Foratime they drink together, watching the games through the
shuttered window, watching each other through narrowed eyes.
Finally, her triumphant mood only lightly dampened by her loss
of both slaves on the lizard-race wagers, she rises, nods politely to
her drinking companion, and sweeps through the door. Already
she is plotting the death of the Reverend Mother, who is far too
cunning and knows too much. But this, alas, must wait until she
has consolidated her own power in Yvoth-Lened.

She has hours yet before the rejuvenating comfort of trance
will call to her once more, and in that time she must oversee the
bustling scurry of dozens of servants throughout her house.
The day's purchases must be delivered, checked, prepared,
and stored; the doors and windows checked time and again
for both mystical and mundane security; the errant bugbear
bodyguards branded and blinded for their poor performance;
and a dozen other niggling details made utterly perfect before



the family arrives the following day. She
barely takes a moment to eat, though
even in the chaos she does not
forget to check the food once
more for poison. She has
already survived one attack
today, incompetent as it
was; it would be humiliat-
ing to fall to another.

It is only when she
has shed her clothes,
cleansed herself of the
dust and sweat of the
day, and lain down for a
night’s trance, that she
feels the first burning
in her stomach, the first
swelling of her throat,
the first tightening of
muscles that signify
the onset of a poison.
For even with all her
paranoia, all her safe-
guards, she has indeed
become complacent.
She checked her break-
fast when she awoke,
the drink served by the Rev-
erend Mother, her dinner
before she retired . . . but she
never thought to consider that
the decanter of lichen wine from
which she had sipped all day had been tainted by her own maid
Ashirza, who slipped poison into the beverage—and also a
potion that postponed the onset of the poison—during the dis-
traction of the staged assassination attempt in the market.

Tomorrow, when the powerful members of the family
arrive, it will be Ashirza who greets them. Velthura Vae will
not rise again.

— SOCIETY AND CULTURE

Itis one of the aforementioned paradoxes of the drow that their
culture, while encouraging selfish ambition and advancement
through deception and murder, is still one that focuses—
almost in spite of itself—on the good of the community over
the good of the individual. Drow society, as a whole, lacks any
concept of personal worth. An individual’s abilities or accom-
plishments are not, in and of themselves, of any importance
whatsoever. The culture does not reward skill for skill’s sake,
or celebrate individual success or ability. It's not that the drow
choose to downplay these factors; rather, they literally have
no notion that they should matter. It is as foreign an idea to
them as judging a person’s worth based on shoe size would be
to most surface-dwelling races.

The only true measure of importance in drow society is
how thoroughly and effectively an individual can direct,
shape, and change that society—in other words, by how much

Poisoning is a popular means of advancement among the drow

authority an individual has over other
drow and the community’s needed
resources. Although personal
ability and accomplishment,
or birth into a powerful
bloodline, often leads
to such control, it is
the influence itself
that determines a
drow’s station and
status.
Like many other
sentient beings, the
drow think in terms
of dichotomies: If
something is not good,
it must be bad; if it is
not strong, it must
be weak. Thus, if a
drow with authority
over others is worth-
while, a drow with
little or no authority
is worthless. When
nothing but status
and influence deter-
mine individual value,
and life itself is of no
intrinsic worth, a weak
drow is nothing buta commod-
ity to be traded, abused, and
eventually exhausted by those
more powerful. Enslavement, torture, and even murder are
not crimes, when the perpetrator is a drow of high stature and
the victim is not. Drow do avoid randomly slaughtering others
who offend them, but this is due to a concern that they might
accidentally slay the relative, servant, or slave of someone more
powerful, not out of any sense of the value of life.

This core belief in power has developed the drow culture
as it exists today: a society in which every interaction is deter-
mined by a dominant/submissive hierarchy. A drow divides
everyone—drow or otherwise—into only three categories:
someone with more power, who must be appeased and pla-
cated (at least until she can be replaced); someone who is a
useful tool to one’s own advancement, who must be exploited
in all possible ways; and the weak, who are worthless except
as labor or disposable troops. From a general giving orders
to her soldiers to a shopkeeper bargaining with a customer,
everything is about who holds the most power. Haggling, for
instance, is all but unheard of. If a client is of higher station
than a vendor, she pays what she chooses; if she is lower, she
pays what the vendor demands or receives no goods. Only
when it comes to trade with non-drow is bargaining an option,
and even then vendors must take care, for fear of accidentally
offending the slave of a powerful drow. A drow who refuses
the orders of one with more power has earned whatever tor-
tures that act brings down upon her, and can expect no pity
or aid from by others.
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The drow are experts in the application of pain and
death; they are considered cruel by other races. This, too,
is an outward sign of the beliefs at the heart of their cul-
tural development. Pain caused to a superior or a rival is a
necessary means to an end; pain caused to a subordinate is
unimportant because the subordinate is unimportant. The
drow are cruel, in part, because they literally see no differ-
ence between torturing an underling, whipping a horse,
or even repairing an old garden tool. It cannot be stressed
enough that societal authority is the only measure of worth
the drow understand.

These philosophical underpinnings result in a culture
of constant scheming, in which every member of a com-
munity is perpetually conspiring to gain greater power over
her neighbors while struggling to keep others from gaining
power over her. Paranoia is rampant, with every word and
deed carefully examined to ensure that it does not contain
a hidden danger. Although visitors certainly expect to find
back-room deals and constant betrayals among the ruling
castes of the drow, such as the priestesses of Lolth and the
matriarchs of the great houses, they are often surprised to
find them equally as prevalent among less powerful drow. A
shopkeeper conspires to destroy a rival’s supply of goods, or
frame him for some offense against Lolth. A soldier weakens
another soldier’s armor with carefully applied acid, hoping
that her death in battle will open a path to promotion. A
favored servant conspires with slaves to poison the mistress
of the house so that she can take over, only to later poison the
slaves as well rather than provide the freedom she had prom-
ised. When every interaction is a challenge for dominance,
no drow can afford to drop her guard or cease her constant
plotting to get ahead.

Roleplaying Application: React to others based primarily
on their perceived value to you. Your adventuring companions
are vital to your survival, so you won't want to alienate them.
In other cases, though, react with anger when someone you
perceive as inferior disagrees with or disobeys you. Judge all
individuals by how much power they wield, and offer them
respect accordingly. You do not revere life for its own sake,
and are puzzled by those who speak about the inherent value
or dignity of living beings. This doesn't make you a wanton
murderer; it simply means that you have no compunctions
about killing if doing so is the most expedient or convenient
means of handling a situation (and you feel you can get away
with it with minimal repercussions).

DROW ALIGNMENT

The drow are a highly chaotic, individualistic people, a fact ad-
dressed multiple times throughout this chapter. They worship
a deity who dwells in the Abyss and is a paragon of chaotic evil.
Yet for all that, the Monster Manual gives drow alignment as
“usually neutral evil.”

The truth is, the drow are at least somewhat cooperative with
one another, almost in spite of their own nature. Their ambitions

LAW, TRADITION, AND
GOVERNMENT

Perhaps one of the strangest dichotomies of drow culture is that
they are both heavily tradition-bound and highly innovative, a
bizarre combination found rarely among the other races.

Drow innovation is, as with so much else in their lives, driven
by the constant drive to achieve dominance over other drow.
A creative battle plan, a brand-new spell, a shorter method of
production for manufactured goods—none of these have any
value to the drow in and of themselves. Creation for creation’s
sake is yet another virtue foreign to their way of thinking.
When such innovations are put to use to increase the creator’s
station, however, then they have proven their worth.

Thus, the very same traditions that keep the drow at one
another’s throats also encourage innovative thinking. The most
powerful drow have lived for centuries, and as a race they have
been competing with one another for millennia. They are far
too wary, and too well prepared, for traditional schemes to work
against them. A drow who seeks to get ahead must be creative
in her approach—and they all seek to get ahead.

These traditions, although binding, are rarely codified into
law. The drow are an innately chaotic people, both in terms
of individual temperament and religious doctrine. They bow
to tradition due to social pressure and the efforts of those in
power, but they react poorly to formalization of those tradi-
tions. Most of these conventions, as they apply to governance,
religion, gender roles, and other cultural mores, are discussed
in the following sections.

The lack of formal codes of law in drow society also equates
to alack of formal law enforcement. A drow community has no
watch or police force per se. Rather, each aspect or segment of
the community is responsible for enforcing its own power as
far as its authority extends. An offense against a major house
is answered by members of that house. The Church of Lolth
punishes those who transgress against the Queen of Spiders
and her faith. Individual drow react to slights and offenses
as their own abilities and status permit. If a lone drow or an
institution lacks the capacity to strike back against someone
who has wronged her or it, then that individual or institu-
tion is clearly not entitled to retribution—and that failure to
retaliate might mark the wronged party as weak enough to
be overthrown by rivals.

On rare occasions, a drow institution might request the aid
of another organization in seeking justice or vengeance against
an adversary. A priestess might ask that one of the houses send
soldiers to deal with a troublemaker, rather than making use

and desires require that their society remain at least somewhat
stable. They employ few true laws, but they are tightly bound
by traditions and codes, and even if they follow them primarily
out of fear, they follow them nonetheless. It is ironic that a lone
drow is likely to drift toward chaos, but that despite their rivalry
with one another, the presence of multiple drow in a given com-
munity literally forces them into a level of cooperation beyond
what truly chaotic individuals would maintain.



of her own resources. Alternatively, the reverse might happen,
wherein a powerful drow in a community requests that the
priesthood punish a wrongdoer. Such temporary agreements
normally occur when an individual wishes to keep her own
faction out of direct involvement in a conflict. For instance,
if a member of House Eilservs insults or attacks a member of
House Inlindl, and Inlindl responds in kind, the result could
be a feud that envelops both houses in protracted conflict. If
Inlindl wishes to avoid that result—TIikely, since it holds far
less power than Eilservs—it might instead request that the
Church of Lolth punish the transgressor. Doing so, of course,
puts the house in debt to the priestesses, so it would take such
an action only if the offense was dire.

Drow punishment, regardless of whose hands deliver the
sentence, is brutal and efficient. In some instances, the punish-
ing force simply strips the transgressor of power and property.
More frequently, the individual becomes a bound slave to the
house or church. Torture and execution are common as well.

Priestesses and house matriarchs hold great power over other drow—
Just so long as they have the might to enforce it

The drow do not believe in imprisonment as a punishment in
and of itself, nor do they believe in second chances.

Roleplaying Application: You find the notion of a com-
munitywide police force or city guard a foreign one, as well
as the notion that certain activities are “illegal.” You think in
terms of whether a particular individual has the power to seek
vengeance if you wrong him, and you often forget (at least at
first) that a community itself might seek to punish you for
transgressions against a specific person.

Drow Government and Rule

To say that the drow are governed by a matriarchal theocracy
is both accurate and misleading. It is certainly true that the
ruling members of drow society are the priestesses of Lolth
and the matrons (and other matriarchs of the great houses),
but calling them a “government” is a misnomer. Just as the
drow are guided by tradition but have no formal law, they are
overseen by these influential personages but have no formal
government. A drow city has no duchess, reeve, or mayor; a
drow nation has no empress or queen.

A drow community is governed, so to speak, through the
unsteady cooperation of its three most powerful institutions.
The Church of Lolth is the most influential faction among the

drow. The priestesses of this church interpret and dissemi-
nate the will of Lolth, conduct rites and rituals to honor the
dark goddess, and technically have the authority to demand
anything in her name. If the drow were to have a formal
government, it would be made up of these individuals.
On a practical level, however, although the priestesses
are indeed the social leaders of the drow, the church
often lacks the power to take drastic action without
the support of the great houses. Powerful matriarchs
frequently hold power in both the church and a
house—thus, what is self-interest for one must often
be self-interest for the other. It is also important to
understand that the church is not a monolithic entity,
guided by a single voice or a single goal. It is made up of
individual priestesses, all of whom are loyal to Lolth, but
all of whom have the same drive to dominate the weak and
advance their own cause as any other drow. Thus, although a
drow priestess can bring substantial might to bear againsta
lone individual or small family who offends her, she cannot
muster the resources of the church against an entire house,
unless the house has blatantly and conspicuously turned
against Lolth as a whole.

The houses of the drow hold the bulk of the community’s
economic and military power in their hands. In some commu-
nities, a specific house might be a greater power even than the
priestesses of Lolth, directing the activities of religious leaders
with behind-the-scenes threats or open shows of force. The
high priestess of a community might also be a highly ranked
matriarch of a great house, using one to advance the schemes
of the other. No single house has ever managed to rise to domi-
nance across multiple drow cities, however, and few maintain
a permanent position of authority even in individual com-
munities. Each house is tied to the other houses in a complex
web of treaties and conflicts, alliances and betrayals. Should
one house become too powerful, others ally to bring it down
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(even while appearing, on the surface, to support them, playing
both sides against the middle). Further, although the church
usually lacks the power to single-handedly destroy a house,
neither can a house afford to make an enemy of the church.
Too much of the power in a community is held by Lolth’s
priestesses, and a house that fails to work with those priest-
esses loses access to those channels of influence. Although
such an occurrence is rare, the church can decree that a house
has earned the disfavor of Lolth, essentially giving all other
houses blanket permission and encouragement to openly turn
against it. Some houses are strong enough to withstand even
this sort of assault, which invariably leads to a dilution of the
church’s position in the community. But more often, such a
decree results in the house being weakened sufficiently for
another to rise and take its place. When one adds to this already
volatile mix the constant scheming of house members against
one another, in the hope of gaining higher status within the
house, it’s quite understandable that no single house has ever
managed to hold widespread power for long.

The military is the final drow institution that, in some com-
munities, could be a governing body. Drow communities do not
have standing armies, since this would require a formal gov-
ernment. Multiple smaller forces make up the larger soldiery
of a drow city. These consist primarily of house-loyal militias,
church soldiers, and independent mercenary companies. For
the most part, then, the “military” is simply the enforcement
arm of a house or the church. In some rare instances, how-
ever—particularly in communities engaged in a constant war
with a hostile power—the military takes on an authority of its
own. Its generals, under the guise of protecting the commu-
nity, usurp authority from the matriarchs who normally hold
it. The house soldiers become the dominant members of the
house, or at least carry sufficient authority that the matriarchs
and matrons cannot ignore their input. The army might even
come to guide the Church of Lolth, directing priestesses in the
defense of the city and in attacks on the enemy. The generals
of differing factions, such as rival houses or a house and the
church, have been known to cooperate behind the scenes,
artificially extending or even creating military crises to wrest
supremacy from the houses and the priesthood.

It is worth noting that rank in a military unit is the only
pathway male drow have to any position of authority, so they
are the military officers most likely to attempt this sort of
power grab.

For more information on the priestesses of Lolth, see the
Religion section; for more on the great houses, see Houses of
the Drow; and for more on the military, see the War header
under Drow Life, all below.

Roleplaying Application: You assume that, with the
exception of military rank, females hold all true positions of
authority. When addressing a mixed group of nobles, priests,
or similar powerful individuals, you instinctively direct your
words and attention to any females present, and you are always
startled when a social or political leader turns out to be male.
You normally assume that any military force is, if not indepen-
dent, loyal to a church or a bloodline; you're certainly aware
that other cultures have armies devoted to cities or nations,
but it still strikes you as odd when you encounter it.

Gender Roles

The supremacy of the female is deeply ingrained in drow
culture. Females are seen as stronger, smarter, and more emo-
tionally controlled than males, and—above all—holier and
more devoted to Lolth. Males, on the other hand, are viewed
as spiritually, intellectually, and physically inferior, useful
primarily for physical and skilled labor and breeding purposes.
A male drow is seen as superior to a member of any other race,
but inferior even to female drow of lower status.

This attitude comes from a variety of separate but related
sources. The first and most obvious is Lolth herself. The god-
dess has, over the course of drow mythology and history,
taken multiple consorts, all of whom have been eventually
discarded. Whether this is the cause of Lolth’s opinion of
males or a symptom of it, Lolth believes that only females are
worthwhile servants.

Much like the spiders they revere, drow females also hold
power due to biological reasons. In many spider species, the
females are far larger and stronger, and males often do not
survive the mating process. Drow childbirth is a physically
strenuous occasion (see the Pregnancy, Birth, and Childhood
sidebar, page 24), and though the drow feel little if any affection
for their young, they understand the importance of continu-
ing the family and house lines. Thus, the females, who are
both essential to reproduction and capable of withstanding
it, are clearly both stronger and more blessed than the males.
Whether the drow think as they do because of their emulation
of spiders is unclear and ultimately unimportant.

Finally and perhaps most important, females are already
ascendant within drow society. Matriarchs and priestesses
have enough trouble clinging to power in the face of other
ambitious females; the last thing they want is to double the
pool of potential rivals. Thus, the tradition of female domi-
nance continues, in large part, at the behest of the females
who are already dominant.

Male drow hold little if any power, but not all of them are
mere property, even if many females see them as such. Some
of the most skilled crafters, warriors, and arcane casters among
the drow are male. In fact, the submissive status of males in
drow society actually inspires many of them to excel. Male
drow can lay claim to little authority, and they are constantly
at risk of being discarded by their female leaders, so only those
with skills and abilities that are not easily replaceable can be
relatively confident of their positions.

Denied the right to formally influence society, male drow
have become masters of finding subtle and nontraditional
roads to power. Many become teachers of arcane magic or
military strategy, attempting to form strong bonds with their
students—particularly the females who might well hold
power in the next generation. Others join the soldiers of a
powerful house or the priestesses of Lolth, working their way
up in the ranks. At the very least, these positions grant them
some measure of authority, and if they are fortunate enough
to be officers during wartime (or devious enough to start a
well-timed war), that authority can grow to rival that of some
matriarchs. And of course, some drow males attempt to seduce
powerful females, using lust—and even the rare emotion of
love—to influence drow leaders behind the scenes.



In the lower echelons of drow society, away from the movers
and shakers, males and females hold similar roles. A member
of either gender might be a household servant, a shopkeeper, a
soldier, or an artist. The males tend more toward physical labor
and the females toward skilled crafts—not because females
are weaker, but because they often have more opportunities
to choose their own path than males do—but this is only a
tendency, not a societal constant.

DROW PSYCHOLOGY

The drow are, to the last, a motivated and driven race. The
perception that a drow’s individual worth is determined only
by the influence she wields over society isn’t simply a cultural
attitude; it's a psychological one as well. A drow who holds no
power is a failure in her own eyes, and this more than anything
else drives her behavior. It is thus not merely external pres-
sures that cause the drow to plotand scheme; it is an ingrained
need that borders on instinct.

For the most part, drow are driven by a trinity of emotions
that exist, to varying degrees, in every member of the race.

Pride: So far as each drow is concerned, she is a superior
specimen of a superior race—or at least she should be.
Drow who obtain power do so because they are worthy
of it; those who lack authority find themselves resent-
fully chafing under the rule of others, their pride
demanding that they blame everyone else for their fail-
ure. A drow never forgets either a victory or a slight.

Anger: Closely intertwined with their pride is a cur-
rent of rage that runs through the entire drow
population. They are a primal and instinctive
people, quick to lash out at those who offend
them. A drow grows wroth at a subordinate
who fails or defies her, a superior for holding the
power she herself craves, a foreigner for failing
to offer unquestioned submission to the drow,
an ally for imagined future betrayal, and even
herself for not having accomplished more than
she already has. Drow are quick to resort to
violence, and revenge is one of their most
potent motivators.

Fear: They are not often aware of it, and
would be insulted if someone else were to
suggest it, but the drow live every day of
their lives in mortal terror. They fear their
masters and priestesses, they fear the treachery
of underlings, they fear displeasing their deity,
they fear losing power and falling into disgrace.
This fear engenders the paranoia and distrust that
keep the drow from growing close, and the secrecy in
which they orchestrate their schemes. For all their cru-
elty, all their power, the drow are bitterly fearful creatures,
always afraid to lose what they have, yet driven to risk it all
for just a little bit more.

Everything the drow do stems from the interactions
between these three emotions, bolstered by societal pressures.

Even their fanatical devotion to Lolth is based on fear: fear of

invoking the goddess’s anger should they abandon her, and fear
of being cast adrift in the world without divine guidance.

Long-Term Planning

Drow have a shorter average life span than surface elves—
due primarily to violence, rather than any innate biological
cause—but they still live far longer than most other humanoid
races. Thus, the drow often take a longer view of the world
than humans or others. This attitude is manifested in drow
plots and schemes, which often take decades or even centu-
ries to unfold.

Whereas this long-term view of life manifests in surface
elves as a seeming unwillingness to make decisions quickly
or to understand urgency, the drow are just as busy and active
as anyone else. Rather than acting slowly
because they have more time, drow
prefer to squeeze as much
out of their extra years as
possible. Where a sur-
face elf might take

ten times as long
as a human on
a given task,
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Despite their chaotic nature, the drow are
consummate long-term planners



to ensure he gets it right, a drow instead works at a feverish
pace, but might undertake ten tasks at once. This “hurry up
and wait” mentality—rushing through numerous plans that
might not come to fruition for years or longer—only adds to
the highly emotional and easily frustrated nature of the drow
psyche, but it also ensures that if one plan collapses, a wise
drow has half a dozen more to fill in the gap.

All drow are schemers, but not all drow are effective
schemers. Laying out a multiyear plot, having the foresight to
anticipate relevant
changesin the polit-
ical landscape, and
remaining patient
enough to see the
effort through all
require mental and
emotional control
that many drow
sorely lack. If a
drow bursts into a
rage at an inoppor-
tune moment, or
fails to anticipate
the machinations
of her rivals, years
of planning can be
swept aside in an
instant.

Dominant and
Submissive
Interaction

The drow view all
interaction between
individuals—not
just members of
their own society—
as hierarchical.

Lilus. by Fackoilrain

THE BEST LAID SCHEMES

It's easy enough to characterize the drow as long-term plotters,
but what exactly does that mean? Presented here are a few brief
examples of the sorts of forward-looking plans in which some
drow engage.

« A young member of a powerful house appears helpful
and supportive of her elder siblings over the years, slowly
building up a web of debt and favor that binds almost
every member of her family to her. Decades later, when the
matron of her house has grown old, she calls in those debts
for seemingly minor favors that involve travel, ensuring that
her siblings are absent when the matron dies (likely due to
poison or some other effort of the schemer herself). By the
time her siblings have returned, she has already established
herself as the new ruling power of the house.

« Foryears, a drow stockpiles a particular resource—perhaps
something as simple as foodstuffs, or material necessary
for the building of magic items and weapons of war. Using

Interaction among the drow is always a matter of superiority over inferiority

They have no ability to treat another person as an equal. Every
communication between two or more people, regardless of its
purpose, falls into a dominant and submissive pattern.

Unless a drow has reason to believe otherwise, she always
assumes that she is the dominant individual in a discussion,
and grows irritated if others do not behave accordingly. If she
is speaking to someone who clearly holds higher status, she
accepts the fact that she is, instead, in a submissive position,
but instantly begins considering ways to eventually gain the
upper hand.

This is not some-
thing drow choose
to do; it’s simply
how they think. The
notion of a society
of equals is a for-
eign one, and though
drow who deal fre-
quently with other
races learn to accept
that others do not be-
lieve as they do, they
never entirely lose
the urge to establish
dominance in each
and every interaction
they enter into.

Part and parcel of
this notion are the
drow ideas of kind-
ness and individual
privacy—or, more
accurately, their com-
plete lack thereof.
Drow are thought-
lessly and effortlessly
cruel because they
assign no value to

other connections, she subtly encourages overuse of that
resource, or even arranges to have quantities of it destroyed
in an “accident” or an attack of some sort. Suddenly, she is
the only supplier to the community, granting her substantial
political and economic influence over even the houses and
the Church of Lolth.

Through a combination of bribes, sabotage, and intermar-
riages, one particular family slowly intertwines itself with
many of the individual bloodlines of a great house. This likely
grants the family no direct access to the house’s matriarchs
or other leaders, because these wary individuals would never
trust strangers. But if the family members choose carefully,
they not only have a direct line of intelligence on the house’s
activities, which they can trade to others for wealth and
favors, but they might be able to gain a stranglehold over
the house’s economic and military aspects. If the house is
no longer receiving income from its various mercantile en-
deavors, and if many of its soldiers are of divided loyalties, it
is ripe for outside takeover or destruction.



their subordinates beyond how useful those individuals are.
Similarly, the concept of privacy is ludicrous in their eyes.
A drow who is not strong enough to keep her affairs secret
deserves to be exposed and exploited.

Arachnid Veneration and Emulation

One of the greatest and strangest influences on drow psy-
chology and culture stems from their religious beliefs. Most
humanoid races have humanoid-form deities. When they seek
to emulate the behavior and attitudes of their gods, either to
gain the deity’s blessings or simply because they see it as the
“right” way to act, they are not acting counter to their own
physiological and biological natures.

Not so with the drow. They are a humanoid, mammalian
race with all the associated needs, urges, and instincts, yet
they revere the spider, a creature of mindless predation. They
are a community that seeks to become a swarm. They are an
innately emotional people who revere a creature of no emo-
tion at all. (And all this doesn’t even touch on the fact that
they worship a deity whose physical likeness they cannot
begin to emulate.)

This conflict of desires shapes much of the drow psyche. It
is at least partly responsible for the culture’s sole measure of
self-worth through power and authority, and is responsible
too for much of the society’s inherent violence. Their fear of
their goddess, their shame at being unable to fully live up to
her demands, their anger at the world around them—all of
it can, at least in part, be traced to their deep-seated venera-
tion of a deity they cannot emulate and cannot truly please.
It is not too much of a stretch to suggest that, due to the
conflict of their religious beliefs with their own physical
and mental nature, every member of drow society is at least
a little insane.

Instinctive or Cultural?

One question of drow psychology that never occurs to the
drow themselves, but is of great interest to outside scholars,
is whether all these attitudes are ingrained and instinctual, or
whether they are a product of culture and upbringing. Many
believe that, due to the influence of Lolth and countless gen-
erations of violence and scheming, drow attitudes are now
entirely innate. Take a drow infant to the surface and raise
her among kind humans or elves, they say, and she would still
grow into a calculating, violent manipulator.

Others contend, however, that the drow are not unlike
abused children. They perpetuate a cycle of viciousness and
cruelty because it is all they know, because they are both
learning from example and lashing out at an unkind world
in anger and resentment. If that cycle could be broken, they
argue, if a population of drow could be raised away from the
influence of Lolth and the culture as it currently exists, they
could grow to be very different individuals.

This is, perhaps understandably, the minority opinion
among those who study the drow, and in any event it seems
unlikely to be tested anytime soon.

RELIGION

If drow life and culture are driven by a single force, it must be
their faith. The drow are pantheistic in only the loosest sense
of the word. Humans worship a variety of deities equally. Elves
revere Corellon Larethian above all others, but their religion
is replete with other deities that are nearly as important. But
for the drow, there is only Lolth.

This comes as a surprise to many scholars, who believe the
drow pantheon to consist of multiple deities. This is particu-
larly true in the ForcoTTEN REALMS® setting, where entities
such as Ghaunadaur and Vhaeraun appear in drow religious
practice. But these deities, no matter how strongly an indi-
vidual drow might revere them, are secondary at best, barely
visible in the shadow of the Spider Queen. The drow honor
them, but they do not consider them true gods and do not
worship any of them with the same devotion—or fear them
half as deeply—as they do Lolth. It is she, and she alone, who
stands as the heart of drow religion.

Religious practice is not a voluntary activity among the
drow. Because the priestesses rule drow society (to the extent
that any one institution can be said to do so), they ruthlessly
enforce the worship of Lolth, demanding participation in her
rites and often punishing failure to take part by making the
transgressor their next sacrifice. The priestesses rarely find
themselves forced to take such steps, however. Worship of
Lolth is so heavily ingrained in the culture that most drow
participate willingly, out of a mixture of reverence and terror
for their goddess.

RITES AND RITUALS OF LOLTH

As should be expected from so violent a society and so rapa-
cious a deity, the holy rites of Lolth are brutal and bloody
affairs. Living sacrifice is a central tenet of all but the most
minor of rituals. The drow worship not out of love, but out of
fear, and their faith demands that their fear be spread to others.
Lolth watches, Lolth tests—and above all, Lolth consumes.

Prayers

Prayers to Lolth are always uttered in Elven. Undercommon is
fine for normal conversation, but devotions to the goddess are
not to be sullied with words adopted from other races.

The drow frequently pray before entering into a dangerous
situation, beginning an endeavor, or simply preparing for a
day’s work. They do not, however, ask Lolth's aid in the coming
trials, or seek her blessing on a task. Requesting help isa sign
of weakness, insulting to the goddess, and just begging to be
stricken with some horrific malady or misfortune. Instead,
prayers to Lolth are requests to be tested, so that the petitioner
can display her strength and skill, or promises that the day’s
successes will be achieved in Lolth’s name and devoted to her
glory. “Elliya Lolthu,” Elven for “Test me, Lolth,” is among the
most common phrases uttered in drow prayer.

Minor Rites

An individual drow might perform a minor rite when she is
celebrating a personal victory, and seeks to offer Lolth her due.
More than a simple prayer, these rites usually involve some
form of symbolic sacrifice, such as poured wine, burnt riches,
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or a small amount of the petitioner’s own spilled blood. Such
rites require an icon, idol, or symbol of Lolth, before which
they are performed. They include the recitation of long prayers
asking Lolth to accept the offered gifts and to provide even
greater challenges in the days to come.

Unlike prayers, which are often uttered in public, and
major rites, which are large affairs, minor rites are personal
activities. They rarely involve more than one drow, and never
more than a handful.

Major Rites
The drow conduct two types of major rites to Lolth, both of
which involve the participation of multiple individuals and
blood sacrifice to the goddess.

The first is a religious ceremony, in which drow gather to
pay homage to their dark queen. Priestesses lead the ceremony
with prayers and chants, normally within a temple of Lolth or

SACRIFICES TO THE SPIDER QUEEN

Lolth’s tastes in sacrifices are very specific. She prefers sentient
creatures over nonsentient ones, humanoids over nonhuman-
oids, elves over other humanoids, and drow over elves. She
prefers more powerful (higher level) sacrifices to weaker ones,
and her own priestesses over all others. Obviously, this last
type of sacrifice occurs only rarely. To keep the church from
falling apart, the priestesses seldom initiate violence among

Lolth’s temples dominate almost every drow community

before a great altar or idol. At least one sacrifice—normally of
a captive or slave, but occasionally of a drow citizen—occurs
at this time, blood spilled to feed the Spider Queen.

The second is a contest between priestesses or, more rarely,
other powerful drow, designed to prove worthiness in the
eyes of Lolth. Most of these events include direct combat
and competition, either in melee or spellcasting, but others
involve tests of knowledge and ritual, or even the acquisition
of specific goals. The winner proves her worth and gains addi-
tional magic, higher position in the priesthood, and similar
prizes. The losers, assuming they survive, are often demoted,
maimed, or transformed by Lolth’s anger into driders or other
horrific creatures.

The drow conduct major rites to celebrate communitywide
events and victories, whenever a priestess seeks advancement
to a high office, and at regular intervals for no purpose other
than the veneration of Lolth.

themselves, and if one priestess does come to blows against
another, the lot of them likely come to the aid of the victim, if
only to preserve the status quo. They do sacrifice their own
as punishment, however, or if one makes too many enemies
among the others. This factor keeps all the priestesses wary of
one another and constantly scrabbling for sufficient power to
ward off sudden attacks—exactly the way Lolth wants it.



SERVANTS OF LOLTH

The drow’s priesthood is unusual—perhaps even unique—
because it is not inherently any more faithful or zealous in
its worship than the rest of the population. Almost all drow
venerate Lolth, for they understand the consequences of fail-
ing to do so. The
Church of Lolth
is less a haven for
the society’s devout
and more a reli-
able path to power.
Short of work-
ing one’s way up
through the ranks
ofapowerful house,
the priesthood is
the surest means
of advancement
in drow society.
And although the
priesthood rarely
accepts drow of
low station, it does
so with more fre-
quency than the
houses do.

That said, the
drow understand
that the life of a
priestess is not one
of ease. The church
not only conducts
Lolth’s rites and
rituals, it serves as
the glue that holds
together a society of scheming and bickering houses. Its
members must be strong and merciless, and—perhaps hard-
est of all—must moderate their own schemes to consider
the needs of the church as a whole. This doesn’t mean that
drow priestesses do not plan to achieve their own ambitions
at the expense of others; in fact, the priesthood is filled with
more political infighting and secret deals than in any three
houses put together. The priestesses understand, however, that
although Lolth favors drow who advance their own power,
she also wishes the race as a whole to thrive, and a priestess
whose personal schemes threaten to weaken the community
swiftly finds herself falling out of favor with both the goddess
and her church.

Lolth loves nothing so much as the taste of a sacrifice’s agony

Becoming a Priestess

To become a priestess of Lolth, a female drow must meet two
specific requirements. (Male drow are never accepted into the
priesthood, and can at best hope to be a favored servant of a
priestess.) First, she must show an aptitude for divine magic.
Among the drow,
every priest must
be acleric or other
divine caster, such
as a favored soul®®,
even if she has
only a few levels
in the appropriate
class.

Second, a
would-be-priest-
ess must subject
herself to the first
of many Tests of
Lolth. Many lay
drow face these
trials at various
points, but priest-
esses endure them
on arelatively reg-
ular basis. Strictly
speaking, these
tests are between
the individual
and Lolth, and
outside interfer-
ence is forbidden.
On a practical
level, however,

drow priestesses are
rarely accepting of new competition (unless the newcomer
is somehow indebted or subservient to them, of course) and
might provide new initiates with a bit of extra challenge.
Poisoning and sabotage are not uncommon, and as long as
the priestesses’ meddling goes undetected, Lolth seems not
to object. Of course, a priestess who is caught sabotaging a
newcomer, or whose efforts fail to prevent the new initiate
from succeeding, often suffers her own trials and punishment
at Lolth’s hands—or the hands of rival priestesses looking
to tear down an experienced enemy as a younger one takes
her place.

Once one has become a priestess, the hard work is far
from over. Advancement requires constant effort to prove
loyalty to Lolth, to exercise control over other drow, and
to take advantage of the other priestesses’ weaknesses. The

DAUGHTERS OF DEMONS

One exception exists to the rule that all drow priestesses must
be divine spellcasters. Lolth resides in the Abyss, and many of
her favored servants and minions are demons. If the powers of
a drow warlock®" stem from bargains with (or descent from)

Lolth-associated demons, she is considered blessed by the
Spider Queen. If these individuals meet all the other priesthood
requirements, can hold status even though they are technically
arcane spellcasters.
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best route to promotion
among the priesthood

is to open up a posi-

tion by discrediting or *
assassinating someone of higher
rank. Combined with the require-
ments of surviving regular Tests of
Lolth, this climate of backstabbing
makes the life span of a priest-
ess relatively short for all but
the most clever and
powerful of drow.
Thus, the Church
of Lolth remains
relatively low in
membership, but
those few drow
priestesses who
survive more than
afew years are truly
potent and merci-
less individuals.
One very impor-
tant distinction
exists among the
drow, one that visi-
tors often fail to
notice or to com-
prehend. Although
a priestess of Lolth must be a cleric (or other divine caster),
not all divine casters are officially priestesses. A drow might
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The Tests of Lolth are hideous to behold and far, far worse to experience

be fully devoted to
her goddess, and
even have levelsasa
cleric, without for-
mally joining the
church. The ability
to cast divine spells
indicates that a
drow has Lolth’s
favor, but it doesn’t
inherently grant
her any authority
beyond what she
can take for herself.
She does not speak
for the church and
cannot count on
the authority of the
priesthood to sup-
port her actions.

Hierarchy

of the
Priesthood

A strict formal
hierarchy would
be antithetical to
the chaotic mental-
ity of the drow. The
Church of Lolth lacks layers of ranks and official designations,
and those titles that do exist often vary from community to

TESTS OF LOLTH

Only the strong can be allowed to thrive; the weak must be
culled. This is a central tenet of drow culture and a primary law
of Lolth. To better ensure that only the strongest of her subjects
obtain power, Lolth occasionally subjects them to tests of their
abilities. Many drow, usually those who live unremarkable lives,
never receive such a test. Those who hold power must endure
at least one or two in their lifetimes, and priestesses and power-
ful matriarchs are tested on a regular basis.

In most instances, failing a Test of Lolth results in death. A
significant minority of the time, however, the failed subject is
instead transformed into a drider (or, more rarely, some other
hybrid horror). Until recently, the drow shunned and hated
the driders, seeing them as nothing but failures and signs of
Lolth’s displeasure. Recently, however, that attitude has begun
to change; see page 41 for details.

The two most common trials are described below.

The Test of Loyalty: A relative or ally of the drow to be tested is
granted a vision by Lolth, claiming that the subject of the test has
turned against her and must be slain in ambush. As the attack
begins, the subject hears Lolth’s voice telling her that she is being
tested; she must prove willing to slay an ally at Lolth’s command.
The Test of Strength: This is simple combat against a rival
drow or a monster of power equal to or greater than the sub-
ject of the test. Defeat, or showing mercy to the foe, results in
failure of the test.

Although these are the most common Tests of Lolth, they are
also the least important. Other tests that drow must occasion-
ally endure include, but are not limited to, the following:

The Test of Lies: The subject must manipulate certain indi-
viduals—revealed to her by the voice of Lolth—into believing
specific falsehoods. Even under threat and torture, she must
continue to make these lies fully believable.

The Test of Mettle: The drow, in a confined space, is abruptly
covered with swarms of venomous spiders. She must extricate
herself without harming any of the arachnids, and survive their
poisonous bites in the process.

The Test of Doubt: The drow is stripped of many, or even all,
of her powers, including her racial abilities and spellcasting
(both arcane and divine). This degradation can even include
the sudden acquisition of negative levels. In a few instances,
the drow is turned into a drider or other creature, as though
she had already failed a test. The drow must not only survive,
but thrive in her weakened state—often for days, weeks, or
longer—without losing faith in Lolth. Only the most powerful
and highly placed drow suffer this test, and those who pass
are the stronger for it. (Any levels a drow gains to make up for
her newfound vulnerabilities—for instance, a cleric stripped of
her magic who gains several levels of rogue before her powers
return—do not count against her for the purpose of multi-
classing penalties.)



community. Three titles are common among the drow, though
even these are far from universal.

An elder, experienced, or powerful priestess is often called
Reverend Mother.

A priestess of moderate age, experience, or power is often
titled Reverend Daughter.

All others are simply called Priestess, or sometimes
addressed with the honorific Revered, as in “Revered Thezil-
dra, I seek an audience.”

In most cases, when the drow speak of rank in the Church
of Lolth, or a priestess talks about promotion, what they'’re
referring to is a simple measurement of authority and senior-
ity. An underling doesn't assassinate her superior to obtain
a particular title; she does so to ascend one step higher
on the ladder of power. In this regard, the church
is no different from the rest of drow society—a
priestess’s power is as potent as her ability to
force others to acknowledge that power.

Duties of the Clergy
Anyone who has read this far and still
expects drow priestesses to counsel
the faithful in times of emotional tur-
moil or crises of faith has clearly not
been paying attention. Lolth’s church
is not a sanctuary for other drow in
times of trouble, but a home for her
primary minions and enforcers.

The duties of Lolth’s priestesses
are twofold. One, they are respon-
sible for leading the drow in the rituals
demanded by the Queen of the Demon-
web Pits. Although any cleric of Lolth
can lead others in prayer or minor rites,
only a true priestess can lead a community
as a whole, or conduct the formal sacrifices
Lolth demands.

Their second purpose, closely related to
the first, is enforcing the worship of Lolth and
Lolth’s dictates. Priestesses have the authority
to demand attendance at Lolth’s rites and to levy
punishment on those who fail to participate or
otherwise act against the Spider Queen’s inter-
ests. The drow rarely sacrifice one of their own, normally
choosing slaves or prisoners instead, but Lolth prefers the taste
of drow to all others, and when the church finds an excuse to
offer up a drow as punishment, it is quick to jump on it.

Beyond this, Lolth’s priestesses have no strict duties. Some
perform various social ceremonies such as marriages, but this
is usually done as a favor (eventually requiring repayment, of
course) to another powerful drow. They often serve as lead-
ers in times of conflict, crisis, or war, but such roles are filled
equally often by house matrons. Priestesses, when not con-
ducting rites to their Queen, are engaged in the same sorts of
schemes as all other drow—they simply have the advantage
of divine mandate, or at least of powerful allies and resources,
when doing so.

Holy symbol of Lolth

LOLTH
The Spider Queen, Queen of the Demonweb Pits, Flesh-Carver,
Weaver of Webs
Intermediate Deity
Symbol: The head of a female drow with spider’s legs
Home Plane: The Demonweb Pits, 66th layer of the Abyss
Alignment: Chaotic evil
Worshipers: Drow
Cleric Alignments: CE, CN, NE
Domains: Chaos, Destruction, Evil, Trickery, Drow®,
Spider*©
Favored Weapon: Whip

Lolth is the single true deity of the drow; she is their
guide and ruling power. The elves and other
surface races believe that she was Corel-
lon Larethian’s original consort, cast

out of the pantheon when she turned
to evil. The drow, and Lolth herself,
teach a much different version; see
History and Folklore, below. In
either case, it was Lolth who first
spread evil among the elves, and
who led the drow away from the
rest of the elves thousands of years
ago. Now she focuses on breeding
and conflict among the drow to
make the race ever more powerful,
and on using them to conquer the vast

the earth. Lolth relishes the chance
to test her followers by pitting them
against each other, culling the weak
from the strong.
Lolth appears as either a tall, beautiful
female drow, or a massive black spider with a
female drow’s head.

Cleric Training

Beyond the requirements and Tests of Lolth
discussed above, clerics and priestesses of Lolth
undergo no formal training. Lolth requires
these tests of her priestesses frequently.

Quests
Lolth has set her worshipers to the task of conquering the
vast network of caverns in the underground realm, as well as
killing surface elves. Typical quests include attacking a rival
drow community, raiding a mind flayer lair for its magic, and
building an artifact that turns surface-dwelling elves into
spiders.

Prayers
The precise nature of prayers to Lolth is discussed above.
Clerics and priestesses often pray before undertaking even
mundane daily activities, dedicating everything they do to
their queen.

cavern-realms beneath the surface of
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Temples

Lolth's temples dominate (in every sense of the word) the
communities that surround them. They are large, impos-
ing edifices, intended to make all who enter feel small and
humbled—a sensation that truly strong drow are expected
to resist. These temples are defended by clever and capable
priestesses, soldiers, and minions of Lolth, and frequently by
hordes of arachnids as well. They often serve as storehouses of
dark lore and powerful magic as well as places of ritual.

Rites

The specific details of rites and rituals to Lolth are discussed
above. Although any cleric can conduct these rites for small
or family groups, only a formal priestess has the authority to
demand attendance of a community. (Or at least, only a priest-
ess officially has such authority. As with all else among the
drow, if a single individual has the power to force participation,
then she has the right to force participation.)

Heralds and Allies

Lolth’'s most common herald is a bebilith demon with 18 Hit
Dice. Her allies are succubus demons, bebilith demons, and
marilith demons. In the ForcorTen REaLMS setting, this group
also includes the hideous yochlols.

Lolth manifests an aspect of herself (essentially an avatar
representing only a tiny portion of her true power) with rela-
tive frequency, often attending major rites or rituals directly
and feeding upon the sacrifices.

—HOUSES OF THE DROW

The Church of Lolth might be the primary driving force in
drow culture, but it is certainly not the only one. Standing
beside the priesthood as equals on the political and soci-
etal playing fields are the great houses. These monolithic
institutions are the closest things the drow have to a formal
government. In some respects, it could even be said that the
houses, and not the actual physical communities, are the true
form and representation of the drow nation.

Other races studying drow culture are often taken in by the
outward appearance of the houses. Unlike the priesthood of

THE CULT OF THE
ELDER ELEMENTAL EYE

For all Lolth’s influence over drow society, and the infiltration
of her priesthood into all aspects of life, other religious cults do
spring up among the drow from time to time. Most such sects
are discovered and crushed in short order, but a few are secre-
tive and widespread enough that, by the time the Church of
Lolth becomes aware of them, they are not easily destroyed.
The greatest of these organizations, at least until recently,
was the cult of the Elder Elemental Eye. The Eye is a chaotic,
destructive adherent of entropy and the most primal aspects of
the four elements. It never communes directly with its clerics,
but instead seems to speak through the great elemental princes:
Imix of Fire, Ogrémoch of Earth, Olhydra of Water, and Yan-C-
Bin of Air. Drow followers of the Elemental Eye seek one day to

Lolth, which bears little resemblance to what surface-dwellers
normally consider a church, the houses appear synonymous
with the various dynasties and noble bloodlines of human,
elf, and dwarf culture.

This assessment is accurate only to a point. The houses are
indeed extended families, but that extension goes far beyond
anything even the most intricate of human genealogies
would recognize, and the “familial bonds” are often purely
symbolic.

STRUCTURE AND COMPOSITION

To fully understand the drow houses, one must first under-
stand how they are structured. With very few exceptions, each
house is ruled by a single powerful drow. Always a female, she
is normally referred to as the Matron Mother—or simply the
matron—of the house. A great many matrons are also priest-
esses of Lolth, leading to a blurring of the distinctions between
church power and house power.

As stated above, not all clerics of Lolth are officially members
of her priesthood. This fact becomes important when study-
ing the nature of the drow houses. Although only a fraction of
matrons are priestesses of Lolth, nearly all of them are clerics
of Lolth. (Those few who are not are invariably other divine
casters or warlocks with strong connections to the Spider
Queen.) These matrons—along with their close female rela-
tives, who are also often clerics of Lolth—lead the members
of their house in religious observance, just as the priestesses
do for the community as a whole.

At the center of a house is a single-family unit, made up of
blood relations to the matron. It is from this family that the
house’s authority figures—priestesses, spellcasters, teachers,
military leaders, merchants, and the like—descend. It is quite
probable, in fact, that in the early days of drow history, these
powerful families made up the entirety of the houses.

This is no longer the case. Assuming they have not been
exiled, or have not chosen to secede, everyone with the slight-
est of blood ties to a house’s central family is now considered a
part of the house proper. Anyone who marries into the house is
considered part of the house. Most confusing for others study-
ing the drow, an individual—or even an entire family—can
also be “annexed” as part of the house, if the matron agrees to

supplant Lolth’s priesthood as the primary religious force in so-
ciety. These cultists are among the race’s greatest schemers, for
secrecy is not only vital to their success, but their very survival.

For a time, their greatest bastion was the infamous Temple of
Elemental Evil, and its recent destruction at the hands of adven-
turers has reduced the cult to its weakest state yet. It survives in
the darkest reaches of drow society, however, and slowly works
at rebuilding itself. A drow discovered to be a member of the
cult can expect immediate torture and execution, unless she has
something of substantial worth to offer in exchange for silence.

Some of the few sages that are intimately familiar with the
Cult of the Elder Elemental Eye suggest that the Eye itself might
be an aspect of the mad deity known to the surface-dwelling
races as Tharizdun (CD 123).




this. No tie of blood, or even of marriage, is necessary, though
those relationships certainly make such connections stronger.
If a house sees political advantage in claiming someone as one
of its own, and if that individual wishes to join the house, then
she is part of the house, pure and simple. These “adoptions”
involve rituals and ceremony of some sort, to show the com-
munity that the house has accepted a new member, but even
these displays are not essential.

Many houses wield influence in multiple communities.
For example, House Eilservs, at the height of its power,
had member families dwell-
ing in almost every major
drow city. Even today,
though its star shines
more dimly, the house
is represented in the
vast majority of com-
munities. Dozens or
even hundreds of sep-
arate families, related
tangentially if at all,
can make up asingle
house. Some of the
greatest houses pos-
sess thousands of
members and have
larger populations
than most drow
cities.

In some cases, a
house might have
more than one drow
who claims the title
of matron. If House
Inlindl has powerful
branches in the city
of Erelhei-Cinlu and
the city of Yvoth-Lened,
and both branches are led
by a powerful priestess of
Lolth, which priestess is
the true Matron of Inlindl?
If the two rarely interact, or
do so only through couriers and the
occasional emissary, both might claim
the title without negative repercussions.
In many cases, though, having more than one claimant to the
title of Matron Mother leads to civil war within a house; see
below for details.

HOUSE AUTHORITY

Why do houses hold so much power? The drow have no formal
or organized government, so it's not the dictate of law that
allows them to govern industries, districts, and even entire
communities. Rather, the political and social power of a house
is largely self-perpetuating. The family at the heart of a house
consisted of powerful drow to begin with. Some were priest-
esses, with all the authority that title implies. Others were

Even other priestesses lack the power
wielded by a house’s Matron Mother

military leaders, with numerous troops at their beck and
call. Still others were powerful merchants, whose slaves and
servants had final say over what products entered or left a com-
munity, or who controlled a valuable trade route. As always,
this authority belonged to those powerful enough to take it
and keep it, and these drow were powerful indeed.

As others flocked to it and the house expanded, so too did
its power. Even more merchants fell under its sway, grant-
ing the house that much more influence over a community’s

economic life. The house gained more soldiers, more priest-

esses, and more drow powerful enough to call in favors
or make demands of others. It is a simple and
irrefutable syllogism: The mem-
bers of a house have power,
and the members of a house
cooperate under the sway of
a single matron; therefore,
the house and the matron
have all the power of their
underlings at their beck
and call.
A moderately pow-
erful house can sway
the behavior of an
entire community. A
truly mighty one can
challenge all other
houses, and even the
priesthood, for what
amounts to dictato-
rial control over a
given region. If it
succeeds, its mem-
bers can enforce
whatever control
they wish—despite
the chaotic nature
of those they domi-
nate—for the simple
reason that no avail-
able force has the power
to refuse them.
This opportunity, of course, is
why a drow would wish to be a member
of a house, even though it means a life
of constant politicking, treachery, back-
stabbing, secrecy, and paranoia. With the power of a house to
back up one’s own authority, and its resources to draw on for
one’s own schemes, a clever and patient drow can accomplish
almost anything.

HOUSE INTERACTION

The power of the drow houses, like the power of specific drow,
waxes and wanes over the course of years. How well a house
manages to hold onto its influence depends in part on the
personal successes of its members, but also on how it handles
its interactions with the rest of society.
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Other Houses
Houses interact with one another almost exactly as drow
individuals interact with one another; they are very literally
a reflection in macrocosm of drow society. One great house
might ally with another; engage in economic conflict with a
third (perhaps by using its own merchants to undercut the
other’s profits); conspire to weaken a fourth by revealing that
its matron was briefly a member of the Cult of the Elder Ele-
mental Bye (possibly using manufactured evidence to frame
her); order the assassination of a powerful priestess who favors
a rival fifth house; and slowly amass troops for a sudden and
overwhelming strike on yeta sixth enemy house. This dizzying
assortment of plots wouldn’t even represent an especially busy
period in the house’s history, since these sorts of machinations
and manipulations occur regularly and constantly. Just as an
individual drow cannot hope to advance in society without
establishing authority over other drow, so too must the houses
constantly work to keep on top of their competition.
Alliances between the great houses are usually matters of
political, economic, or military convenience. Most are short-
term, lasting only until the involved parties have attained
a particular goal. The drow are more than willing to betray
their closest allies if doing so nets them a worthwhile advan-
tage. Such betrayals of one house by another have sometimes
resulted in civil war. (See War, page 30.) If two or more houses
find a political partnership more profitable than working alone,
however, such alliances can last generations, or even result in
the merging of two houses into a single entity.

The Priesthood

The attitudes of a given house toward the Church of Lolth
depend largely on who holds the power in that house. Where
the matron is also a formal priestess, the house might act as
little more than a political arm of the priesthood. Or the
matron might play both sides of the field, using her church
authority to quash enemies both inside and outside the
house, and wielding the power of her house to best rivals
within the church.

In most cases, however, a solid demarcation between house
and church does exist—even if the lines are faint. Although
houses might have an open rivalry with one another, any
conflict with the priesthood is subtle and secretive. In some
communities, a house might be so powerful that even the
church cannot move against it; in others, the priesthood holds
so much political authority that no house can challenge it. In
most cases, the balance of power is the result of a give-and-take
between the two institutions. A house cannot blatantly refuse
to acknowledge the priesthood for fear that the church might
declare it traitorous against Lolth and turn the other houses
against it. On the other hand, the church relies on goods over
which the houses have economic influence, and might require
the aid of some houses in enforcing the dictates of Lolth, so it
will not turn on most houses without extreme cause. Further, if
the priesthood should attempt to turn the community against
a house and fail (perhaps because the house holds so much
power that the other houses are unwilling to move against it),
the priesthood loses all credibility in the eyes of the community
and can never attempt such a show of force again.

Internal Interactions

Drow will be drow, and the monolithic, unbreakable face that
houses present to the world is a thin fagade, barely sufficient
to cover the writhing cauldron of scheming and betrayal
beneath. Houses represent the pinnacle of power for the
drow, and every house member wants to be the one in control
of that power. Various matriarchs—particulatly relatives of
the core family—lie, cheat, and murder to become the next
matron, and those farther from the heart of power do the same
simply to bring themselves to the matron’s attention. They
hope perhaps to receive a plum assignment or even simple
acknowledgment, which they can then pass off to others as
favor from above.

To maintain their influence, both over the community asa
whole and over their own members, houses have established
traditions and codes of behavior. A house might follow a
relatively precise hierarchy of ranking and seniority, or its
members might have to assemble for house rituals at specific
times. The house might determine a regimen of training and
education for its young, using them to bolster the family’s
needs. It might even have particular laws forbidding members
from engaging in certain activities: assassinations during
wartime, for instance, or cooperation with other houses on
personal projects. If a house has almost total control over a
community, it might even enforce these laws on others out-
side the house itself. These are drow houses, of course, and
the chaotic and ambitious nature of the race means that many
house members will not follow these strictures. Nonetheless,
the regulations remain in place, and the punishments for vio-
lating them are heartless and draconian. Torture is a common
penalty, and exile and execution are both viable options. In
this regard, house dictates are often the closest thing a drow
community has to a government or code of laws.

DUTIES AND BENEFITS

In simplest terms, a drow who belongs to a great house is
obligated to do whatever the matron, or another high-ranking
member of the house, requires of her. Depending on the situ-
ation, she might be ordered to undertake a journey, deliver a
message, construct an item, or even marry a political ally. Of
course, the individual can refuse, at which point the question
becomes whether the one giving the orders truly has the ability
to enforce obedience. If that authority figure is the matron of
the house, she almost always does, and the disobedient drow
is punished. Other cases might not be so clear-cut, and some
members of a house have been overthrown and replaced simply
because they lacked enough minions and personal might to
enforce their own edicts.

Drow houses have sufficient structure that they do not
assign random tasks to random individuals. A house member
has specific duties required of her by her position. A blademas-
ter, for instance, is responsible for teaching the art of combat to
younger members in times of peace, and leading house soldiers
into combat in times of war. A cleric must lead, or aid others in
leading, house rituals to Lolth, and ensure that all members of
the house are faithful in their devotion to the Spider Queen.
A wizard must study new spells, create items for house use, or
cast spells against house enemies, depending on her areas of



specialization and the current political climate. Even hunters
and adventurers, though they certainly seek to advance their
own standing, also quest to aid the house’s endeavors.

More mundane drow also work for the good of the house.
Shopkeepers and vendors sell goods brought into the com-
munity by house mercantile interests, and funnel the income
back into house coffers. Soldiers practice and train for the
day they are ordered to move against enemies of their house.
Drow houses are pragmatic, and they assign their members
responsibilities based primarily on their capabilities, putting
them where they will do the most good.

Where the houses vary is less in what they require of their

devote a bit of her time to the house when requested, and
is otherwise left entirely to her own devices. Other houses
require that their members work for them at all times; the
only personal objectives and tasks they can undertake are
those that also further the house’s own needs, allowing them
to achieve both at once. The most powerful houses lean toward
the latter option, making full use of their available resources,
but those houses also see the most political infighting and
deal-making as their members realign their personal goals
along house lines. After all, if one must spend all her time
working for the house, one might as well also gain as much
from that house as possible.

members, but how much. In some houses, a drow must merely

HOUSE AFFILIATION
The following table makes use of the affiliation system (PH2, Chapter 7). If you are not using this system in your campaign, ignore
the numeric values below, and simply judge advancement through the ranks by means of age, accomplishments, level, or whatever
method you think best.

When a character gains access to spells and equipment, it means the house provides that material for the duration of a single
endeavor. Although no formal limit exists for how often a member can do this, the DM should watch for abuse. A house grants its
favors to those who prove effective. If a character constantly achieves great wealth and power for a house, it assists her in further

endeavors far more frequently than it does a member who focuses primarily on her own objectives, or who regularly fails in her
tasks. On average, assume that this advantage is available at most three times per year.

Criterion Affiliation Score Modifier Immediate member of house’s central family? +8
Character level +1/2 PC’s level Male -20
Age +1 for each 20-year period spent as a member Participated in at least one military conflict
of the house (or since attaining adulthood, against an enemy of the house +2
if born a member) Publicly known to have passed at least one Test of Lolth  +2
Born into the house +2 1 These benefits overlap (do not stack) with each other;
Cleric or divine caster of Lolth' +5 apply the higher of the two if both apply.
Formal priestess of Lolth' +10 2 These benefits overlap (do not stack) with each other;

Distant but confirmed relative of house’s central family? +4 apply the higher of the two if both apply.

Affiliation

Score Title: Benefits and Duties

3orlower  Not affiliated, servant, or junior member with no benefits.

4-10 House Member: +5 circumstance bonus on Diplomacy, Gather Information, and Intimidate checks made
against other drow who hold a lower rank, or no rank, in a house. Can call on the house for assistance with
endeavors that directly benefit the house. Assistance will be spells and equipment equal to one-tenth of the
total equipment value for your level. Must contribute four-tenths of all adventuring/mercantile profits to the
house and undertake whatever tasks or quests the house demands.

11-20 Favored of the House: +5 circumstance bonus on Diplomacy, Gather Information, and Intimidate checks made
against other drow who hold a lower rank, or no rank, in a house. Can call on the house for assistance with any
endeavors. Assistance in house quests will be spells and equipment equal to one quarter of the total equip-
ment value for your level, or up to one-tenth total value on personal quests. Must contribute three-tenths of all
adventuring/mercantile profits to the house and undertake whatever tasks or quests the house demands.

21-29 House Scion: +10 circumstance bonus on Diplomacy, Gather Information, and Intimidate checks made

against other drow who hold a lower rank, or no rank, in a house. Can call on the house for assistance with any
endeavors. Assistance will be equal to one-quarter of the total equipment value for your level. In addition, you
gain Leadership (DMG 106) as a bonus feat; all your cohorts and followers are drow. Any cohorts or followers
who are lost are not replaced until you gain further status in the house. Must contribute two-tenths of all
adventuring/mercantile profits to the house and undertake whatever tasks or quests the house demands.

30 or higher House Noble: You are one of the most powerful house members, likely a matriarch or military general, and
have the ear of the matron herself. +15 circumstance bonus on Diplomacy, Gather Information, and Intimidate
checks made against other drow who hold a lower rank, or no rank, in a house. Can call on the house for assis-
tance with any endeavors. Assistance will be equal to one-quarter of the total equipment value for your level.
Any followers you gained through your bonus Leadership feat, but have since lost, are now replaced, and fur-
ther losses are replaced at the rate of one individual every 1d4 weeks. The house no longer demands tasks of
you, but you should still work on its behalf to keep its strength and yours at its peak.
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Although the obligations of house membership are substan-
tial, the benefits are equally so. The specifics vary from house
to house, just as do the duties, but certain advantages are, if not
universal, at least quite common. All drow respect and fear the
power of the houses, so house membership offers advantages
to social interaction in the form of skill bonuses. Rivals who
might not think twice about sabotaging or assassinating a par-

a great house, for fear of reprisal. (The drow in a given house
might constantly fight each other, but they frequently band
together in the face of outside aggression, and a house rarely
lets an insult or attack go unanswered.) Although the house
demands a portion of its members’ income, it also provides sup-
plies and equipment for house-mandated activities and even
for some personal endeavors. Most important, the house can
provide other resources, such as ancient lore, intelligence, and
even (in some cases) soldiers or other assistants. Precisely how
thoroughly an individual can draw on these resources depends
on her status within the house, but even the lowest-ranked
members can often beg some small amount of help.

For an example of how a specific house might view the
duties and benefits of its members, see the House Affiliation
sidebar on page 23.

Roleplaying Application: Consider every quest or
endeavor you undertake not merely in terms of how it benefits
you, but how it advances the house. This attitude doesn’t stem
from feelings of loyalty—that term is practically meaningless
to drow—Dbut because you understand that the stronger your
house grows, the stronger you grow, and that the more you
provide for it, the more you can ask of it in exchange. You think
in terms of houses and families when considering even non-
drow politics, and are often surprised at the relatively small
sizes of other races’ noble families. You think less of those who
would claim authority without a house or similar institution
to back them up, and you might even fail to recognize their
authority at all until forced.

FAMILY UNITS

Most humans are familiar with the saying “Blood is thicker than
water,” representing that race’s philosophy that one can always

PREGNANCY, BIRTH,

AND CHILDHOOD

The drow are notably more fertile than are their surface-dwell-
ing cousins. They become pregnant more easily and have a
slightly shorter gestation period.

The drow do not believe in using magic or anything more
than basic herbal medicines to aid a mother through the pain
and danger of childbirth. Should she die in the process, she is
clearly too weak to contribute further to the race anyway.
Once drow children are born, they are raised by servants
(drow parents rarely spend much time with their offspring) in
communal living areas used by families or even entire houses.
Drow children are no less temperamental than drow adults, and
are in fact encouraged to resolve their difficulties through vio-
lence. If a child is not strong enough to survive and thrive in this
environment, well, better that it not live to an equally violent

ticular drow might hesitate to do so if that individual is part of

turn to the unbreakable bonds of family. The drow have a saying
about family, too. Roughly translated, it states, “In a female’s
own home, she knows where the knives are hidden.”

It would be easy to assume that the drow do not value family
ties at all, and that they treat their own relatives as viciously
and cavalierly as they do others of their race. This conclusion
is not entirely accurate. It’s true that most drow feel, at best,
only slightly more affection for relatives than they do for
others, and that members of a given family might hate and
scheme against each other as thoroughly as they do anyone
else. Sibling rivalry among drow, for example, often results in
actual bloodshed. Most drow, however, do not betray family
members without good reason, and when they seek allies in an
endeavor or protection from outside threats, they often turn
to their relatives first. This tendency stems not from any true
sense of endearment so much as from simple logic. A drow
knows members of her family better than she does others,
and so has at least a somewhat better understanding of their
goals and secrets. Further, since families focus on a particular
arena of influence—commerce and trade, magic, soldiering,
stonemasonry, blacksmithing, or what have you—the odds are
good that what advances one member of a family advances the
family as a whole. For instance, if a family is well known for
producing military leaders, then advancing one of its members
to the head of a house’s guards raises the esteem of that family
in the eyes of both the house and the community at large.

Most drow families consists of everyone in a direct line
of descent from a single individual and relatives removed by
only a single step. That group would include grandparents
and parents, children and grandchildren, nieces and neph-
ews, brothers and sisters, aunts and great-aunts, uncles and
great-uncles, and first cousins. Some families go farther afield,
claiming more distant cousins, aunts several generations
removed, and the like. A family that is part of a house is more
likely to extend itself—at least for the sake of skilled or impor-
tant distant members—than one that is not. In some cases,
an appropriate marriage can bring two families together into
one larger unit, but in most cases the male is simply subsumed
into the female's family line. The head of a family’s household
is usually the eldest matriarch.

adulthood. Perhaps spurred on by these hostile circumstances,
drow children develop much faster than other elves—almost as
swiftly as humans, in fact—often beginning schooling as early
as age eight or ten.

Drow schooling is heavily focused. Although the children
receive a sufficient grounding in all the basics of learning, they
are trained primarily in the drow faith, as well as in one or two
other areas for which they show both an aptitude and an inter-
est. Once they have reached adolescence (at about age 20, by
which time over a third of them have been murdered or sacri-
ficed), their training shifts from a group endeavor to appren-
ticeship with a single mentor. Assuming their mentor doesn’t
slay them for some minor infraction, they eventually become
skilled enough to adopt their trade on their own—which often
involves competing with other apprentices to take the mentor’s
place when she dies.
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Within a house, families rise and fall in stature just as spe-
cific individuals do. The matriarchs and other family elders
might work together to topple or discredit another family,
hoping to rise in the Matron Mother’s esteem. The action
of a specific individual can impact the station of a family as
a whole. A drow who obtains a position of great authority
within a house lifts her family up by association, and one
who is punished or exiled leaves an indelible stain upon the
reputation of her bloodline. In extremely rare cases, one
family might take the place of the house’s central family, an
event that can alter the entire political identity of the house
in question. (Such an event has occurred once in recent his-
tory, when the central family of House Eilservs—secretly
worshipers of the Elder Elemental Eye—were removed from
power by a bloodline loyal to Lolth.) In some of these cases,
the house changes its name, adopting the appellation of the
new central family, but most of the time (including House
Eilservs) it keeps the old name simply for the sake of com-
munity recognition.

Although house families seek to advance both their own
agenda and that of the house proper, the two do sometimes
come into conflict. One house family might decide to move
against another family during a time of crisis, an act that
would weaken the house’s ability to face the external threat.
Similarly, a family might conspire with members of an outside
house or the priesthood to weaken a house’s central family, in
the hope of taking its place, though this step would leave the
new house in debt to an external power.

Obviously, drow are expected to report such disruptive
ambitions to the house, allowing the matron or her proxies to
deal with the problem. Whether a drow chooses to inform, of
course, is a matter of whether they believe they can personally
benefit from the act. If a member of the family thinks it is to
her advantage to collaborate with the schemes, she does so;
if she thinks there is more benefit to turning in her relatives,
well, power really is more important than family.

Individual drow who threaten or betray a house can be tor-
tured, exiled, or slain, but it’s a bit harder to punish an entire
family tree (or “family web,” as the drow think of genealogi-
cal diagrams). If a family makes a power grab and fails, their
resultant loss of respect, influence, and economic advantage
is often penalty enough. In other cases, however, the house
might actually expel the family from its ranks, or even—in a
few rare cases—slaughter the bulk of them in a sudden over-
whelming offensive and make the survivors into slaves.

A FINAL WORD ON DROW SOCIETY

By this point, some of you might be wondering how drow
society has survived at all. How can a culture this sadistic,
this prone to betrayal and infighting, this bereft of any legal
or moral code, possibly last for more than a few generations
without obliterating itself?

The truth is, it can’t. Drow society is absolutely and utterly
nonviable. By all rights, it should have murdered itself into
oblivion eons ago.

It is only the will of the goddess Lolth that prevents this
circumstance from coming about. The Spider Queen likes
her drow just as they are—violent, vicious, murderous, and

treacherous. It suits her for their society to continue in this
manner, and so continue it does.

Lolth works her will partly through her church. If a single
house, a single family, or even a single drow grows so violent
and dangerous that it threatens to tear down the community
as a whole, Lolth sends signs of her displeasure to her priest-
esses. They, in turn, move to squash the troublemaker, often
recruiting the aid of other houses and families (who are usually
all too happy to gain the favor of the priesthood and eliminate
a dangerous rival in one fell swoop).

The Queen of Spiders is not a subtle or patient goddess,
however, and if she feels that her priestesses are unable to
take effective steps in such a matter, she steps in directly. As
much as she encourages infighting and bloodshed, she grows
wroth indeed at drow who threaten to collapse their entire
precarious social system. These drow often begin receiving
divine visions ordering them to cease their destructive actions.
Should they refuse—or should Lolth just not be in the mood
to offer a warning—they might be abruptly stripped of their
powers, attacked by endless swarms of arachnid monsters,
diseased, physically deformed, transformed into driders, or
simply and inexplicably dead.

DROW LIFE

Drow life consists of more than plotting to step on one’s
neighbors and competitors. In fact, the “common” drow allots
a relatively small amount of time to scheming, leaving the
political and religious elite to spend almost every waking hour
in such matters. Like other races, the drow seek to excel in
personal pursuits, from obtaining enough wealth to live com-
fortably to mastering a favored form of art. Granted, all these
efforts must be undertaken with at least one eye perpetually
open (lower-caste drow plot, scheme, and assassinate less,
but “less” isn't “not at all”). Nonetheless, this vigilance still
leaves sufficient time for the development of a rich culture
and lifestyle.

A few aspects of drow life strongly differentiate it from sur-
face cultures. Firstand foremost is the drow sense of time—put
shortly, they don't have much of one. True, drow are quite
precise when it comes to coordinating a military strike, arrang-
ing a clandestine meeting, or performing a religious or magic
ritual. In a larger sense, however, they tend not to divide the
day into formal intervals, and even the concept of “day” itself
varies from drow to drow. Dark elf culture is unconstrained
by the rising and setting of the sun. A drow shop is open for
business at whatever hours its proprietor chooses to operate
it; drow rise whenever they choose, or whenever their duties
and masters require them to do so.

Obviously, a group must have some means of coordinating
events to function as a community. A few drow cities use magic
timekeepers—pillars that glow in set patterns or intervals,
precisely timed chimes, or the like—but most simply rely on
the Church of Lolth. The priesthood holds regular rituals to
the Spider Queen, and they use various signals—often horns,
bells, or sacrificial shrieks—to indicate when a rite is begin-
ning. Most drow choose to begin their “day” at one of these
times, purely for convenience.



Similarly, the drow have no innate concept of seasons.
Thus, their daily routine does not change over the course
of the year. Farmers grow various fungi and deep-dwelling
vegetation constantly, and ranchers never cease herding
rothé (cattlelike creatures bred to thrive underground; see
page 157), giant lizards, monstrous spiders, and other beasts
used for food and/or labor.

One constant in the life of any drow is the ubiquity of
spiders and other arachnids. This is not merely an aspect of
art and architecture, but an actual fact: Swarms of real arach-
nids, both normal-sized and monstrous, dwell within every
drow community. They hang from roofs, scuttle across roads,
build webs in common rooms, and adorn walls like decora-
tions. Though this situation would highly disturb most other
individuals, the drow are absolutely comfortable with it and
don't give this state of affairs much thought. It is as natural to
them as grass is to surface elves. The drow suffer surprisingly
few bites—perhaps through the grace of Lolth—even though
many of these arachnids are venomous and irritable. A drow
who is bitten usually assumes she is either being punished
for some minor infraction or being tested. The drow have no
particular taboo against killing spiders, but they don’t make
a habit of doing so for no apparent reason.

In fact, despite (or perhaps because of) their reverence for
these arachnids, spiders make up a regular portion of the
drow diet. They are rarely the main course, but are instead
consumed as a symbolic portion of the meal, usually at the
beginning—almost the equivalent of asking Lolth’s grace.
Beyond this, the drow diet consists of numerous fungi and
lichen; meats from rothé, lizard, and other subterranean crea-
tures; and, on occasion, the flesh of humanoid slaves. Drow do
not eat other drow, but beyond that, they do not consider the
consumption of humanoids to be cannibalism. A surface elf,
ahuman, a goblin, ora grimlock is an inferior creature, useful
only as a slave or other beast of burden; if such a creature is best
used as a supply of meat, why would the drow even hesitate
to utilize them as such? They do not frequently feed on other
humanoids, not out of any moral objection, but because it is
easier to breed other animals for food and because humanoids
are usually more useful in other capacities.

LEISURE

Drow do spend time in relaxation and leisure. For the upper
classes, much of this free time is spent in debauched pursuits
that feed their lust for violence, while others engage in sports
and games not dissimilar from those of the surface races.
Despite their innate distrust for one another, high-caste
drow enjoy throwing and attending the occasional feast or ball.
Such events are usually held under the guise of a celebration
for a particular event or victory, or even on a religious occa-
sion, but quite often it is the gathering itself that is the true
purpose. At these festivities, drow reaffirm both alliances
and enmities, take the opportunity to size up the (apparent)
success and wealth of their rivals, and attempt to eavesdrop
on conversations and solicit useful rumors. Overt violence is
frowned upon at such events, but the occasional back-room
murder or poisoning is not unheard of. These parties, though
popular, are rare, since putting that many powerful and com-

peting drow in one place is a recipe for disaster. Most drow are
too paranoid to attend more than one every few years.

Potent wines, brewed from underground fruits, mushrooms,
and fungus, are quite popular among the drow. Almost as well
loved are various herbs and incenses that, when consumed or
burned and inhaled, cause euphoria, hallucinations, or trance
states. Some drow consider these sensations akin to a religious
experience; others simply enjoy them for their own sake or
because they allow for a temporary loss of control and inhibi-
tions. (Not that drow are terribly inhibited to begin with.)

When they go out on the town, as it were, richer and more
powerful drow often enjoy observing a wide variety of events at
the community’s arena. These events include such (relatively)
innocuous spectacles as giant lizard or spider races, though
these often involve the capture of humanoid prey at the end
of the course. Gladiatorial duels, though not as popular as
they are in some surface communities, arise from time to
time. The drow watch plays that reenact famous triumphs,
often with slaves or prisoners forced to act out the parts of
all the characters who die—and who are actually slain in the
course of the performance. They might even gather to watch
a famous torturer practice her art, or the priestesses conduct
a particularly creative sacrifice. These events often involve
brand-new contraptions with features such as slicing blades
or dripping acid. Or the event might showcase a magical
enhancement that allows the drow to partake of the victim'’s
thoughts and memories as he suffers. All these gatherings
attract traveling bards, jugglers, vendors, and anyone else
seeking to make some coin by amusing the audience. (Those
who fail to amuse their clients sometimes find themselves a
part of the next performance.)

The drow have a strong literary tradition, mostly involv-
ing the fictionalized retelling of historical events or religious
myths. Reading is a popular pastime among drow of all social
statuses, and many seek to learn how to succeed in life by
studying their historical and fictional forebears.

Finally, the drow have several sports and board games in
which they compete against one another. The sports often
involve stealth and physical prowess, like a strange combina-
tion of capture the flag and hide-and-seek. Their most popular
board game is a tactical game called Shelza Ir. It superficially
resembles chess, though the board is far larger. The two oppos-
ing sides do not have an equal number of pieces, but they do
have an equal point value. The more valuable a piece is, the
farther it can move in a turn, and the more unusual maneu-
vers—such as moving diagonally, or jumping other pieces—it
can make. When a piece captures an enemy piece, it not only
removes it from the board, it gains a portion of the enemy’s
value, raising its status to a more powerful piece. Under cer-
tain circumstances, a player can actually capture one of his
own pieces, removing it from the board but granting some
of its points to the victorious piece—thus teaching even the
youngest of drow tacticians the benefits of sacrificing a por-
tion of one’s own forces for a larger gain.

ARTS AND CRAFTS

Most drow art incorporates some degree of religious symbol-
ism. It might represent Lolth or some sort of arachnid, or it




might depict a powerful ancestor of the artist. The drow are
fond of abstract weblike patterns, and rarely create landscapes
or still-life images. Even when the images are not abstract, they
are relatively simplistic.

The overwhelming majority of drow art has some three-
dimensional or tactile component; sculpture, statues,
embossing, and engraving are all popular. Simple painting
is considered a far lesser art form, a mere intermediary step
toward “true” artistic ability. Sculptures and paintings both
tend toward black, white, and shades of gray. Color is rare in
drow artwork, for the simple reason that the art is often cre-
ated and/or displayed in the darkness, visible by darkvision
only. When a drow does include color in a piece of art, it is
frequently intended to alter the meaning of the image. For
instance, one famous artist was best known for an image of
drow priestesses sacrificing surface elf maidens clad in grasses,
flowers, and everything else the drow associate with surface
weakness. When viewed in the light, however, what appeared
to be the shadows of the priestesses over the victims turned
out to be the victim’s skin, as dark as any drow’s. This suggests
that the artist was equating some drow—perhaps a political
rival—with the elves of the surface.

When they create jewelry, the drow do so to show off wealth
(and power, by extension), not to be attractive. Dark elf baubles
are quite gaudy by surface standards, made of precious metals
and containing far more gemstones than a human or even a
dwarf would feel comfortable with.

Drow architecture is functional first, with aesthetics consid-
ered a distant second priority. The primary exception to this
rule is, as might be expected, imagery of spiders and Lolth. All
temples, most public buildings, and many private residences
are replete with such images, because nobody wants to be
accused of being insufficiently faithful.

Perhaps the strangest of drow art forms is their music. The
children of Lolth enjoy strange, prolonged, wavering sounds that
other races consider unappealing or even uncomfortable. These
often seem atonal at first, but when
combined through the
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proper techniques they produce a symphony of alien, haunting
appeal. The dark elves possess a variety of unique instruments,
including the vazhan-do, a complex lute with sixty-four strings
that can be plucked swiftly for a torrent of notes, or bent slowly,
producing a ghostly wail; and the ezhirkiri, a wind instrument
that transforms the air blowing through it into the sound of
agonized, yet strangely melodic, shrieks.

TECHNOLOGY AND MAGIC

Even though the drow consider magic a normal part of every-
day life, they are also a remarkably high-tech society when it
comes to mundane arts and sciences. These cunning people
know far better than to rely entirely on magic; not all of them
are skilled in that field, after all, and as magic-resistant crea-
tures themselves, they know that even the most powerful
spellcaster cannot always attain a desired goal.

Much of drow technology is focused on stealth, secrecy, and
miniaturization. Itis believed that the drow developed the first
hand crossbows, and their arsenal also includes spring-loaded
dagger sheaths and telescoping blades. Their arms, armor,
and fortification are based on the same techniques used by
the surface elves (including their penchant for mithral), but
they have evolved to make use of more stonework and heavy
metals after generations underground. Although the drow
appreciate an attractive tool or weapon, they are far more
concerned with functionality and, when appropriate, ease of
concealment, than they are with appearance.

The drow are masters not only of metallurgy, but of stonema-
sonry, engineering, and alchemy as well. They are particularly
skilled at the art of brewing poisons, and a single drow com-
munity might include a wider variety of toxin samples than
an entire nation of surface-dwellers. Many of these poisons
utilize spider venom as their primary ingredient, but venom
extracted from animals, fungi, plants, or any other source is
also a common baseline. As might be expected, the drow are
almost as skilled with antidotes as they are with poisons, and
sometimes the winner of an interhouse conflict is the one
who first comes up with an obscure poison for which the
other lacks an antidote.

Many drow throughout the years have been truly
inspired alchemists and inventors. One or more
drow have possessed the secret of spring-and-cog-
driven clocks, tinderless lighters, moveable type,
black powder, and even (briefly) very primitive
steam-powered pistons. The individualist
nature of the drow, combined with their con-
stant exposure to conflict, inspires creation
and discovery at almost the rate of the human
race—sometimes even faster. Those same fac-
tors prevent drow from sharing their discoveries
with others, and such wonders are frequently lost
when the inventor’s enemies learn of her new
innovation and strike before it can be turned
against them. Every one of the above examples,
and more besides, have been invented over and
over throughout drow history, only to be lost and for-
gotten just as often.



The drow attitude toward magic is blasé, at least as other
races might see it. To the drow, magic is just another science
orart: a part of the world no less natural than any other, albeit
one that follows different rules. The drow make frequent use
of magic in everyday life, putting it to such utilitarian pur-
poses as lighting, transportation, and security, or using it to
their advantage in politics and in war. Other races might use
magic equally as often, but they do not view it as natural the
way the drow do. This idiosyncratic attitude among the drow
likely springs from their innate magical abilities. After all, if
even an untrained and unskilled drow has access to magic, it
must be an ordinary part of the world.

Of course, the fact that the drow are both naturally magi-
cal and naturally resistant to magic causes them to think
that they are, by definition, the world’s greatest magical
practitioners. This attitude leads to an urgency and com-
petitiveness among their magical researchers that dwarfs
the machinations of their mundane scientists. Drow are con-
stantly seeking to create (or steal from other races) the next
great spell, one to use against current rivals and intimidate
potential enemies. As borne out by their technology and
architecture, the drow are great believers in function over
form. A minor spell that’s pretty to look at is valuable only to
entertainers, but a new spell that allows a spy to see through
the eyes of a spider, or rips the kidneys from an enemy, is
truly worthwhile. Even when researching and creating
new spells, however, the drow don't see what they’re doing
as particularly special. They are simply creating new tools,
like any other inventor.

The drow appreciate magic that plays upon their racial
strengths and bolster their weaknesses. Spells that increase
their immunities or broaden them to cover effects not nor-
mally subject to spell resistance are popular topics for research.
Similarly, spells that enhance their racial spell-like abilities,
increasing their power and range or transforming them into
other effects, are also frequently subjects of experimentation.
To date, however, the drow have had more success in develop-
ing new techniques of training and concentration along these
paths than they have had in creating new spells. See the New
Feats section, page 47.

The drow see little distinction—certainly less than other
races—between the arcane and the divine. They acknowl-
edge that the two forms of magic function differently, but
they believe that they ultimately flow from the same source.
Magic represents the ongoing influence of the gods (especially
Lolth) in the natural world. Mortals might learn various ways
of manipulating that influence and harnessing those energies,
but they are, at their core, the same energies. The only reason
the drow favor the divine over the arcane is that the former
requires the grace of Lolth, and thus indicates that its practi-
tioner holds some favor with the goddess.

The drow are enormous believers in the efficacy of magic
items and weapons, and a large fraction of their casters spe-
cialize in the creation of such goods. Minor magic items are
bought and traded with little fanfare in drow bazaars, treated
like any other commodity. More potent items are eagerly
sought by matriarchs, priestesses, and adventurers alike. For
generations, the drow utilized a process that caused their

magic items to disintegrate when exposed to sunlight, in
the hope of making them less attractive to potential thieves
and invaders. This practice has all but died out in modern
times, partially because it didn’t function as a deterrent, and
also because many drow found their campaigns against the
surface races hampered by the time limits such items placed
on their activities.

A few male arcanists have obtained such a potent mastery
of the mystic arts that they are accorded great respect, and
even some true political power, in drow society. Although
the female elite resent such individuals, not even the priest-
hood or the houses are willing to ignore the value a mighty
wizard or sorcerer can offer as an ally—or the devastation he
can cause as an enemy.

LOVE

Most of the trappings of love in drow society are better defined
as either lust or politics. Drow seek to sate physical desires
with whatever partners arouse their attentions; the culture
does not, in any real way, associate sex or reproduction with
love, or even necessarily with marriage. Drow seek to slake
their lust with partners of lower status—so as not to imply
that they have given in to a drow of higher station—and
rarely with members of an enemy house or family, for fear
of compromising their position. Beyond these limitations,
however, anything goes.

Marriage is primarily a political or financial arrange-
ment. Drow marry to formalize alliances, to combine family
resources, or—in some cases—to cement their dominance
over a weaker ally or companion. No stigma is attached to
children born out of wedlock, but a child born of a marriage
has a stronger claim to her parents’ wealth and power if some-
thing happens to the parents. Thus, some drow marry before
procreating, to ensure that everything they have achieved
remains in the family line.

Most drow marriages are monogamous, not due to moral or
religious doctrine, but because few drow are willing to allow
more than one other individual that close to them on a regu-
lar basis. A few drow marriages do involve multiple partners,
however. These arrangements usually involve a single drow
female taking numerous male partners, but other combina-
tions are not unheard of.

Although such an occurrence is rare indeed, some drow do
fall in love with other drow—or, although it happens so rarely
that it's practically a myth, members of some other race. For
the drow, who are accustomed to thinking only of their own
good, the sudden urge to consider someone else’s well-being isa
strange and frightening experience. Many drow react violently
to love, seeking to destroy the object of their affections before
they are further “corrupted” by the odd sensations.

Those who don’t become violent usually make every effort
to either impress or dominate the object of their affections,
depending on their relative social standing. A drow in love
with someone of a higher status seeks to increase her own
authority, hoping her desired paramour will notice her and
consider her worthy of an alliance, or at least of increased
socialization. If the smitten drow is of higher status, she often
seeks to acquire the object of her affection as a servant or slave,




for even the most loving drow sees little difference between
intimacy and possession.

The rarest event in drow culture is when two drow share
affection for one another equally. The number of loving part-
nerships throughout drow history can probably be counted ona
single drow’s fingers, but they often become an almost unstop-
pable force in society. Two drow willing to combine efforts
and resources to that great a degree, particularly if they have
influence in different but synergistic areas of society, are potent
indeed. However, because even the most loving drow can never
fully trust one another—it just isn’t in their nature—these rare
couples often fall apart under the weight of betrayal, or even
suspicions of a betrayal that never actually occurred.

WAR

The drow have a saying regarding the waging of war. “If you
allow the enemy to strike back, the first battle is already lost.”
The drow do not believe in large, overt confrontations, with
soldier meeting soldier on the field of battle, arrows and spells
flashing by overhead as spear meets shield and sword meets
sword. They'll fight that way if they must, but they greatly
prefer tactics that involve stealth, surprise, multipronged
assaults, or sabotage—anything that allows them to win a
battle before the foe has an opportunity to retaliate.

Almost all drow learn the basics of combat during their
schooling—the better to survive in their violent society—but
only a few of them study warfare, strategy, and tactics to a
professional degree. The drow instinct for self-preservation
discourages them from becoming career soldiers, so those who
do are valuable commodities: Many obtain surprising amounts
of influence with a house or the church, or make a good living
as mercenaries. Military officers train not only in standard tac-
tics of siege and battlefield confrontation, but in techniques of
covert troop movement, counterintelligence, and diversionary
tactics (up to and including the sacrifice of one’s own person-
nel). Drow tactics involve mundane weapons and magic in
equal measure. If given the resources, they are as likely to use
teleportation as a means of infiltration as anything else. Their
strategies usually involve small, carefully placed strike teams.
These highly skilled units carry out assassination or sabotage,
and often reduce or eliminate the need for a larger force.

When drow do wage war, they focus their might primarily on
the opposition’s officers and rulers, making every effort to behead
the opposing leadership and thus render the army ineffectual.
Barring that, they target supply lines or poison food stores, resort-
ing to direct confrontation only when all else has failed.

THE FIGHTING SOCIETIES

Among the fiercest, best trained, and deadliest of drow warriors
are the members of the fighting societies. These forces, divided
into male and female battalions, are the primary military arm of
the Church of Lolth. Each fighting society is made up of units
contributed by the great houses, for use by the priesthood as
it sees fit. This system allows each house to maintain a pres-
ence in the church’s power base, while allowing the church to
maintain an equal balance of power between houses. Officially,

Drow prefer to be the aggressors in any military action,
and their strategies are designed with offense in mind. When
faced with an attacking force, they still attempt to make use of
smaller groups as described above, but they are far more likely
to field a large force of troops—if only to delay the advance
while their operatives work, or while the drow leaders retreat
to safer, better-hidden locations. Some drow fortresses have
no viable mundane entrance and require magic to access.
Although this method of construction makes supplying the
fortress difficult, many drow have found the effort worthwhile
when an enemy proved incapable of breaking in.

The greatest problem the drow have with fighting a defen-
sive battle, as opposed to an offensive one, is determining who
is in command of the war effort. Drow do not have standing
armies that answer to the community itself; all military forces
belong to a house, the priesthood, or other private factions. Most
drow attacks are launched by a specific house, or at the instiga-
tion of the church, and thus have a clear chain of command.
Conversely, more than one drow city has fallen to aggressors
because local houses could not cooperate sufficiently to coor-
dinate their soldiers, even in the face of outside invasion. The
best-defended drow cities have a house (or two) potent enough
to force the others into obedience, or a priesthood strong
enough to assume citywide command for the duration of the
assault. A few forward-thinking communities even have treaties
in effect between the church and the major houses, dictating
who controls what in the event of outside attack.

The majority of drow warfare consists of battle against other
cities—be they drow or other races. Sometimes, however, the
constant spying, sabotage, and assassinations between rival
houses erupts into civil war within a city. This sort of conflict
can easily destroy an entire community if it is allowed to drag
on; thus, the drow have very strict customs for dealing with civil
wars. If one house can destroy another in a single overwhelming
attack, the community assumes that the victim was weak and
ripe for takeover. In this case, the victorious house is entitled
to the spoils of war, including the resources of the fallen house
and the right to take its surviving members as slaves. Should
a house’s offensive fail to destroy another house immediately,
however, the other local houses and the priesthood of Lolth
collaborate to aid the target house in destroying the aggressor.
This action ensures that no civil war lasts longer than a few days
in any drow community, and that no house launches an open
attack on a rival unless it is certain it can win.

The vast majority of drow soldiers (and, for that matter,
hunters and adventurers as well) are males. Female drow have

the fighting societies are loyal to the priesthood of Lolth above
all other considerations. In practice, fighting society soldiers
are rarely asked to participate in actions against their native
house, for fear of which way they might turn in such a conflict
of interest. Instead, the fighting societies defend the commu-
nity or enforce church dictates against independent families,
individuals, rogue religious sects, and houses too small to have
contributed soldiers.




other avenues to power that are quicker and relatively safer.
Military rank is one of the few positions of real power available
to male drow, making it a favored goal of the gender. That said,
many drow soldiers, hunters, and adventurers don’t necessar-
ily seek authority, but simply relish the opportunity to thrive
away from their domineering female relatives.

For more on how drow conduct themselves in combat, and
on specific battle tactics, see Drow Tactics, page 42.

Drow who die in disgrace are of ten hung from the walls of their
homes, dishonoring their families as well

DEATH

Death is not a glorious end to a life of accomplishment. It is
not the doorway to some idyllic paradise in Lolth’s domain. It
is not a reward of rest earned after centuries of travail. Rather,
death is the ultimate defeat that strips a drow of her hard-earned
position and possessions, granting them to others who are far
less worthy. Death is the fate of prey, not predator; it is the final
and eternal declaration of weakness.
The drow instinct for self-preservation is a powerful one.
It drives them to survive at all costs, yet advancement in
drow society requires risk—including, at times, the risk of
life itself. Much drow scheming is a careful balancing act, a
measure of risk versus reward. If a scheme’s failure threatens
death, most drow undertake it only if the benefits are truly
substantial. Drow do not, under any circumstance, believe
in self-sacrifice—Dbetter to sacrifice a dozen allies than to die
oneself. It can be satisfying to watch an enemy suffer, but true
victory is attained only with that enemy’s death. Anything less
is transitory. Drow frequently not only slay their rivals but
utterly destroy the bodies, to make any form of resurrection
difficult if not impossible.
Drow almost never die of old age, and they do not bury or
entomb their dead. Those who do not fall in battle or at the
hands of other scheming drow are often selected as sacrifices
to Lolth. After all, if a high-level drow is growing old, what
greater purpose has she left to serve? Drow who die of old age
or natural causes are considered shamed for their failure to die
in Lolth’s service. Their bodies are left to rot, or hung from their
family’s home with webbing as a sign of disgrace. Many
drow cremate relatives who die in this fashion—not out
of respect, but to hide the evidence.

Undeath

Drow do not inherently shun the undead as many
other races do, though they do not particularly enjoy
their company either. They consider undeath a poor
state of existence, since it strips drow of their inher-
ent racial superiority, but they do respect the power
and will of one who is capable of remaining beyond

death’s call.

DROW HISTORY
AND FOLKIORE

Although the drow are nearly as ancient as the surface
elves—or even older, according to one of their various
origin myths—their ancient history and folklore is

rather sparse. This stems from the fact that drow aren’t

especially concerned with their people’s past, except

when it influences their present and future. They study
ancient victories to replicate them, defeats to avoid them,
and famously successful drow to emulate them, but that’s
essentially it.

For all that, the drow do have a body of legend and
folklore they study and repeat to one another, even if it’s
smaller than one might expect from so old a race. Many of
their myths are similar to those of the surface elves—albeit
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with a different perspective attached to them—and others
are unique to the drow.

Roleplaying Application: You're not much interested in
what's gone before, unless you can learn or somehow benefit
from it. When you feel you can gain an advantage by studying
the past, you do so fervently, determined to unearth details
missed by others. You scoff at elves’ myths and tales, for you
know the truth about such matters.

DROW MYTHIC ORIGINS

It is perhaps unsurprising that a race as chaotic and wide-
spread as the drow cannot agree on a creation myth. No
fewer than three such myths vie for dominance throughout
their society. Two of them are somewhat familiar to surface
sages who study the drow, and the third is largely unknown
outside the drow except to a very rare few—some of whom
believe that the surface elves might themselves have helped
to keep the secret.

All three myths agree on some basic points. In an age before
recorded history, the elves and the drow were one people who
worshiped a pantheon of deities called the Seldarine. Some-
thing happened to sunder the elf nation: an event that tore
both the mortals and their pantheon apart, setting the elves
to dwell in the forests and other natural regions above, while
the drow made their homes in the darkened caverns below.
The elves, of course, have their own version of this tale (which
can be found, among other places, in Races of the Wild). The
drow, depending on their community, family, and individual
preference, believe one of the following.

Expulsion of the Drow
In the first primeval days of the world, the elves were already
old. They dwelt in the first cities, and they watched with curi-
ous and unaging eyes as other races appeared and began to
walk the fields, climb the mountains, and hunt the great and
endless woods. Among these races were the humans, capable
of changing and adapting to almost any environment, and
the orcs, who though bestial were warriors of great strength
and savage cunning.

The gods, too, watched the growth of these other races, and
some grew concerned. They took no action, however, for even
then the elf deities were chaotic and individualistic, with no

1 Note here that in drow mythology, Lolth was always Lolth. The
elves name her “Araushnee,” and claim she was Correlon’s
consort before turning to evil, only taking the name “Lolth”
after the elf/drow schism. The drow, of course, believe none
of that. Lolth was always the strongest and most dominant
of the pantheon, and she was, ever and always, Lolth.

2 It's interesting that Lolth is deceived here, since although the
drow do not consider their goddess infallible, their surviving
mythology rarely speaks of any of her faults or blunders.
Scholars believe that the priesthood (and Lolth herself) has
allowed this event to remain a part of drow legend not to sug-
gest a weakness in the deity, but to always remind the drow
how convincing and conniving Corellon Larethian can be.

true leadership or guidance among them. One day Lolth (see
sidebar, note 1), strongest and wisest of the elf gods, approached
Corellon Larethian, for he was the most charismatic and con-
vincing of the Seldarine. “The other races have not the life span
of our children,” she told him, “but they grow far, far more
numerous. They are quick to learn and adapt, where our elves
are slow and set in their ways. They are swift to battle, where
our elves seek only the best and most beautiful in life. They are
strong, where our elves are weak. Let us, then, spread wisdom
and skill among the elves. Let us teach them to hold what we
have given them, to not only survive the coming of these new
races but to dominate them, since we always intended them
to be the masters of the world we provided.”

But Corellon Larethian was a vain and foolish deity. It was
he who had convinced the Seldarine to create the elves as
they were, in an image that he preferred, and he was loath to
allow any changes to “his” creations. He deceived Lolth (see
sidebar, note 2), agreeing to speak to the assembled elf gods,
but when he did so, he launched into an eloquent argument
that the elves should remain exactly as they were. “We have
created perfection,” he argued, playing upon the vanity of the
other gods just as he puffed up his own. “As we are gods to our
children, so far are our children above these other, lesser races.
Let us not allow fear and worry to cloud our judgment. Let us
not sully the perfection we have created by changing our elves,
reducing them to the level of these new beasts.”

Lolth raged in fury at the deception, and at the shortsighted-
ness of her fellow gods, but the Seldarine were in agreement,
taken in by Corellon’s honeyed words, and they would not
heed her warnings.

So Lolth visited her children in secret. Choosing only the
strongest and most skilled among the elves, she taught them
great wisdom behind the backs of the other gods. To them she
granted the gift of skill with bow and blade, that they might
meet the orcs on the field of battle; the gift of deception,
that they might not be at a disadvantage against the flexible
humans; and above all, the gift of magic, both arcane and
divine, that they might prove dominant over all other races.
She instructed them, too, in the value of survival, in the need
to fight to keep what was theirs, and in the doctrine of strength
over all. She came in the night to deliver her teachings, and
her followers named themselves duaral (see sidebar, note 3),

SCHOLARLY COMMENTARY ON THE EXPULSION OF THE DROW

3 Quite obviously, “duaral” was the source of the eventual term
“drow,” though the exact point at which the later evolution of
the word came into common usage is unknown.

4 This seems to be the biggest logical hole in the drow creation
myth. If the Seldarine had the power to transform the race
physically like this, why did they not simply destroy the drow
utterly? The drow themselves maintain that the gods were too
weak to do so, that—thanks to Lolth’s grace in those early
days—it was all the combined elf gods could do simply to
mark their flesh. The elves, of course, would claim that Corel-
lon and the others were too kindhearted to perform such a
vile act, that they hoped even then that the drow would repent
and turn away from their evil goddess.



or “Hunters of the Crescent,” for the martial skills she offered
and the moon that heralded her coming.

But some among Lolth’s new followers grew frightened of
the coming war, and ran to the elves still taken in by Corellon
and the Seldarine. What they learned, the gods learned, and
they grew angry at Lolth for her disobedience, and fright-
ened that her duaral might come to dominate elf culture. In
a twist of sheerest irony and arrogance, Corellon—who had
prevented the gods from teaching the elves the arts of war
when the elves were faced with outside threats—was the first
to show his children the bow and the blade when the threat
came from one of his own.

“But, great Corellon,” the elf leaders asked their deity, as they
lifted their swords for war, “how are we to know our enemy from
our brothers and sisters? For we all look alike, and you have said
that the traitor Lolth has taught her followers to lie.”

This worried the Seldarine greatly, until the goddess Hanali
Celanil, weakest and most pathetic of the pantheon, arose.
“We shall solve this problem,” she said, “by marking all those
who are not loyal. For while Lolth is the mightiest among us,
she cannot stop us if we work together. As day is to night, so
shall you be to those who follow the traitor.” And the Seldarine
worked their will and wrought great change upon the duaval,
turning their skin from the pale of the elves to black as pitch
(see sidebar, note 4).

The elves of the Seldarine marched against Lolth’s duaral,
and though the duaral were stronger and more skilled, they
could not stand up to the elves’ greater numbers. Led by their
goddess, the survivors retreated deep into the caverns beneath
the earth, where the nature-loving elves were too frightened
to follow. And there did they begin to thrive.

The Drow Exodus

This second version of the drow creation myth parallels the
first, up until the point where Lolth decides to teach the duaral
behind the backs of the other gods. This narrative picks up
at that point.

Drow historians debate Lolth’s motivation for what hap-
pened next. Was she concerned that the other elves would
unite under the banner of the Seldarine and obliterate her
duaral? Or did she simply view those weaker elves as unfit to
receive her teaching, and indeed unfit for survival? Whatever
the case, before the other elves and the other gods learned of
her actions, Lolth led the duaral away in the middle of the

SCHOLARLY COMMENTARY ON

THE DROW EXODUS

11t should come as no surprise that although surface-
dwellers believe the Expulsion of the Drow is the primary
drow creation myth, drow prefer the Exodus version. It satis-
fies both their own pride, and their faith and fear in Lolth, to
maintain that it was she who chose to lead them from those
who were unworthy, rather than that they were driven out by
the elves.

2 On a similar basis, the drow prefer to believe that their
physical appearance was a gift from their own goddess,
rather than a curse laid upon them by another.

First among Elves

LEGENDS AND TALES

night. They crept from the elf villages and cities, summoned
by a call only they could hear. A trickle became a stream, a
stream became a river, and eventually thousands of Lolth’s elves
joined one another on the journey to a new home, away from
those who would weaken them (see sidebar, note 1).

To facilitate their ability to hunt in the shadows of night,
and to differentiate them from the feeble elves of the Seldarine,
Lolth wrought a physical change in her followers, transforming
their skin to a light-absorbing ebony (see sidebar, note 2). She
separated the massed duaral into smaller groups, the better to
hide from any elf pursuers, and she chose for them great king-
doms under the earth, where they could grow strong and learn
to rule without the interference of their weaker cousins.

This is the rarest of the drow creation myths, but one that is
catching on swiftly with the younger generations. It mirrors
the Drow Exodus tale, with one fundamental difference.

According to this version of the myth, the elves were ini-
tially an underground race, and when Lolth chose only the
strongest and most skilled as her followers, they banished
the weak elves to the surface. Those who espouse this version
claim that all elves originally shared the dark skin of the drow,
and that it was Lolth who cursed the surface elves to appear
as feeble and weak without as they were within.

The majority of drow tales fall into two categories: They either
speak of a great drow who proved victorious through a com-
bination of strength, skill, and devotion to Lolth; of or a drow
who suffered horribly for showing insufficient strength, skill,
or devotion to Lolth. These are all very much of the “If you've
heard one, you've heard them all” variety, for though the details
change, the underlying concepts do not.

Still, the drow do retain a few truly mythic tales, stories
that explain aspects of drow physiology or culture, and stories
that speak of great events in the race’s history. One of the most
commonly told tales of this sort is presented below.

SCHOLARLY COMMENTARY ON
FIRST AMONG ELVES

It seems remarkable that a myth that places the drow in the
dominant position, historically and militarily, hasn’t become
the standard for the race, and yet this is by far the least wide-
spread of the drow creation myths. The only theory as to why
this might be—or at least the only one that makes sense—
suggests that the Church of Lolth deliberately repressed it
to maintain the drow’s resentment of the surface elves. It's
much easier to ignore an enemy you've already defeated, after
all. Eventually, after so many years of suppression, the myth
was all but forgotten, but it has recently been unearthed and
latched onto by a few among the current generation.

It is also worth mentioning that some conspiracy-minded
scholars believe that the elves are aware of this myth, and
that they too have made efforts to keep its existence secret
from the other surface races. Those scholars cannot help but
wonder: If the elves want such a “ridiculous” myth kept silent,
perhaps it’s not quite so ridiculous at all. . . .




Lllus. by W. O’Connor

The Capture of Zinzerena

One of the greatest heroes of the drow, her deeds still spoken
of and emulated in their cities around the world, was the mys-
terious Zinzerena. An illusionist and assassin of unmatched
skill, she slew at will both personal rivals and those whom
she was hired to dispatch. Her trickery is legendary, and it is
said that her illusions were so realistic and her lies so subtly
woven that she could convince anyone of anything. To this
day, Zinzerena is spoken of almost as a divinity, and indeed
some drow do worship her as a demigod.

There came a day, however, when Zinzerena was many
hundreds of years old—aged even for a surface elf, let alone
a drow—that the assassin was hired by a priestess of Lolth
named Acalantra. Acalantra had long coveted the position held
by her older sister, who had obtained higher authority in both
the Church of Lolth and the ranks of their house, whose name
remains untold in any of these tales. Zinzerena knew that a
priestess of Lolth and matriarch of a great house would prove a
challenging target, yet she did not hesitate, for Zinzerena had
never been caught and never been thwarted.

For days, Zinzerena watched
from afar, her senses aug-
mented by her magics, and
observed her target. She
learned where the matriarch
went, and when. She saw, as
though they glowed in the
dark, the mystical defenses
that surrounded the house, and
knew that she could stride between
them as easily as a spider navigating its
own web.

When the night came, and
the matriarch had but recently
returned from a tiring day
of rituals, Zinzerena swept
through the property. Cloaked
inillusion, wearing the
shadows like a second
skin, she passed the
guards and was not seen.
As though it were flat earth,
she scaled the walls of the
great stone structure, and
did not slow. Wires and
magic both reached out for
the locks of the window,
from which the matriarch
watched over her property;
she opened it, and was not
heard.

But Zinzerena had been
betrayed, the only way such
askillful assassin could ever
have been caught. The priestess
who had hired her, and the
matriarch who was her
target, sought together

to form a new guild of assassins, and they could not abide so
skilled a competitor for their services. Convincing the priest-
hood that Zinzerena was a threat—for followers of her exploits
had begun to worship her—they drew upon all the resources
the community had to offer in springing their trap.

Created by the church and kept hidden from Zinzerena’s
scrying by layers of powerful magics, golems lumbered from
the shadows of the chamber—golems crafted of immense
masses of webbing. Against such beings, all the assassin’s
illusions, all her poisons, all her skills could not help her. By
the betrayal of one whom Zinzerena had no cause to suspect,
the great assassin was finally laid low.

Wrapped in thick layers of webbing, she was brought by the
golems before the assembled priesthood, including the one who
had hired her. “No more will you flout Lolth’s rule,” they told
her, convinced that it was her own intention to set herself up
as rival to the Spider Queen. “Soon the name of Zinzerena will

vanish from the lips and the ears of the drow.”

But Zinzerena only laughed. “You are cowards,
and you are fools,” she told them.
“It is only your fear, and your
lack of faith, that makes you
think that a few awestruck souls who
worship me could ever threaten
the Weaver of Webs. And you
are a fool to think that you
can truly slay Zinzerena.
For I am a scream on the
wind, a flicker of shadow
in the corner of the eye. For

centuries I have come
and gone, and none
have stopped me, nor
even seen me unless

I wished it, for I am
illusion. Try though you
might, you can never slay
what you cannot touch.”
“We can touch you now,”
they replied, “and we can
slay you.” Then the priest-
esses moved in toward the

assassin, held helpless by
the golems, and tore her
limb from limb.

Yet when the webs set-
tled to the earth, nothing
remained but a few wisps of
black cloth and leather, with
no trace of a body at all.
Zinzerena never appeared
again, but neither did the
church ever find her body.
And who knows—per-

haps she was truly the
insubstantial illusion
she claimed, now freed
of physical form to
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roam the world unhindered. For it was the day after Zinzere-
na’s death that the drow first discovered the abilities they all
share today: the ability to manipulate darkness and light, the
fundamental basis of all secrecy and all illusion.

— DROW SETTIEMENTS

Although a few small drow settlements can be found sporadi-
cally throughout the Underdark, the drow primarily live in
great cities of many thousands of citizens (and that’s not even
counting the hundreds of thousands of non-drow slaves). This
tendency might seem to run counter to drow attitudes, given
their utter inability to trust one another, but it is the only
arrangement that allows them to seek the power and influence
they crave. It also allows them to work together against other
denizens of the Underdark, most of whom are either prey or
rivals to the children of Lolth.

Unlike their surface cousins, the dark elves do not pay atten-
tion to the size of their city’s population, or declare that a set
number of them must leave if said population grows too large
for available resources. As with all else they do, population
control comes down to survival of the fittest. If a community
runs low on the necessities of life, the strong take what they
need and the weak are left to starve. Occasionally, conflict over
resources causes stronger houses to drive out weaker ones,
which either die in the lightless depths of the Underdark or
survive to found their own communities.

The drow look for three features when seeking a site for a
new community. First, the region must have adequate natural
resources. Although they're willing to fight and struggle for
survival, the drow aren't stupid enough to found a new town in
aregion incapable of sustaining them. Fresh water, edible fungi
(or at least the appropriate environment to grow it), and room for
grazing herd animals are all essential. Almost as vital is the pres-
ence of ore—in accessible veins—for the forging of weapons and
armor. Mithral is preferred, but the drow settle for usable iron.

Second, the position must be defensible. Enclosed caverns
are optimal in this respect, since they can contain a complex
of streets and passages that is only approachable from a few
select vantage points. In other situations, the drow select areas
sufficiently enormous and open that they can build walls and
fortifications around the city. In either case, only workable
stone (which must be hard and sturdy enough to form a viable
barrier) suffices. The drow have ignored otherwise perfect
locations because the local rock was too brittle.

For a time, the drow preferred to make use of natural cham-
bers, modifying them only as much as necessary to produce
viable work and living spaces. For hundreds of years now, how-
ever, they have tended more toward open areas that allow them
to construct their own buildings. This allows them to shape the
structures exactly as needed, and serves as yet another symbol
of their dominance over their own environment.

Finally, the area must allow room for expansion. Whether
through procreation or the acquisition of slaves and captives,
the drow know that any given community must grow, lest it
fall stagnant and perish. This last is the most variable of the
three requirements, since a community of only a few hun-

dred can safely assume that it will never expand as far as the
greatest drow cities.

The drow are still quite happy, however, to inhabit a con-
quered city built by another race. Although the buildings of
(for instance) the duergar or the illithids are rarely built to
drow specifications, the drow enjoy the symbolism inherent
in occupying someone else’s territory. Over the course of
time, they tear down existing structures and use the material
to rebuild to their liking, slowly transforming someone else’s
domain into their own.

Although they can vary dramatically, drow communi-
ties have certain features in common. First and foremost,
each contains a temple of Lolth. This is the largest and most
intimidating building in the community, as well as one of the
most defensible. Drow communities also include an arena,
amphitheater, or some other platform on which they can stage
sporting events, performances, and sacrifices—which are, at
times, one and the same. Beyond these two landmarks, the
details of homes, the estates of the great houses, fortifications
for the training and housing of soldiers, and stores for vendors
are all community-specific.

The drow don’t bother lighting some sections of their cities
atall. Their 120-foot darkvision is, given the cramped confines
and limited lines of sight in these underground communities,
more than sufficient for them to function normally. In fact, it
gives the drow a distinct advantage over other races in their
cities, since the slaves and merchants of many surface races
have no darkvision at all, and most underground races cannot
see as far in the dark as the drow can. In those areas that other
races frequent, such as markets, or in those rare locations
where line of sight extends beyond 120 feet, the drow make
use primarily of magical light sources. Torches and lanterns
see use on an occasional basis, but they are not viable in regular
practice, because the smoke and soot accumulate dangerously
fast in all but the largest caverns.

For a sample drow community, see Chapter 7, which details
the infamous city of Erelhei-Cinlu.

ECONOMY

The drow economy consists of three separate yet inextricably
intertwined systems of exchange, each of which is largely
specific to a particular social and political caste.

When dealing with drow of a lower station, such as when
a matriarch or priestess purchases goods from a vendor, the
race makes use of coinage—just as do most surface dwellers.
Gold, silver, and other precious metals have roughly the same
buying power in drow communities as they do elsewhere,
though the rate of exchange varies somewhat based on avail-
able metals, scarcity of resources, and the mood of the drow
doing the shopping. The drow rarely mint their own coins,
preferring to make use of foreign monies brought in by outside
traders or taken in raids on other races. On those rare occa-
sions when they do mint coins, the results are exceptionally
plain, either totally unadorned or stamped with the signs of
Lolth and/or the house who produced them. The drow also
use coins when trading with others, unless the foreigner has
something of particular interest to sell.




Although one low-ranking drow might use coins to pur-
chase goods or services from another low-ranking drow, the
standard form of exchange between relative equals is a system
of barter. A swordsmith might offer the neighboring baker a
new blade in exchange for a few weeks’ worth of bread. A cleric
might heal a wounded soldier, if the soldier in turn agrees to
kill someone to whom the cleric owes a debt. A priestess might
perform a marriage ceremony in exchange for several barrels
of fine lichen wine and a potion of invisibility. At the upper
levels of society, drow might trade slaves, individually or by
the dozens, in exchange for exotic animals, valuable works of
art, or access to a fertile mushroom farm.

The third practice, common only among the drow elite, is
the exchange of favors. This system creates a web of debts and
obligations that often stretches across the entirety of the house
and church leadership, frequently binding drow to complete
strangers by only one or two “steps.” A typical agreement of this
sort might resemble the following: “If you ally with me to pre-
vent the Matron of House Inlindl from gaining control of the
northern trade route, I will owe you a great favor in exchange.”
The interesting thing about this system of boons is that drow
actually prefer to pay off their debts as soon as possible. For a
drow, having too many obligations hanging over one’s head is
tantamount to political and social suicide. She cannot afford
to directly challenge anyone to whom she owes a great favor,
for fear of that favor being called in and ruining one of her
ongoing schemes. Additionally, high-caste drow often trade
favors to third parties, meaning that a matriarch might find
herself suddenly obligated to someone with whom she would
never willingly have cooperated, or even someone she doesn’t
know. One might imagine that the drow would simply ignore
these commitments, but despite their selfish nature, very few
actually do so. They know that if they refuse to acknowledge
a legitimate debt, word will spread swiftly and nobody will
deal with them in the future. They might even find the other
houses turning against them, seeking to eliminate the threat
to the system and the status quo.

Not even enlightened self-interest is always enough to keep
the drow honest, so a wise dark elf making one of these deals
often demands the exchange of promise tokens. These are small
baubles or pendants, often made of silver, that are engraved with
the symbol of the drow’s family or house. They are often also
marked invisibly, such as with the arcane mark spell. If a drow
refuses to honor a debt, the creditor might present the promise
token as evidence of the arrangement when besmirching her
name and seeking redress. Of course, it’s not impossible to fake
a promise token, but their frequent usage does make reneging
on a debt—or making one up—somewhat difficult.

APPEARANCE

The drow closely resemble surface elves in terms of physical
build, though they are often even slimmer. Some appear wiry,
muscled like a gymnast, and others are truly slender, some-
times to the point of gauntness. They boast the same pointed
ears and almond-shaped eyes as other elves, though their
features are slightly more refined and attractive than those of

their surface cousins. Additionally, the drow’s constant pursuit
of physical perfection has bred a lot of the flaws—but also a
lot of variety—out of the race.

All drow have black skin. This is not the dark hue common
to some humans, but true black, the color of onyx or pure
darkness. Skin tone varies only slightly from individual to
individual, perhaps appearing a shade lighter on one, or faintly
violet-tinged on another when viewed under very bright
light; in any case, these distinctions are both subtle and rare.
The drow show a little more variety in their hair color. Stark
white is most common by far, but other pale shades such as
light gray, silver, platinum blonde, and even the occasional
faint golden blonde exist as well. Some male drow (roughly
one in ten) are capable of growing facial hair, and often wear
elaborate mustaches and/or goatees. Most drow wear their
hair long, though many soldiers choose to crop it—or, in
rare cases, to shave bald—to avoid providing easy handholds
for the enemy.

Eye color varies about as much as hair: Red, white, purple,
green, and gold all appear with roughly equal frequency (red
being, perhaps, slightly more common than the others).

Adult drow range from 4-1/2 to 5-1/2 feet tall and weigh
between 85 and 130 pounds. Females are usually slightly taller
and heavier than males, though the differences are minuscule
enough, on the average, to be hardly noticeable.

DROW RACIAL TRAITS

+2 Dexterity, +2 Intelligence, +2 Charisma, -2
Constitution.

* Medium size.

A drow’s base land speed is 30 feet.

* Darkvision out to 120 feet.

¢ Immunity to sleep spells, +2 racial bonus on Will saves
against spells, spell-like abilities, and enchantment effects
of other sorts.

* Spell resistance equal to 11 + class level.

« Spell-Like Abilities: Drow can use the following spell-like
abilities once per day: dancing lights, darkness, faerie five. Caster
level equals the drow’s class level.

* Weapon Proficiency: A drow is automatically proficient
with the hand crossbow, the rapier, and the short sword.

e +2racial bonus on Listen, Search, and Spot checks. A drow
who merely passes within 5 feet of a secret or concealed
door is entitled to a Search check to notice it as if she were
actively looking for it.

¢ Automatic Languages: Common, Elven, Undercommon.
Bonus Languages: Abyssal, Aquan, Draconic, Drow Sign
Language, Gnome, Goblin.

¢ Light Blindness: Abrupt exposure to bright light (such as
sunlight or a daylight spell) blinds drow for 1 round. In
addition, they take a —1 circumstance penalty on attack
rolls, saves, and checks when in bright light.

e Favored Class: Wizard (male) or cleric (female).

* Level adjustment +2.

¢ Challenge Rating: Drow with levels in NPC classes have a
CR equal to their character level. Drow with levels in PC
classes have a CR equal to their character level +1.



CLOTHING

If the drow are known for anything as much as their cruelty,
cunning, and selfishness, it is their penchant for dressing in
ways that other races would find revealing at best and positively
scandalous at worst. In point of fact, only a portion of drow dress
in such a provocative manner, and it has less to do with sensual-
ity than it does with yet another show of social dominance.

Drow notions of modesty are, essentially, defensive. Cloth-
ing is a protection, not merely against temperature and the
environment, or (in
the case of armor)
against attack, but also
against a perception
of weakness. A drow
who is not physically
perfect dresses to
hide her flaws, lest her
rivals humiliate her or
even take advantage of
her shortcomings in
combat.

Thus, drow who
feel they have more to
hide dress in greater
amounts of clothing.
Those who are confi-
dent in their physical
appearance, or who
are powerful enough
personally and politi-
cally that they do not
fear public mockery,
dress in far less. Even
though it’s not always
accurate to say that
the skimpiness of a
drow’s clothing corre-
lates directly with that
drow’s social standing,
such does frequently prove to be the case. On the other hand, a
drow slave might dress scantily because that is what his master
demands, so it is never safe to make assumptions.

Of course, though drow fashion does not have its roots
in sexuality, that doesn’t mean the drow ignore its sexual
repercussions. Powerful drow females are well aware of the
effect they have on males—both drow and others—and are
more than willing to use sensuality and seduction to their
advantage. To the drow, physical attraction and even intimacy
are more tools in their arsenal. The drow are attracted to
physical perfection and to strength—as well as to political
and social power—meaning that those drow who feel safe
dressing provocatively are the ones more likely to attract an
interested mate anyway. This combination of scanty dress
and drow aesthetics often leads others to believe that the race
as a whole is wanton and sexually indiscriminate, when in
fact most drow are particular about those with whom they
choose to become intimate.

Like other races, drow dress differently as a mark of status

The specific nature of drow gatb is based primarily on what
resources the Underdark makes available. Fabrics like those
used by surface races are largely unknown in the lightless
depths below. Most drow garments consist of gossametlike
materials made of webbing, fabrics composed of mushroom
fibers or animal hair, metal or bone buttons and buckles, and—
most commonly—Ieather. Leather is the favored material
because it is the most readily available, and because it provides
the greatest degree of protection and strength. Web-based
garments are re-
stricted primarily
to the wealthy, and
are often partly
transparent—
these provide
little protection
or modesty, but
rather serve exclu-
sively as a surface
on which to hang
jewels and other
adornments.

All but the
most flimsy and
transparent of
drow clothing
contains at least
one small con-
cealed pocket or
compartment, in
which the wearer
can hide aweapon,
emergency funds,
poison, spell com-
ponents, or some
other secret item.
Since many pow-
erful drow wear
little at all, they
have become quite creative in positioning these secret pockets,
often sliding items between layers of leather or positioning
them high on the back, beneath the hair.

Roleplaying Application: Moderate how you dress based
on your physical abilities—or at least your perception of your
physical abilities. This attitude doesn’t in any way make you
foolish. You dress functionally, first and foremost, protecting
yourself as needed against weather, the environment, or inju-
ries in combat. When no such defenses are necessary, however,
your sense of fashion might well shock your companions, and
might even stir social trouble in other communities until you
learn local mores and customs of modesty.

GROOMING

Drow are scrupulous groomers—yet another symptom of their
obsession with strength, perfection, and dominance. Those
capable of doing so make use of cantrips and other magical
means to keep themselves clean and blemish-free. Those with-
out access to such tools use strong soaps made from mildly
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acidic fungi, scrubbing themselves with fistfuls of webbing,
coarse animal hair brushes, or even pumice.

Combs made of bone, precious metals, or the mandibles of large
spiders are commonly used for hair maintenance. Most drow wear
their hair straight or held back by a simple tiara or hairpins, but
some prefer elaborate braids. (It is not uncommon for drow to use
hairpins sharp and strong enough to double as stilettos, or even to
make use of small wands as hairpins.) The wealthy use alchemical
liquids to clean their teeth, swishing them about as food particles
and dead skin are dissolved away, while the poor use picks and
brushes made of tiny lengths of bristly spider hair.

Because they are often at their most vulnerable when bath-
ing, the drow often bathe with groups of family members, or
have (relatively) trusted servants assist them.

LANGUAGE

It surprises many foreigners to learn that the drow do not have
their own language. Rather, they speak Undercommon and
various dialects of Elven that (though clearly the same lan-
guage) are different in accent, tone, and nuance from surface
Elven. There are many theories as to why the drow haven't
developed their own unique language. One hypothesis is that,
due to their long life span, they haven't been separate from
other elves long enough for their language to more thoroughly
evolve. Alternatively, the drow inability to cooperate reliably
in large groups might have prevented them from developing
their own terminology.

Despite this fact, drow communication is often initially
confusing to others, since the drow use Elven and Under-
common interchangeably, frequently switching back and

FIRsT RoLL 29 Gul Predator 67 Rel Travel, Traveler
d% Result 30 Hael Free, Unstoppable 68 Rik  Spear
01-30 Roll once on Prefixes tableand 31 Houn Tireless 69 Ryl  Mithral
once on Suffixes table. 32 1l Obscured, Unseen 70 Sab  Nimble
31-70 Roll once on Prefixes tableand 33 Ilm  Invisible 71 Shi  Cat, Feline
twice on Suffixes table. 34 Im Lookout, Scout 72 Shri  Hunter (connotatively
71-90 Roll once on Prefixes table 35 In Vanguard one who works through
and once on Suffixes table 36 Ir Variant of “Im” ambush)
for a first name, then once 37 st Master (as in master of a 73 Shyn Water, of the Water
on Prefixes table and once on craft, not one who leads) 74 Sol  History, Memory
Suffixes table for a second 38 Jhael Magician, Spellcaster 75 Tal Sword
name. 39 Jhan Magic, Mystical 76 Tar  High, Up
91-100 Roll once on Suffixes table, 40 Jhul  Treasure 77 Tath Prepared, Ready
add an apostrophe, then roll 41 Kal Dragon 78 Teb  Low, Down
once on Prefixes table and 42 Kel Wind, of the Wind 79 Tlu Truth
twice on Suffixes table. 43 Kren Earth, of the Earth 80 Tri Column, Pillar, Support
44 Lael Ofthe Night 81 Tsa  Skilled
PREFIXES 45 Les Light (specifically the glow 82 Ulv  Wizard
d% Prefix Meaning of certain fungi) 83 Um  Cold, Emotionless, Frigid
01 Adin Awaken, Awakening 46 Lir  Queen, Ruler 84 Url  lllusion, lllusionist
02 Ak Hidden 47 Lual Conundrum, Puzzle 85 Val  Finger or Hand
03 Al Blade 48 Ma  Death 86 Vic  Heir, Successor
04 Am  Beauty, Beautiful 49 Mal War 87 Vier (This does not translate
05 Ang Valuable 50 Min Daughter into an English word. It
06 Aun Tooth Mandible 51 Molv Burning, Fire, of Fire refers to one who takes
07 Balt Stone 52 Myr Priestess full advantage of peace to
08 Bar Courage, Fearless 53 Nal Ancient, Old One prepare for the next war.)
09 Bel Jailor, Warden 54 Nath Bastion, Bulwark 88 Vlon Ice
10 Bri Small 55 Nul Variant of “Nal” 89 Vor  Doorway, Passage
11 Cha Commander, Leader 36 Nym Deep 90 Waer Watcher
12 Chess Scholar 57 Ol Sister (as in an 91 Welv Seeker
13 Cir  Bolt, Quarrel organization or cause, not 92 Wo  Oracle, Seer
14 Daug White, White-Haired a relative) 93 Xu  Weaver
15 Dhaun Danger, Hazard 58 Om Companion 94 Xul  Demon
16 Din  Hunting Lizard 59 Or  Brother (asinan 95 Yas lrresistible
17 Div Ghost, Stealthy organization or cause, not 96 Yaz Demanding
18 Dris Ranger a relative) 97 Zak Noble, Royal
19 Dumel Curvedl Cresean 60 Pell  Scribe 98 Zar  Variant of “Zak”
20 Ec Matriarch. Mistress 61 Phae Shadow 99 Zeb Cook, Quartermaster; One
1 El Green 62 Phar Alien, Foreign Who Prepares
22 Elk Blue 63 Qil  Poet 100 zil Musical (implies not only
23 Elv Water 64 Quar Archer, Sniper beautiful to listen to, but
24 Er Rothé 65 Quew Patience, Patient believable; a good liar)
25 Faer Champion 66 Rauv Ceiling (not the ceiling of
26 Fil Dark, Dark One a building, but the top of
27 Gel  Swift, Winged a cavern, the “sky” of the

28 Ghaun Slayer

drow)



forth in the middle of a conversation—or even the middle of
asentence—if they feel that one language conveys the proper
nuance or emphasis better than the other. Additionally, when
creating new terms for objects, creatures, or other items not
covered by either existing language, they often combine the
grammatical and phonetic rules of both. The result is that
the drow frequently speak a pidgin combination of the two
tongues that might, generations in the future, form the basis
of an actual drow language.

On those rare occasions when they speak with surface
elves, the drow customarily refuse to speak Elven, despite
their fluency in the language. They prefer forcing the sur-
face-dwellers to learn and understand Undercommon—ryet
another small sign of dominance.

SUFFIXES 38 -in
d% Suffix Meaning 39 -int
01 -ae (-aen) Whisper 40 -ira
02 -agh Strong
03 -ala (-alan)  Organized 41  -irin
04 -an (-anam)  Make, Maker 42  -iss
05 -ana Create, Creator
06 -anis Terrifying 43 -ist (-isn)
07 -ant Great 44 -ith
08 -ao (-aol) Messenger
09 -arra (-arral) Hot-blooded, 45 -iv
Temperamental 46  -klyr
10 -as Bow, Fletcher 47  -lau (-laul)
11 -aste By, With
12 -auf Commander 48 -lav
13 -aun (-aum) Consort, Spouse
14 -brak Craft, Crafter 49  -li (-lim)
15 -car (-cari) Bridge, Emissary 50 -lice
16 -daer World 51  -lith
17  -dan Cavern
18 -de (-deln) Eternal
19 -dra Grace, Graceful
20 -dril Crawl, Crawler
(implies mobility,
like a spider)
21 -e of
22 -ee Of (implies
higher birth than
“e”) 52 -loth
23  -ein First 53 -lyn (-llyn)
24 -el (-ell) Spy 54 -mir (-min)
25 -eld Patient
26 -en Bearer, Bringer
27  -esril Drow, of the 55 -mma (-nma)
Drow 56 -mys
28 -eth Potent
29 -ey Clever, Shrewd
30 -fay (-fal) Lake, Pool
31 -fein Vengeance,
Vengeful 57 -na
32 -gar Wise 58 -naf
33 -gol Grief 59 -nar
34 -gos Unbound 60 -nay
35 -idl Rise, Rising 61 -ne
36 -iir Darkness, Sleep 62 -neth
37 il (-iln) One who holds 63 -nim
another in debt 64 -nol

DROW PHRASEBOOK

The following phrases and idioms, common to drow cul-
ture, make use of both Elven and Undercommon. Drow PCs
might wish to use these where appropriate, using either the
actual Elven/Undercommon or the English translation, as
they prefer.

Inorum lo'athi, uvrastes. “In darkness, there is opportunity.”
This, one of the greatest of drow axioms, admonishes them
to always be on the lookout for the advantage.

Su lidos verith. This phrase literally translates as “Only the
strong survive,” but it has a different connotation from that
phrase as used by humans. When used by the drow, this
expression reverses cause and effect: It might more accurately
be translated as “Those who survive are strong.”

Resilsh nielquosthos nilt vesilsh. “Help unasked for is never
help.” (Alternative translation: “Help freely offered is not

Relative (any) 65 -nor Variant of “-nar”
Relative (close) 66 -olg (-ong)  Gate, Gatekeeper
One who arrives 67 -onia (-onin) Keeper

with darkness 68 -or Growth, Plant
Dream, Dreamer 69 -phrin Spectral,
Parchment, Spiritual

Scroll 70 -gel Forgotten, Lost
Sister (Brother) 71 -qos Chant, Chanting,
Quick-Thinking, Song, Singing
Smart 72  -ra (-ran) Beast
Observant 73  -rae Hunter

Silence, Silent 74  -raen Tracker
Mistress 75 -rath Arcane
(Master) 76 -ri (-rin) Walker, Walks
Ambitious, 77 -ry Footsteps,
Passionate Trailblazer
Daughter (Son) 78  -ryn (-ryl) Noble

Poison, Toxic 79 -shal Rise, Steep
(This does not 80 -ston Fist

translate into an 81 -tlar Armor,

English word. Protection

It refers to the 82 -ton (tom)  Soldier
assumed innate 83 -tra Wall

superiority of the 84 -tre Ward (mystical)
drow over other 85 -ue (-uel) Sacred

races, and of 86 -uit Abyss, Abyssal
female drow over 87 -ul Of the Temple
male.) 88 -une Art, Artist

of Lolth 89 -uth Lance

Bolt, Ray 90 -va Fortune,

Bond, Fortunate
Obligation, 91 -ve Enduring
Promise 92 -vir (-virl) Mother (Father)
Mage 93 -vol Blood,

Ally (implies of the Blood

no closer 94 -vra Vicious
relationship than 95 -ya Variant of “va”
working toward a 96 -yas Success,
common goal) Successful
Distant, Far 97 -yl (-ym) Better, Superior
Reach 98 -yn Higher, Larger
Guide, Guidance 99  -yr Careful, Cautious
Destination 100 -za Electricity,
Variant of “-na” Lightning

Center, Heart
Rite, Ritual
Beginning




free”) This is a simple admonishment to watch for ulterior
motives.

Alvenas Lolthu, nilos dulhar. “Before Lolth, all are weak.” A
common religious invocation, but also a maxim that essen-
tially means “Nobody is perfect.” Often used as an excuse for
one’s own failure, or as a backhanded way of mocking another
drow for failing.

Nilodi orhastho shiovell e farul. Literally, “Weakness is the
spawn of contentment and affection.” This is a common drow
admonishment against growing too happy with one’s station,
or too fond of the people who share it.

Artolth nilat unelte nilt peralath. “A spider without a web is no
hunter.” One who goes unprepared into any endeavor cannot
expect, and does not deserve, success.

DROW NAMES

Although a drow’s own name is of vital importance to her,
parents are often relatively careless in assigning names to
their offspring. Thus, many drow choose to take on a new
name upon reaching adulthood.

The random name generator presented here is intended to
demonstrate a range of potential name choices. Feel free to
invent your own names using from the table entries.

Each drow name consists of a prefix and one or more suf-
fixes. If a suffix’s use differs based on the gender of the drow,
the standard form is considered the feminine, and the mas-
culine is given in parentheses.

DROW SIGN LANGUAGE

Initially developed as a series of quick signals and commands
for use by military bands sneaking through enemy territory,
the drow system of signs has developed into a complex lan-
guage all its own. Though it is not as varied or expressive as
most spoken languages, it is capable of conveying a surprising
array of complex concepts in a relatively short time.

The meaning of aword is indicated by the patterns formed by
the hands and fingers. Tense and subject/object links are con-
veyed through the precise angle of the hands from the “speaker,”
and emphasis and emotion are conveyed through facial expres-
sion and body language. This makes Drow Sign Language
difficult to interpret if one is not the intended recipient.

Interestingly enough, many of the hand and finger motions
of Drow Sign Language are exceedingly close to those that
make up the fundamental basis of arcane somatic components.
It is unclear whether this was a deliberate choice back when
the language was first being developed, or was simply a natural
outgrowth of the fact that many drow are arcanists and were
most comfortable with those motions.

The drow have a written version of Drow Sign Language
that consists of simple dot-and-line arrangements that vaguely
imitate the positions of the hands and fingers. This picto-
graphic script is less detailed and comprehensive than the sign
language on which it is based, but it is more than sufficient to
convey essential information, such as a warning about a hazard
or directions for a following column of soldiers.

__DROW AND OTHER RACES

No other sentient race considers the drow to be friends. They
stand alone in the world, and would have it no other way.
Some hate the drow as bitter foes, some fear them as mad-
dened slavers and conquerors, and some simply resent them
for being . . . different.

The drow, in turn, feel a racewide disdain for all non-
drow, seeing them as inferior beings good only as slaves or
sacrifices.

Although they look down on other races, the drow aren’t
idiots. Their disdain and hatred is, where appropriate, moder-
ated by an understanding of the abilities of the race in question.
The drow might view the illithids as an inferior race, but that
doesn’t mean they don’t acknowledge the dangers a commu-
nity of mind flayers can pose. The drow are even willing to
work with other races when necessary, if doing so brings them
closer to a goal or if open conflict would be too devastating
for the drow community to survive.

ABOLETHS

The drow aren’t entirely sure what to make of the aboleth.
When it comes to other humanoid or arachnoid races, the
dark elves can, at least to an extent, envision what it is they
want, and what they can offer the drow as slaves or victims.
The aboleths, however, have alien patterns of thought and
rule an aquatic environment in which the drow have neither
the interest nor the ability to function. If circumstances were
different, the drow would be content to simply ignore the
presence of aboleth entirely.

Unfortunately for the drow, the aboleths take their slaves
and minions from the same races the drow seek to conquer, and
even from the drow themselves. Accustomed to their power to
intimidate their foes, the drow are disconcerted when faced
with aboleth minions, who are often so thoroughly magically
dominated that they feel no fear of anything. Further, the
notion of becoming a slave to such a horrific being, of having
their free will stripped and their opportunities to advance
stolen, fills the drow with intense dread. Thus, they avoid the
aboleths when they can, negotiate agreements to stay out of
each other’s way where possible, and—when conflict becomes
inevitable—strike fast, strike hard, and then run like hell.

ARANEAS

The drow see the araneas as betrayers of Lolth. Some believe
the araneas are like driders—a race of beings that were for-
merly drow, until they were hideously transformed for failing
the Spider Queen. Others maintain that the araneas were
Lolth’s first attempt at creating life, before she hit upon the
perfect design that became the drow. Whatever a given drow
believes, however, she knows that the araneas do not now
worship the Weaver of Webs, making them weak-minded
fools as well as traitors.

Still, the drow make use of aranea abilities when they can.
Powerful drow constantly seek aranea slaves, and offer prime
treasures or even political favors to those who provide them.
Others are willing to swallow their bile and hire or cooperate
with an aranea to achieve a particular goal, frequently plan-
ning to betray the creature afterward.



For their part, the araneas hate the drow with a blazing fury
uncommon to these relatively passionless creatures. They
resent the drow’s innate assumption of superiority, as well as
their tendency to make slaves of the araneas when they can
and to slaughter them when they cannot. Still, the araneas are
selfish beings, and if the offer is good enough, they will work
with the drow as readily as they will with others.

DRIDERS

The ultimate symbols
of Lolth’s whim, these
hybrid horrors long
shared a mutual
loathing with
their drow rela-
tives. The drow
viewed them as
worthless beings,
failures in the eyes
of Lolth and reminders
of the drow’s own falli-
bility. The driders, in
turn, despised those
who drove them from
their former homes,
stripping them of
any possibility of
advancement in the
society from which
they came. The besta
drider could hope for,
if it was unfortunate
enough to encoun-
ter the drow after its
transformation, was a
quick death. More often,
enslavement or torture was the result.

In recent years, however, this attitude has begun to shift,
particularly within the current generation of up-and-coming
drow. Breaking free of the shackles of tradition, and seeking
advantages their forebears would never consider, these drow
have taken stock of drider abilities. Their transformation
might have been a punishment from Lolth, but it also grants
them substantial physical and mystical power. Is it possible
that while Lolth was castigating an individual, she was also
granting a favor to the community as a whole? That a drow
who proved too weak on his own could be a workable tool for
other drow strong enough to seize and wield it?

These drow have made overtures to the exiled driders, offer-
ing them an opportunity to belong once again. Obviously, they
cannot regain their prior status and can never be considered
the equal of true drow, but they can fill the roles of favored
servants and agents, with powers and privileges greater than
other non-drow in the community. The driders, of course, are
greatly suspicious of this sudden shift in attitude, but a few
have taken the drow up on the offer—and found it, in many
cases, preferable to eking out a lone and savage existence in the
wilds of the Underdark. Should this pattern continue, mem-

A few young drow have begun to cooperate with the driders,
but much animosity and suspicion remains

bers of the younger generation of drow might find themselves
at the head of sizable bands of driders, eagerly champing at
the bit for a chance at revenge against the entrenched drow
power structure that drove them out.

DUERGAR

The drow consider the duergar slow, weak-willed, and unimagi-
native, while the duergar think of the drow as undisciplined,
temperamental, and
intrusive. Moreover,
the dark elves and
the gray dwarves
frequently com-
pete for territory,
making conflicts
between the
two relatively
common. Al-
though the drow
emerge victorious
from a majority of
these encounters,
itis a majority only
by the slimmest
of margins. They
have been forced,
almost despite
themselves, to
recognize the mil-
itary abilities of
the duergar. Their
rigid thought pat-
terns, combined
with their stamina, make
them favored slaves of the
drow. For their own part,
however, the duergar rarely take drow slaves, seeing them as
uncontrollable and preferring instead to kill them outright.

ELVES

Utter loathing. Absolute, searing, indomitable hatred. The
drow despise other elves with a passion almost unimagi-
nable by other (saner?) races. Some drow raids on surface
communities have no other purpose than to slay elves, and
a drow will go out of her way—sometimes even endanger-
ing an ongoing agenda—to harm an elf. Drow rarely take
elf slaves, preferring to kill them on sight or offer them as
sacrifices to Lolth, and on the rare occasions they do take an
elf as a slave, it is often for no greater purpose than regular
abuse and torment.

The elves, of course, return this hatred in equal measure.
Being more inclined to good, they rarely make a deliberate
effort to find drow to fight. When the drow make themselves
available, however, the normally peaceful elves are more than
happy to nock their arrows and unsheathe their blades. The
elves’ antipathy for orcs, or the dwarves’ hatred for goblins, is
as nothing compared to the burning abhorrence these cousins
feel for one another.
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HUMANS

The drow don’t have a unified opinion on humanity. This is
the only species the dark elves find as unpredictable as them-
selves. The short human life span and lack of innate mystical
abilities inclines the drow to think them weak, but they also
recognize that humans are more adaptable to environments
and circumstances than any other humanoids. Perhaps
because of that life span, many of them are truly dedicated to
a cause or a deity—equals of the drow’s most fervent Lolth-
worshipers. But others are easily swayed by promises of wealth
and power. (The drow, naturally, prefer to deal with the latter
type.) Humans make some of the best slaves, but they are also
among the most difficult to control and frequently require
execution before they can be worked to death.

The drow consider humanity a young race, and some worry
what humans might accomplish if they are allowed to grow
into the wisdom and experience currently possessed by some
of the longer-lived species. Their solution, of course, is to either
destroy or enslave the race before that happens.

ILLITHIDS

If the drow fear any race as thoroughly as the aboleths, it
must be the mind flayers. The illithids are almost as alien,
and they too threaten the drow with the most horrific of
fates: the complete loss of personal identity and control. Even
a drow who is a slave to another drow has, if she is clever, the
potential to advance her position. A drow mentally bound to
amind flayer, however, is nothing but a husk, and possibly an
eventual meal. As strong as their self-preservation instinct s,
most drow prefer death to such a fate.

That said, the drow do more frequently come into contact
with the illithids, because the two races sometimes compete
for territory. This rivalry often results in raids and skirmishes,
but on various occasions these races have found reason and
methods for cooperating with each other. The mind flayers
sometimes advise the drow, and use their powers to keep
otherwise unruly drow slaves docile and under control. In
exchange, the drow offer the illithids crafted items and slaves
the drow no longer need, on whom the illithid can feed. These
arrangements are often shaky, each side viewing the other
with intense distrust. Neither race wants all-out war, however.
The drow fear their fates at the hands (and tentacles) of the
illithids, while the mind flayers recognize that the drow are
heavily resistant to many of their mental abilities.

The illithids, it should be noted, do not view the drow as
much more valuable than any other nonillithid race. So far
as they are concerned, the drow must and will eventually be
enslaved and consumed, just like everyone else. They’re simply
prepared to leave the drow for last.

OTHER SUBTERRANEAN RACES

So far as the drow are concerned, every other underground
race is a nuisance: a competitor for space and resources. The
only difference is whether or not a race can prove useful. Sev-
eral drow communities have, at times, worked hand-in-claw
with the kuo-toa, so the drow avoid taking too many of that
strange race as slaves—at least for the time being. They find
nonduergar dwarves intractable, and though they make slaves

of them when they can, they often prefer simply to exterminate
them. The same holds true for svirfneblin (deep gnomes) and
kobolds, who are too physically frail to make good workers,
though drow do sometimes take them alive for entertainers
or messenger slaves. The dark elves favor the use of orcs and
grimlocks as slaves, when this is possible. Accustomed to life
underground, quite strong, and not overly intelligent, they
make the perfect soldiers and manual laborers.

Again, the drow aren’t idiots: They know better than to fight
a war on multiple fronts, or to take on an obviously superior
opponent. They refrain from bothering plenty of non-drow
communities (or at best make only the occasional stealthy
raid), and are even willing to engage in trade and commerce
with gnomes, kobolds, and the like, if such is the best way
for their community to thrive. Inevitably, however, they seek
ways to turn these situations to their advantage, and grow
strong for the day when conquering their neighbor becomes
a viable possibility.

OTHER SURFACE RACES

When the drow think of other surface races at all, they dismiss
them as worthless nuisances. They consider gnomes to be flighty
dabblers in powers far beyond their control, goblins to be foolish
brutes (albeit valuable as slave labor), and halflings to be pests
of the highest order who should be slaughtered on sight. Even
though the drow are willing to take slaves from anywhere, they
do not go out of their way to take prisoners from these surface
races, as they do from those who dwell in the depths. If some
are foolish enough to wander below, or if they get in the way
of a drow surface raid, then yes, they'll find themselves spitted
on a drow blade, strapped to an altar of Lolth, or wearing the
brand of a drow owner—but for the most part, the drow have
more important concerns than what these foolish creatures are
doing hundreds and thousands of feet above them.

Roleplaying Application: Whether or not you hold the
racial attitudes common to your people is a major aspect of your
personality. If you do, these beliefs certainly drive your behav-
ior when dealing with members of other races. If you do not,
why? Have you seen or experienced something that convinced
you of the error of drow racial opinions? And if so, do you hide
your beliefs from other drow, or have you taken the (dangerous)
step of trying to convince others of their mistakes?

DROW TACTICS

As mentioned above, drow avoid direct confrontation when
they can. They prefer lightning raids, ambushes, sabotage, and
assassination to battlefield combat. In their eyes, the best battle
is not merely one in which they were victorious, but in which
the enemy never had a chance to strike back. Two primary fac-
tors drive this philosophy, which is common to almost all drow
military minds despite the race’s individualistic nature.
First, these techniques allow the drow a far greater chance
of victory. Like all elves, drow lack the physical hardiness
and Constitution of other races. They tire more swiftly,
and they can be slain more easily. Assuming equal skill and
equal numbers, the drow are at a disadvantage in a drawn-
out, straightforward melee. In addition, their darkness ability



allows them to sow chaos and confusion, opening up the per-
fect opportunity to launch a surprise assault, and their high
range of darkvision combined with their heightened Dexterity
makes sniping a most attractive option.

The second and more influential factor is the drow instinct
for self-preservation. Every enemy that is cut down without
the chance to strike back means one less blade, bow, or spell
that might take the life of a drow. The drow are not necessarily
cowards, but they are absolutely and ruthlessly pragmatic. The
notion of honorable combat or a fair fight is alien to most of
them, and those who have been introduced to the concept find
it both repellent and foolish. Any tactic that offers the drow a
chance at victory with minimal danger to themselves is worth
considering, no matter how brutal, horrific, or convoluted it
might be. And, as always, although a commander would rather
sacrifice her non-drow minions than other drow, she happily
sacrifices other drow to protect her own life.

Although the specifics vary by community and circum-
stance, traditional drow tactics frequently involve one or more
of the following elements.

Minions: The drow prefer to let others do their fighting for
them, and the average “drow army” consists of only a few actual
drow in officer and special operative positions. The remainder
is composed of minions, hired soldiers, and slaves, from orcs
to troglodytes, goblins to humans. The drow make use of these
minions primarily as foot soldiers to overwhelm the enemy,
and as disposable fodder to absorb spells and attacks that might
otherwise threaten the drow themselves. The drow respect a
military mind skilled enough to return with the bulk of her
army intact, but no particular stigmais attached to losing many
or even most of one’s non-drow soldiers. Throwing them away
unnecessarily is considered wasteful, but no more so than
disposing of ammunition or other supplies.

When possible, the drow prefer to make use of their min-
ions’ racial advantages. Orcs and bugbears, for instance, are
used as shock troops in situations when their great strength
can come into play. Duergar and other dwarves are used as the
vanguard after long marches, or as protection for other forces,
taking full advantage of their resilience. Goblins and kobolds
make excellent scouts, while hobgoblins are frequently
assigned to special operations or even made subcommanders
beneath drow officers.

Whatever the case, these creatures can all be certain of one
thing: Where a dangerous enemy lurks, it is they, and not their
officers, who will feel the brunt of its attacks.

Beasts: Although less popular than humanoid slaves, other
beasts of burden and war make frequent appearances in drow
battle tactics. The most common of these are, unsurprisingly,
monstrous spiders. The drow train them to ambush specific
targets, or even to serve as mounts, in the case of some larger
specimens. Entire orders of drow knights train in techniques
of mounted warfare that take full advantage of the spiders’ abil-
ity to walk on any surface at a consistently high speed.

Other techniques gaining popularity include the use of
rothé or giant lizard stampedes—with mounted drow on
strategically placed beasts throughout the herd—and, in a few
instances, the use of elite squads mounted on Large (advanced)
basilisks. These specially bred creatures are fitted with leather

head coverings that include red crystal lenses over the eyes.
These lenses are not, in and of themselves, sufficient to blot
out their petrifying vision. The drow who ride them, however,
wear full-head helms with green lenses in the visors. The color
combination creates an opaque brown that blocks line of sight,
and thus renders the riders safe from the gaze attacks of their
mounts. The drow either shatter their petrified opponents, or
carry them back home where they can be restored by priest-
esses or wizards and then put to work as slaves.

Blitz Attacks and Swift Retreats: Whether it’s a light-
ning raid on a surface community, a group assassination, or an
unavoidable direct battle, the drow prefer to strike hard, strike
fast, and then vanish. Prolonged confrontation is the worst
possible military situation for them. When possible, they have
specific goals laid out in advance—often assigning objectives
to individual operatives and groups—and they remain on the
field only as long as they must to accomplish those goals, or
until it becomes clear that they cannot.

At least, this is the theory. In practice, the pride and
arrogance of many drow prevents them from declaring an
operation a failure and aborting when they should, leading
to precisely the sort of prolonged battle they wished to avoid.
Wise and experienced drow, however, know that their best bet
is to attempt to crush the opposition with a single overwhelm-
ing or strategically placed strike, and then withdraw whether
or not they succeeded.

It is during these retreats, either when an objective has
been achieved or the drow commander has decided an attack
has failed, that many of the non-drow soldiers are sacrificed.
Drow frequently order units to remain behind and continue
fighting, as if they were still working toward a particular goal.
This tactic not only covers the escape of the officers, it often
prevents the enemy from realizing that the battle, so far as the
drow are concerned, has ended.

As the drow see it, military and political assassination is
justanother form of this “quick strike” philosophy. Remove an
enemy’s command structure, and you've removed his ability to
mount a coordinated war effort. The drow make every attempt
to identify enemy leaders, and they deliberately target them
both in combat and for assassination off the battlefield.

Poison: The drow are known far and wide for their use of
poisons, and it is a skill they have elevated to a cultural art form.
The drow rarely, if ever, poison the weapons of their non-drow
soldiers, reserving such advantages for themselves.

Among adventurers, the drow are most well known for
their sleep poisons, which they use to coat the bolts of their
hand crossbows. This is a favored tactic of sentinels; however,
the drow rarely employ it in full-scale war, preferring more
reliable and deadly techniques. Only if an objective specifi-
cally involves taking a target alive do they bother with sleep
poisons in military operations.

Spells: Every drow fighting force worth its salt contains at
least a few wizards, clerics, or other casters. Although the precise
nature of the spells used varies, the drow would no sooner con-
sider going to war without spells than they would without swords
or armor. Drow war-casters rarely bother with spells whose func-
tion is to take out a single foe, unless they expect to face a lone
champion. They prefer spells to hide, protect, or strengthen their




own troops (thus making them more effective), or area spells to
obliterate many of the enemy at once. A favored drow tacticis to
drop Will-based area effects onto crowds that include both the
enemy and other drow, counting on the drow combination of
spell resistance and superior Will saves to protect them.

Contingency Plans: All good drow soldiers, particularly
officers and spellcasters, head into battle with a contingency
plan already in mind. In some cases, this might be an alternate
scheme of attack, but at the very least it involves an escape
route of some sort. Even if the main strategy involves force,
these contingencies usually rely on deception or misdirection.
A drow might disguise herself as a member of another race,
the better to blend in with her non-drow soldiers. She might
order her soldiers to continue fighting to cover her own get-
away even when an objective has been obtained or a mission
has failed. The most favored drow methods for escape involve
magics, from the simple teleport or contingency to elaborate ruses
that involve leaving dead clones behind.

STRENGTHS AND WEAKNESSES

The drow are partial to tactics that take advantage of their racial
traits and abilities, while minimizing exposure of those areas
where they are weakest. As mentioned above, this approach
inclines them to make full use of ranged attacks while avoid-
ing melee, but their tactics are certainly more specific and
sophisticated than this simple predilection.

The majority of drow warriors specialize in combat styles
that accentuate their heightened Dexterity, rather than rely-
ing on brute force. Two-weapon fighting and related feats are
quite common, as is the use of Weapon Finesse. For extra
versatility, drow employ weapons that can be used either in
melee or at range. When melee combat is unavoidable, drow
prefer to focus their own attacks on spellcasters (particularly
arcanists), leaving the heavy fighters for their subordinates
and minions. The drow know that sorcerers and wizards die
faster and are ineffective with melee weapons (minimizing the
physical resistance they can mount), while their spells are at
least potentially countered by the drows’ own resistances.

Even though none of their racial spell-like abilities are
innately offensive in and of themselves, the drow have devel-
oped multiple tactics for taking advantage of them.

Dancing Lights: The dark elves’ favorite use of dancing lights
is to confuse enemy sentinels’ attempts to calculate the size of
a drow force. When cast at random intervals during camping
or troop movement, the torchlike effects make it difficult for
observers to determine exactly how many campfires or lan-
terns—and thus how many soldiers—a unit contains.

A less common but far more valuable use of dancing lights
is to send coded messages over great distances. By causing
the balls of light created by the spell to move up and down or
blink out in particular patterns, the drow can create signals
“written” in the scripted form of their sign language. Thisisa
particularly effective means for officers to pass messages and
coordinate efforts in combat.

Of course, should all else fail, the drow can use their dancing
lights to provide illumination for soldiers and slaves who lack
their masters’ ability to see far in the darkness.

Darkness: If the drow have sufficient time to prepare for
an attack, they often set up pitfalls, caltrops, green slime, and
other impediments along the enemy’s most likely route. They
further cloak these areas through the use of their darkness
ability. At the very least, the foe must slow down or expend
precious spells to safely traverse those areas, and sometimes the
extra darkness causes the foe to stumble directly into danger.
When these hazard-strewn areas of darkness are interspersed
with darkened but perfectly safe regions, the enemy cannot
afford to ignore any of them.

Drow also make a practice of using darkness on crossbow
bolts or other ammunition, and then launching the projectiles
into the ranks of enemy archers or spellcasters. Although the
drow firing the weapon at an opponent within the radius of
the effect has her normal miss chance, this is hardly a problem
when the objective is simply to place the missile somewhere
amid a group of foes. The enemy, on the other hand, then suf-
fers the miss chance when attempting to strike back against
the drow.

Faerie Fire: In addition to the obvious uses of this spell—
negating invisibility and outlining targets for soldiers with
weaker darkvision—the drow have developed several other
tactical purposes. Drow scouts and spies are often assigned to
identify and locate enemy commanders and spellcasters. Then,
as the bulk of the drow-led forces approach, these scouts use
faerie five to “paint” the target. This technique not only gives the
soldiers an easy and obvious target, it permits them to begin
a bombardment of missiles and spells earlier than their own
darkvision or the ambient lighting might normally allow.

One additional tactic, which only functions against foes not
especially familiar with magic, involves combining the use of
dancing lights and faerie five. First, the drow use the humanoid-
shape option of dancing lights to make sentries believe that
someone or something is approaching, drawing them away
from their posts and possibly allowing drow operatives to slip
by. After several instances, the guards likely become aware that
the glowing figures are simple illusions and begin ignoring
them. At this point, a drow cloaked in a faerie fire spell—and
thus, from a distance, appearing to be just another of the danc-
ing lights effects, if of a different hue—can potentially draw
near enough to deliver a sudden attack before the guards real-
ize what's happening.

The drow, for the most part, loathe the fact that their race has
innate weaknesses that counterbalance some of their advan-
tages. One of the main reasons they employ non-drow shock
troops is because they know that they are usually less hardy
than their opponents. They do not worry overmuch about
mind-affecting spells—even if the magic penetrates their spell
resistance, they are incredibly strong-willed creatures—but
they fear the results should damaging or transformative magics
break through their resistance. Thus, most drow spellcasters,
and those who can afford powerful magic, make at least some
attempt at using magic to counter these particular weaknesses.
Constitution-boosting and saving throw-boosting items are
relatively common among those who engage in battle on a
regular basis. So, too, are items that provide for the possibility
of asudden escape when the situation turns bad. (See Contin-
gency Plans, above.)



cultures, and hazards that can snuff out the lives

of any creatures unfortunate enough to stumble

across them. The drow have developed techniques to

respond to these many threats. This chapter explores
the options available to drow characters, presenting new uses
for skills, new feats, alternative class features, and new spells
and invocations.

SKILLS

Innovation allows dark elves to make do with the scarce
resources of the Underdark, finding new ways to manufac-
ture common goods and to deal with the day-to-day needs in
their civilization.

BLUFF (CHA)

Given the unique form of Drow Sign Language, some dark
elves learn to incorporate elements of the complex language
bt into normal body movements.

‘ Delivering a Secret Message: You can substitute Dex-
terity for Charisma when making Bluff checks to deliver a
secret message, if you and the recipient are both fluent in
Drow Sign Language.

he Underdark is home to alien creatures, depraved CRAFT (INT)

Drow artisans make do with what they have. Many materi-
als that the surface races take for granted are rare in the
Underdark, if they are present at all. Drow raiders do steal
much from the surface world, but transporting significant
quantities of wood, grains, and other finished materials is
simply not practical. The scarcity of resources means that
drow must turn to nontraditional materials to provide
themselves with life’s necessities. Vegetable fibers such
as cotton and flax are all but unknown in drow society;
fiber extracted from woody fungi or leather is more com-
monly used. Thus, drow can substitute other materials
they have on hand when attempting Craft checks.

The most well-known examples of drow-created
items are the poisons and alchemical substances that
are found only in their society. Chapter 4 provides
extensive information about these special substances.
Included here are DCs and costs for creating alchemi-
cal items and drow poisons.

Alchemical ltem  Craft (alchemy) DC  Cost
Bile droppings 15 50 gp
Darkvision powder 20 10 gp
Dwarfblind stone 25 50 gp
Shedden 20 75 gp
Spelunker’s oil 20 15 gp
Stoneburn acid 22 10 gp
Vilegrip 25 50 gp




Poison Craft (poisonmaking) DC Cost
Darklight brew 28 1,500 gp
Fish glue 18 100 gp
[llithid mindscorch 27 1,000 gp
Psychotropic rot 17 125 gp
Roach paste 15 50 gp
Underdark blight 20 300 gp
Magic-Infused

Poison Craft (poisonmaking) DC Cost
The calling 28 2,000 gp
Creeping nullscourge 25 1,000 gp
Slow taint 18 300 gp
Slowswarming 21 1,200 gp
Swarming spiderbite 26 1,800 gp

Craft (Poisonmaking): The amount of raw materials
needed to manufacture poison depends on the general avail-
ability of the active ingredient. If a supply is readily available,
the raw materials cost one-sixth of the poison’s market price.
Otherwise, the raw materials cost at least three-quarters of
the market price (though only if the substance is for sale).
Multiply your check result by the poison’s DC to determine
the value in gp of poison you create. When the total equals
or exceeds the market price of one dose, that dose is finished.
(Depending on the check result, you might be able to create
more than one dose at a time). If you fail the check by 4 or less,
you make no progress, and if you fail by 5 or more, you ruin
half the raw materials and have to buy them again.

HANDLE ANIMAL (CHA)

Vermin are vital to the drow. On one hand, they are creatures
sacred to Lolth, expressions of her perfect divine form. On
the other, they are abundant, and with the proper training,
they can serve as guardians, soldiers, and even steeds.

Since vermin are mindless creatures, they don't learn as
other animals do. Instead, they must be “programmed” by a
trainer, who encodes a desired pattern of behavior that the
creature reproduces under a specific set of circumstances.
This technique is beyond the capabilities of most animal
handlers, and only characters with the Vermin Trainer
feat (see page 53) or with access to a similar ability—such
as that granted by the vermin keeper'™ prestige class can
train vermin.

Even with the required feat, handling and training mind-
less creatures has associated challenges. The larger the
vermin, for example, the harder it is to control—thus, when
making a Handle Animal check to handle or train a vermin,
apply the creature’s special size modifier to the check DC.

Vermin Size Handle Animal DC Modifier
Medium or smaller +0
Large +2
Huge 43
Gargantuan +10
Colossal +15

Vermin can learn up to three tricks or one general purpose
that encompasses no more than three tricks. Some vermin

have a special quality that enables them to learn more than
others of their type ordinarily could. It is impossible to push a
vermin. Additionally, vermin are never deemed “wild animals”
and thus cannot be reared.

In addition to the tricks described in the Player's Handbook
and elsewhere, drow commonly teach the following tricks to
their vermin servants.

Ambush (DC 20): The vermin makes a Hide check and
waits for a creature to come near it. When a target passes
beneath it or comes within 10 feet, the vermin attacks.

Bestow Venom (DC 15): By succeeding ona DC 15 Handle
Animal check to handle a vermin that has a poison special
attack, you can compel the vermin to give up some of its
venom. The creature deposits its poison into a container you
indicate, providing a single dose. A Handle Animal check to
extract venom takes 1 minute. You can then attempta DC 15
Craft (poisonmaking) check to refine this venom into a poison
you can use.

Web (DC 15): On command, a web-spinning vermin shoots
aweb at the closest hostile creature.

SPEAK LANGUAGE

Drow Sign Language is unlike any other language. A complex
harmony of gestures, facial expressions, and body language,
it is all but impossible to comprehend by those not fluent in
the “tongue.” Though it lacks a vocal component, Drow Sign
Language is otherwise like any other language, with a robust
vocabulary and even a written form. This script, however,
is as unusual as the “spoken” form of the language. Consist-
ing of symbols that illustrate the proper hand motions with
emphasis marks to indicate other physical gestures, it might
be overlooked by those unfamiliar with the tongue, and inter-
preted as just more of the whorls and patterns that decorate
drow settlements.

Spellcasting: Drow Sign Language cannot be used as part
of a spell’s verbal component.

However, as pointed out in Chapter 1, Drow Sign Lan-
guage is quite similar to the somatic gestures used to cast
arcane spells. An arcane spellcaster who is fluent in Drow
Sign Language gains a +2 bonus on Spellcraft checks made to
identify a spell being cast (if it has a somatic component), and
increases by 2 the Spellcraft DC to identify any of her spells
as she casts them (whether or not those spells have somatic
components).

Dancing Lights: Drow Sign Language relies on sight to trans-
mit messages—and is usually used when underground—so it
is largely ineffectual when directed at those out of darkvision
range. To compensate for the challenges imposed by their
native environment, the drow have learned to manipulate
their innate ability to use dancing lights to communicate over
longer distances.

To use this ability, a drow must use dancing lights and make
a successful DC 15 Spellcraft check (or DC 20 for complex
messages). As with Bluff, if the Spellcraft check fails by 4 or
less, the drow can’t get the message across. Failure by 5 or more
indicates that false information is communicated.



NEW FEATS

The drow use special tactics

in combat, favoring techniques
that incapacitate their foes rather
than kill them. The reason is simple:
They harvest slaves from the ranks of
their fallen enemies. The drow do kill,
certainly, but indiscriminate slaughter
is a waste of a good labor source.

AT HOME IN
THE DEEP

Your innate power over the
darkness extends to your
senses.

Prerequisite: Darkness as a
spell-like ability, darkvision.

Benefit: You can see through
the shadowy illumination cre-
ated by a darkness spell as if the
spell weren't there.

This ability doesn’t apply to
other spells that have the dark-
ness descriptor.

BLEND INTO
SHADOWS

You can draw from nearby magical
shadow to cloak yourself in darkness.

Prerequisite: Darkness as a spell-like
ability.

Benefit: As a swift action, you can
spend a use of your darkness spell-like
ability to make a Hide check, even while being observed and
without cover or concealment. You must be within 10 feet of
an area of magical darkness.

You also gain one additional daily use of your darkness
spell-like ability.

CAUTIOUS ATTACK

When you take your time in combat, you quickly assess the
flow of battle to respond rapidly to threats.

Prerequisite: Wis 13, Dodge.

Benefit: Whenever you ready a standard action to attack,
you gain a +1 dodge bonus to AC. This bonus lasts until you
take the readied action, or until the start of your next turn,
whichever comes first.

CHOSEN FOE

At the expense of attention to other distractions, you focus
on a single opponent to give you a decided advantage while
fighting against him.

Benefit: Once during your turn as a free action, you can
designate a single opponent. You gain a +1 insight bonus on
attack rolls made against that opponent and a +1 insight bonus
to AC against attacks made by that opponent.

Using his Constant Guardian feat, a male drow
tries to protect a female from harm

In exchange, you take a
-2 penalty on attack rolls
against other creatures and
a -2 penalty to AC against
attacks made by other
creatures.

The bonus and penalty

last until the start of your next
turn.

Special: A fighter can select

Chosen Foe as a fighter bonus feat.

CLEVER
OPPORTUNIST

When an unwary opponent
gives you an opportunity, you
use it to change positions
with your foe.
Prerequisite: Combat

Reflexes.

Benefit: If you hita creature
of your size or smaller with an
attack of opportunity, you can
spend an immediate action to

exchange places with that
creature.
Both you and the target
must be able to move into
and legally occupy the new
space in order for this feat
to function. For example, an
incorporeal character inside a solid
object couldn’t exchange places
with a corporeal character, nor could a nonflying creature
exchange places with an airborne flying creature.
Special: A fighter can select Clever Opportunist as a fighter
bonus feat.

COERCIVE SPELL [METAMAGIC]

Living foes damaged by your spell become more pliable and
vulnerable to your commands.

Benefit: You can alter a spell that deals damage to foes so
that any living creature dealt damage by the spell takes a —2
penalty on Will saves for 3 rounds.

Penalties from multiple coercive spells do not stack. A
coercive spell uses up a spell slot one level higher than the
spell’s actual level.

CONSTANT GUARDIAN

By paying careful attention to nearby allies and reducing the
accuracy of your attacks, you help protect your companions.

Benefit: Once during your turn as a free action, you can take
a—2 penalty on your attack rolls to grant a single ally within
10 feet a +2 dodge bonus to Armor Class. This effect lasts until
the start of your next turn or until you are more than 10 feet
from the chosen ally, whichever comes first.

Special: A fighter can select Constant Guardian as a fighter
bonus feat.
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TABLE 2—1: NEW FEATS
General Feats
At Home in the Deep

Blend into Shadows
Cautious Attack
Chosen Foe

Clever Opportunist
Constant Guardian

Dutiful Guardian
Dazzling Fire
Radiant Flicker

Deceptive Illumination
Fade into Darkness

Hand Crossbow Focus
Imperious Command
Instinctive Darkness

Intensify Darkness
Master of Poisons

Master of Shadow
Paralyzing Fists

Poison Spell
Psychic Refusal
Reactive Resistance
Sadistic Reward
Shadowborn Warrior
Spiderfriend Magic
Staggering Critical
Surprising Riposte
Vermin Trainer
Knight of Lolth
Spider Companion

Verminfriend
Versatile Combatant

Metamagic Feats
Coercive Spell
Deafening Spell
Umbral Spell

ability to fight.

Fascinating lllumination
Gift of the Spider Queen

DAZZLING FIRE

The illumination you can bestow on others impedes their

Prerequisites

Darkness spell-like ability,
darkvision

Darkness spell-like ability
Wis 13, Dodge

Combat Reflexes

Constant Guardian

Faerie fire spell-like ability
Dazzling Fire,

faerie fire spell-like ability
Dancing lights spell-like ability
Darkness spell-like ability
Dancing lights spell-like ability
Drow

Proficiency with hand crossbow,

base attack bonus +1
Cha 15, Intimidate 8 ranks

Darkness spell-like ability

Darkness spell-like ability

Drow
Wis 15, Improved Unarmed
Strike, Stunning Fist

Spell resistance, Iron Will
Spell resistance
Evil

Blind-Fight, Dodge

Improved Critical,

base attack bonus +12

Int 13, Combat Expertise,
Improved Feint

Drow, Handle Animal 4 ranks,
Knowledge (religion) 4 ranks
Ride 1 rank, Mounted Combat,
Vermin Trainer

Vermin Trainer, animal companion

Drow
Dex 15, proficiency with rapier
and hand crossbow

Prerequisites

Prerequisite: Faerie fire as a spell-like ability.

Benefit
You can see through darkness spells

Spend darkness use to hide in plain sight

Gain +1 AC while readying an attack

Gain +1 attack and AC against single foe

Spend immediate action to exchange places with foe
Take -2 penalty on attacks to grant +2 to AC for single ally
within 10 feet

Exchange places with attacked ally

Faerie fire dazzles subject

Use faerie fire to grant target concealment

Use silent image as a spell-like ability

Use darkness to gain +5 bonus on Hide checks

Use hypnotic pattern as a spell-like ability

Invoke various effects by sacrificing two or three

of your daily spell-like abilities

+1 bonus on attack rolls with hand crossbow;

reload as free action

Demoralized opponent cowers for 1 round,

then shaken for 1 round

Use darkness as an immediate action;

no attack of opportunity

Use darkness to cast deeper darkness

Apply poison as a swift action and with no chance of
poisoning yourself

Gain one extra use of dancing lights, darkness, faerie fire
Multiple Stunning Fist attacks paralyze instead of stun

Add poison to a melee touch spell as though

it were a weapon

SR increases by 4 against mind-affecting spells and effects
Lower SR as immediate action

Deal damage to living creature to gain +1 on saves for

1 round

+2 initiative, +1 AC when in shadows or darkness

Your spells don't affect vermin allies

Critical hit slows target for 1 round

Feinted target that takes damage becomes flat-footed
Train vermin creatures

Gain various advantages when mounted on
monstrous vermin

Gain monstrous spider as companion

Cha check to prevent vermin from attacking you
Reduced penalties for fighting with rapier and
hand crossbow; hand crossbow attacks don’t
provoke attacks of opportunity

Benefit

Creatures damaged by spell take —2 penalty on Will saves
Creatures damaged by spell are deafened for 1 round
Spell gains darkness descriptor

Benefit: When you use faerie fire as a spell-like ability, you
can choose also to render the target of the faerie fire effect
dazzled for its duration.

You also gain one extra daily use of your faerie fire spell-
like ability.



Ambush Feats
Gloom Strike

Sickening Strike
Terrifying Strike

Venomous Strike

Divine Feats
Divine Intercession

Lolth’s Boon
Lolth’s Caress

Profane Agony

Vile Feats
Unspeakable Vow
Vow of Decadence

Vow of the Spider Queen

Vow of Vengeance

Weapon Style Feats
Aleval School

Despana School

Eilservs School

Inlindl School

Shi’Quos School

Steal and Strike

Tormtor Style

Vae School

Xanigos School

Prerequisites

Sneak attack +3d6,
darkness spell-like ability
Sneak attack +2d6

Intimidate 4 ranks,
sneak attack +2d6
Poison use, sneak attack +2d6

Prerequisites

Turn or rebuke undead,
Travel or Trickery domain
Rebuke undead, drow or
Lolth as patron deity

Rebuke undead, drow or
Lolth as patron deity

Rebuke undead,

Death or Destruction domain

Prerequisites
Unspeakable Vow

Caster level 6th, rebuke undead,
Unspeakable Vow, Verminfriend
Unspeakable Vow

Prerequisites

Spellcraft 2 ranks, Weapon
Finesse, base attack bonus +4,
sneak attack +2d6 or

sudden strike +2d6

Power Attack, Weapon Focus
(light mace, heavy mace, or
warmace), base attack bonus +5,
ability to cast any summon
monster spell

Spellcraft 2 ranks, Two-Weapon
Fighting, Weapon Focus
(quarterstaff),

base attack bonus +6

Int 13, Combat Expertise, Shield
Proficiency, Weapon Finesse
Dex 13, Dodge, Mobility,

Spring Attack,

base attack bonus +6

Combat Expertise, Improved
Disarm, Two-Weapon Fighting,
Weapon Focus (rapier),
Weapon Focus (kukri)

Point Blank Shot, Weapon Focus
(javelin), base attack bonus +6
Int 13, Combat Expertise,
Improved Trip, Weapon Focus
(spiked chain or whip),

base attack bonus +7

Dex 13, Dodge, Mobility,

Point Blank Shot, Shot on the Run,
base attack bonus +6

DEAFENING SPELL [METAMAGIC]

You can modify a spell so it deafens targets.
Benefit: You can alter a spell that deals damage to foes
so that any living creature dealt damage by the spell is also

deafened for 1 round.

Benefit

Trade 2d6 sneak attack damage to impede target’s
vision for 3 rounds

Trade 1d6 sneak attack damage to sicken living target
for 1 round

Trade 1d6 sneak attack damage to render foe

shaken for 1 round

Trade 1d6 sneak attack damage to increase poison
DCby 2

Benefit
Spend three rebuke attempts to teleport 30 feet

Spend two rebuke attempts to grant vermin
temporary hit points and +2 damage

Spend rebuke attempt to force saves against
poison’s secondary effect

Spend rebuke attempt to damage, sicken
living foe within 30 feet

Benefit

+2 profane bonus on Intimidate checks

Control effects of drugs, +4 competence bonus on
Fort saves against ingested poison

See feat description

+2 on damage, +4 on critical confirmation rolls against
chosen creature.

Benefit
Sacrifice 1d6 sneak attack damage to apply —2 penalty on
one save

Gain advantages when fighting alongside a monster
you summoned

Deal extra damage with magic staff, and cast staff spell
as swift action against foe you've hit

Give up shield bonus to AC for bonus on attacks

When charging or spring attacking from higher elevation,
you can knock foe prone

Gain free attack when you successfully disarm opponent

Make melee attack and ranged attack with javelin d
in the same roun

Free trip attempt when you damage a flat-footed or
flanked foe with spiked chain or whip

“Charge” with crossbow to deal +1d6 points of damage;
reloading doesn’t provoke attacks of opportunity

The effects from multiple deafening spells do not stack. A
deafening spell uses up a spell slot one level higher than the

spell’s actual level.




DECEPTIVE ILLUMINATION

Your innate power to create mobile light is far more precise
than others’.

Prerequisite: Dancing lights as a spell-like ability.

Benefit: You can spend a daily use of your dancing lights
spell-like ability to cast silent image instead. The illusion lasts
for 3 rounds after you cease concentration, but otherwise
functions exactly as the spell. Your caster level equals your
class level.

You gain one extra daily use of your dancing lights spell-

like ability.
DUTIFUL GUARDIAN

You put yourself into harm’s way to protect your allies.

Prerequisite: Constant Guardian.

Benefit: Whenever the beneficiary of your Constant
Guardian feat is attacked, you can take an immediate action
to instantly exchange places with that character.

Both you and the ally must be able to move into and legally
occupy the new space in order for this feat to function.
For example, an incorporeal character inside a solid object
couldn’t exchange places with a corporeal character, nor
could a nonflying creature exchange places with an airborne
flying creature.

FADE INTO DARKNESS

By precisely controlling the shadows around you, you render
yourself unseen.

Prerequisite: Darkness as a spell-like ability.

Benefit: You can spend a daily use of your darkness spell-like
ability as a standard action to gain a +5 competence bonus on
Hide checks for 10 minutes per caster level.

This ability does not function in areas of bright
illumination.

You also gain one extra daily use of your darkness spell-like
ability.

FASCINATING ILLUMINATION

The lights you create have the power to hypnotize others.
Prerequisite: Dancing lights as a spell-like ability.
Benefit: You can spend a daily use of your dancing lights

spell-like ability to cast hypnotic pattern instead. Your caster

level equals your class level.
You also gain one extra daily use of your dancing lights
spell-like ability.

GIFT OF THE SPIDER QUEEN

You can combine your racial spell-like abilities in new and
potent ways.

Prerequisite: Drow.

Benefit: As an immediate action, you can activate any of
the following spell-like abilities (using your class level as your
caster level). You spend one daily use of each spell-like ability
used in this combination.

Curtain of Darkness: You can expend one daily use of dancing
lights and darkness to extinguish all nonmagical light sources
within 100 feet. This is not a magical darkness effect; the fires
(or other sources, such as sunrods) simply go out. This ability

does not function on any flame larger than that of a torch or
lantern, so it cannot be used to extinguish a burning build-
ing or as a defense against fire used as a weapon. This is the
equivalent of a 2nd-level spell.

Mirror Image: You can expend one daily use of dancing lights
and faerie fire to use mirror image (as the spell, except you gain
only 1d4 images).

See Invisibility: You can expend one daily use of darkness and
faerie five to use see invisibility (as the spell, except the duration
is only 1 round per caster level).

Blinding Vanish: You can expend one daily use of dancing
lights, darkness, and faerie five to disappear in a blinding flash of
light. All creatures within a 20-foot-radius burst are blinded
for 1 round; a successful Fortitude save (DC 14 + your Cha
modifier) reduces the effect to dazzled for 1 round. In addi-
tion, you become invisible (as the invisibility spell, except the
duration is 1 round per caster level).

HAND CROSSBOW FOCUS

Your hand crossbow attacks gain accuracy and speed.

Prerequisite: Proficiency with hand crossbow, base attack
bonus +1.

Benefit: You can reload a hand crossbow as a free action.

You also gain a +1 bonus on attack rolls with a hand cross-
bow. This bonus does not stack with the bonus from Weapon
Focus, but it is the equivalent of Weapon Focus for the purpose
of qualifying for feats, prestige classes, and anything else that
requires the feat.

Special: A fighter can select Hand Crossbow Focus as a
fighter bonus feat.

IMPERIOUS COMMAND

You strike deep and abiding terror in your foes.
Prerequisite: Cha 15, Intimidate 8 ranks.
Benefit: If you successfully demoralize a foe in combat,
the foe cowers in fear for 1 round and is shaken in the fol-
lowing round.

INSTINCTIVE DARKNESS

After extensive training, you can negate light instinctively.

Prerequisite: Darkness as a spell-like ability.

Benefit: You can use your darkness spell-like ability
as an immediate action. This does not provoke attacks of
opportunity.

You also gain one extra daily use of your darkness spell-like
ability.

Normal: Using darkness requires 1 standard action and
provokes attacks of opportunity.

INTENSIFY DARKNESS

By extending your effort, you can expand the area of your
darkness spell-like ability.

Prerequisite: Darkness as a spell-like ability.

Benefit: If you spend a full-round action to use your davkness
spell-like ability, you create deeper darkness instead.

You also gain one extra daily use of your darkness spell-like
ability.
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The Knight of Lolth feat makea a spider-rider
more than the equal of any surface-dwelling mounted warrior

KNIGHT OF LOLTH

You have mastered techniques of waging war when mounted
on a monstrous spider (or similar vermin).

Prerequisite: Ride 1rank, Mounted Combat, Vermin
Trainer.

Benefit: When riding monstrous vermin, you do not need
to make any rolls or checks to remain mounted if your mount
travels across walls or ceilings (though if you take damage
when on a wall or ceiling, the DC of the check to remain
mounted is 10 rather than 5).

When your monstrous vermin mount makes a charge attack,
you can spend a standard action to grant it a bonus on the attack
roll and damage roll equal to 1/2 your base attack bonus.

Normal: Riding a creature clinging to a wall or ceiling
would require various checks depending on circumstances.

MASTER OF POISONS

You are highly trained and adept in the use of toxic
substances.

Benefit: You can apply poison or oil to a weapon as a swift
action, without provoking attacks of opportunity. In addition,
you never risk accidentally poisoning yourself when applying
poison to a weapon.

Normal: Applying poison or oil to a weapon is a standard
action that provokes attacks of opportunity. When applying
poison to a weapon, you have a 5% chance of accidentally
poisoning yourself.

PSYCHIC REFUSAL

RADIANT FLICKER

MASTER OF SHADOW

You gain extra uses of your drow powers of light and
darkness.
Prerequisite: Drow.

Benefit: You gain one extra daily use of each of your
drow spell-like abilities (dancing lights, darkness,
and faerie fire).

In addition, you gain a+2 bonus to
your caster level with these spell-like
abilities.

PARALYZING
FISTS

You can make multiple
unarmed attacks to paralyze
an opponent in a single round.
Prerequisite: Wis 15, Improved Unarmed
Strike, Stunning Fist.

Benefit: When two or more of your Stunning Fist
attacks succeed in stunning a single foe in the same round,
that creature must make another Fortitude saving throw
(DC 10 + 1/2 your character level + your Wis modifier +1 for
each successful Stunning Fist attack). On a failure, that crea-
ture is paralyzed for 1d2 rounds instead of being stunned for
1 round. Creatures that are not subject to extra damage from
critical hits and creatures that are immune to stunning cannot
be paralyzed in this manner.

Special: A fighter can select Paralyzing Fists as a fighter
bonus feat.

POISON SPELL

You can mystically transfer a poison to the target of your
spells.

Benefit: You can add a contact or injury poison as a mate-
rial component to a melee touch spell you are casting. Doing
this entails the same risk of poisoning yourself as applying
poison to a weapon (DMG 296).

The target of the spell, in addition to being subject to the
normal effects of the spell, is also exposed to the poison. (A
melee touch spell must deal damage to deliver the effect of
an injury poison.)

The dose of poison used as the component is expended
when you cast the spell, whether or not the spell or poison
successfully affects the target.

Spells that target your mind have difficulty penetrating your
defenses.

Prerequisite: Spell resistance, Iron Will.

Benefit: You gain a +4 bonus to spell resistance against
mind-affecting spells and abilities.

You cloak yourself or another with a nimbus of flickering,
bewildering light.

Prerequisite: Dazzling Fire, faerie fire as a spell-like
ability.
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Benefit: You can spend a daily use of your faerie
fire spell-like ability as a standard action to grant the
target concealment from all melee attacks instead.
This effect lasts for 1 round per caster level.

You also gain one extra daily use of your faerie fire
spell-like ability.

REACTIVE RESISTANCE

Through extensive practice and meditation, you can
lower your spell resistance quickly.

Prerequisite: Spell resistance.

Benefit: You can lower your spell resistance as an
immediate action. It returns to normal at the start of
your next turn.

Normal: Lowering spell resistance for 1 round is a
standard action.

SADISTIC REWARD

Your mind and body are fortified by harming
others.

Prerequisite: Evil.

Benefit: If you deal damage to a living creature, you
gain a +1 morale bonus on saves for 1 round.

SHADOWBORN WARRIOR

You are adept at fighting in darkness.

Prerequisite: Blind-Fight, Dodge.

Benefit: Whenever you begin combat within an area of
darkness or shadowy illumination, you gain a +2 insight bonus
on initiative checks.

When in concealment granted by darkness or shadow, you
gain a +1 dodge bonus to AC.

Special: A fighter can select Shadowborn Warrior as a
fighter bonus feat.

SPIDER COMPANION

Instead of an animal, you bond with a monstrous spider.
Prerequisite: Vermin Trainer, animal companion.
Benefit: You can select a monstrous spider as your animal

companion. This spider gains all the benefits normally granted

to animal companions.

At 1st level, you can select a Tiny, Small, or Medium mon-
strous spider as your spider companion. A druid of sufficiently
high level can select a more powerful creature as her spider
companion, applying the indicated adjustment to the druid’s
level (in parentheses) for the purpose of determining the spider
companion’s characteristics and special abilities.

Lllus. by L. Grant-West

Spider Minimum Level (Adjustment)
Large 4th (-3)
Huge 10th (-9)

Normal: Spiders are not available as animal companions.

SPIDERFRIEND MAGIC

Your spells cannot harm your vermin allies.
Benefit: Your spells have no effect against vermin allies
(but affect vermin enemies normally).

A drow warrior bestride his Huge spider companion

As a swift action, you can suppress the effect of this feat
for 1 round.

STAGGERING CRITICAL

Your critical hits leave your opponents reeling.
Prerequisite: Improved Critical, base attack bonus +12.
Benefit: When you confirm a critical hit with a weapon

for which you have the Improved Critical feat, the target is

also slowed for 1 round.
Special: A fighter can select Staggering Critical as a fighter
bonus feat.

SURPRISING RIPOSTE

Through deft maneuvering, you unravel your opponent’s
defenses.

Prerequisite: Int 13, Combat Expertise, Improved Feint.

Benefit: If you deal damage to an opponent in the same
round that you successfully feinted against it, it becomes flat-
footed. This effect lasts 1 round or until the opponent’s next
turn, whichever comes first.

Opponents that can’t be caught flat-footed, such as charac-
ters who have uncanny dodge, cannot be affected by Surprising
Riposte.

Special: A fighter can select Surprising Riposte as a fighter
bonus feat.

UMBRAL SPELL [METAMAGIC]

You add the darkness descriptor to a spell you cast.

Benefit: You can alter a burst-, emanation-, or spread-shaped
spell so that it gains the darkness descriptor. The altered spell
automatically dispels any spells with the light descriptor of
the spell’s level or lower whose effects overlap or are within
the altered spell’s area.



For example, an umbral lightning bolt would dispel any
ongoing light spell of 3rd level or lower in the area of the line.
An umbral spell uses up a spell slot one level higher than the
spell’s actual level.

VERMIN TRAINER

Your service to the Spider Queen gives you insight into train-
ing vermin.

Prerequisite: Drow, Handle Animal 4 ranks, Knowledge
(religion) 4 ranks.

Benefit: You can use the Handle Animal skill to handle
and train vermin as if they were animals with Intelligence
scores of 1.

Normal: Without this feat, only animals and magical beasts
with Intelligence scores of 1 or 2 can be handled and trained
with the Handle Animal skill, and using Handle Animal on
a magical beast is done with a —4 penalty on the check.

Special: The size of vermin directly affects the ability of
the trainer to instruct them (see page 46).

Using Versatile Combatant, a drow fighter dispatches a goblin
while firing at a distant foe

VERMINFRIEND

Thanks to your racial connection to their kind, vermin regard
you as one of their own.

Prerequisite: Drow.

Benefit: Whenever a vermin is about to attack you, you can
attempt a Charisma check (DC 15 + 1/4 the vermin's HD) as an
immediate action. If you succeed, the vermin cannot attack
you for 24 hours.

If you attack a vermin that has been affected by this feat,
you lose the feat’s benefit for 24 hours.

VERSATILE COMBATANT

You have learned to combine attacks with the favored weap-
ons of the drow.

Prerequisite: Dex 15, proficiency with rapier and hand
crossbow.

Benefit: Whenever you are armed with a rapier in your
primary hand and a hand crossbow in your off hand, you are
treated as having the Two-Weapon Fighting feat for the pur-
pose of calculating attack penalties.

In addition, you do not provoke attacks of opportunity
from adjacent opponents when you make ranged attacks with
a hand crossbow.

Special: A fighter can select Versatile Combat as a fighter
bonus feat.

AMBUSH FEATS

Ambush feats, introduced in Dragon Magazine and expanded
upon in Complete Scoundrel, allow you to use your sneak
attack ability to deal an additional harmful or hindering
effect upon an opponent, at the cost of one or more of the
extra damage dice you normally deal with a successful hit.
You must declare your intent to use an ambush feat’s ability
before making your attack roll and you must always deal at
least one extra die of sneak attack damage with the attack
(that is, you can’t reduce the number of sneak attack bonus
damage dice to 0). You can apply multiple ambush feats to
the same attack as long as you still deal at least one extra
die of damage with the attack.
Creatures immune to sneak attacks are
immune to the secondary effects created by
ambush feats. Even if a creature is vulner-
able to sneak attacks, if your attack deals no
damage to the creature (for example, if
it is negated by the creature’s damage
reduction), the secondary effect doesn’t
occur.

As noted in Complete Adventurer, the sudden strike class fea-
ture can be used in place of sneak attack in qualifying for feats.
Furthermore, whenever an ambush feat mentions sneak attack,

you can substitute sudden strike. The skirmish ability
of ascout®d doesn’t count as a sneak attack for
the purpose of qualifying for feats, nor may a
scout sacrifice skirmish extra damage to gain
the benefit of an ambush feat.
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GLOOM STRIKE [AMBUSH]

Your sneak attacks leave a residue of darkness that clouds
your enemy’s vision.

Prerequisite: Sneak attack +3d6, darkness as a spell-like
ability.

Benefit: Your sneak attack creates an aura of magical dark-
ness that impedes your target’s vision for 3 rounds. The target
takes a—4 penalty on Spot checks and treats all other creatures
as having concealment. Neither darkvision nor low-light
vision pierces this effect, though the ability to see through
magical darkness does. Any spell with the light descriptor
suppresses the effect.

Using this feat reduces your sneak attack damage by 2ds.

SICKENING STRIKE [AMBUSH]

Your sneak attacks leave enemies reeling in pain.
Prerequisite: Sneak attack +2dé.
Benefit: The target of your sneak attack, if it is a living
creature, is sickened for 1 round.
Using this feat reduces your sneak attack damage by 1de.

TERRIFYING STRIKE [AMBUSH]

Your sneak attacks inspire fear.

Prerequisite: Intimidate 4 ranks, sneak attack +2de.

Benefit: The target of your sneak attack is shaken for
1 round. This effect doesn’t stack with any other fear effects,
including itself. This is a mind-affecting fear effect.

Using this feat reduces your sneak attack damage by 1de.

VENOMOUS STRIKE [AMBUSH]

You know where to place your sneak attacks to deliver a highly
effective poisoned strike.

Prerequisite: Poison use, sneak attack +2de.

Benefit: If you are wielding a poisoned weapon as part of
your sneak attack, the poison’s save DC increases by 2.
Using this feat reduces your sneak attack damage by 1de.

DIVINE FEATS

The feats in this category share a number of characteristics that
restrict them to certain classes or class combinations. First,
they all have as a prerequisite the ability to turn or rebuke
undead. Thus, they are open to clerics, paladins of 4th level
or higher, and members of any prestige class or any creatures
with that ability.

Second, the force that powers a divine feat is the ability to
channel positive or negative energy to turn or rebuke undead.
Each use of a divine feat costs a character a minimum of one
turning or rebuking attempt from her number of attempts
each day. If you don’t have any turn or rebuke attempts left,
you can't use a divine feat. Turning or rebuking undead is a
standard action (unless you have a special ability that says
otherwise). These feats normally take a standard action to
activate, but might require other actions as specified. Regard-
less, you can activate only one divine feat per round, though
overlapping durations might allow you the benefits of more
than one divine feat at a time.

Third, turning or rebuking undead is a supernatural abil-
ity and a standard action that does not provoke attacks of
opportunity and counts as an attack. Activating a divine feat
is also a supernatural ability and does not provoke attacks
of opportunity unless otherwise noted in the feat descrip-
tion. However, activating a divine feat is not considered an
attack unless the feat’s activation could be the direct cause
of damage to a target. Lolth’s Caress, for example, expedites
the secondary effect of poison, but does not directly deal
damage to an opponent upon its activation. It is not itself
an attack.

DIVINE INTERCESSION [DIVINE]

You can channel divine energy to remove yourself from a
dangerous situation.

Prerequisite: Turn or rebuke undead, Travel or Trickery
domain.

Benefit: You can spend three turn or rebuke undead
attempts to teleport to any point up to 30 feet away within
line of sight. This effect functions as dimension door, except
that you can’t bring along other creatures.

LOLTH’S BOON [DIVINE]

You can channel negative energy to empower vermin.

Prerequisite: Rebuke undead, drow or Lolth as patron
deity.

Benefit: You can spend two rebuke undead attempts as
a standard action to unleash a 60-footradius burst of divine
energy. Bach vermin in the area gains temporary hit points
equal toits HD, as well as a +2 profane bonus on melee damage
rolls. These effects last for 5 rounds.

LOLTH’S CARESS [DIVINE]

You can channel negative energy to accelerate poisonous
effects.

Prerequisite: Rebuke undead, drow or Lolth as patron
deity.

Benefit: You can spend a rebuke undead attempt to
speed up the effects of poison, affecting all creatures within
20 feet of you. Any poisoned creature in the area that has
not yet attempted its saving throw against the poison’s
secondary effect must do so immediately. (This takes the
place of the saving throw at the end of the normal poison
duration.)

PROFANE AGONY [DIVINE]

You can channel negative energy to deal terrible pain.

Prerequisite: Rebuke undead, Death or Destruction
domain.

Benefit: You can spend a rebuke undead attempt as a
full-round action to channel your deity’s displeasure at a
single living creature within 30 feet. That creature takes
3d6 points of nonlethal damage and is sickened for 1 round.
A successful Fortitude save (DC 10 + one-half your level +
your Cha modifier) negates the damage, but not the sicken-
ing effect.



VILE FEATS

Introduced in Book of Vile Darkness, feats with the vile
descriptor are available only to intelligent creatures of evil
alignment.

UNSPEAKABLE VOW [VILE]

You willingly give yourself to the service of an evil deity or
cause, denying yourself an ordinary life to serve your unspeak-
able ends.

Benefit: You gain a+2 profane bonus on Intimidate

checks.

VOW OF
DECADENCE
[VILE]

You have taken an
unspeakable vow to
indulge your every
desire, even at the
expense of others
around you.

Prerequisite:
Unspeakable Vow.

Benefit: You
cannot overdose
when using drugs.
If the drug deals
variable damage,
you always take the
minimum amount.
If the drug has a
penalty that lasts for
avariable amount of
time, it is always for
the minimum time
described. In addi-
tion, you gain a +4
competence bonus
on saving throws
against ingested
poisons.

Special: To fulfill your vow, you must consume an intoxi-
cating, stimulating, depressing, or hallucinogenic substance
at least once per day. If you intentionally abstain, you imme-
diately and irrevocably lose the benefit of this feat. You may
not take another feat to replace it. If you break your vow as a
result of magical compulsion, or otherwise unintentionally,
you lose the benefit of this feat until you perform a suitable
penance and receive an atonement spell.

VOW OF THE SPIDER QUEEN [VILE]

You have taken an unspeakable vow to further the interests
of the Spider Queen at all costs.

Prerequisite: Caster level 6th, rebuke undead, Unspeak-
able Vow, Verminfriend.

Benefit: This unspeakable vow grants a variety of super-
natural benefits, but at a terrible price.

Lolth gives special protection to her daughters who have the Profane Agony feat

You gain immunity to poison.

When using the Verminfriend feat, you gain a +5 insight
bonus on the Charisma check, and you can prevent any single
vermin within 30 feet from attacking you. If you succeed, the
affected vermin cannot attack you for 24 hours.

Also, you can expend a rebuke undead attempt to rebuke or
command vermin. This ability functions like rebuke undead,
except that it affects vermin.

Finally, you develop horrid glands in your mouth that allow
you to spit a wad of toxic fluid. Your glands produce enough
poison to spit a number of times per day equal to 3 + your Con
bonus (if any). Treat
this as a ranged
touch attack with
a range increment
of 10 feet. A direct
hit deals 1dé6 points
of acid damage and
forces the target to
succeed on a Forti-
tude save (DC 10 +
1/2 your level +
your Con modifier)
or take 1d4 points of
Strength damage.
Ten rounds later,
the target must suc-
ceed on a second
save against the
same DCor take
an additional 1d4
points of Strength
damage. Every
creature within 5
feet of the target
takes 1 point of acid
damage from the
splash.

Special: To ful-
fill your vow, you
must not cause
harm to any vermin. You may not deal lethal damage or ability
damage to such creatures through spells or weapons, though
you can deal nonlethal damage. You may not target them with
death effects, disintegrate, or other spells that have the immedi-
ate potential to cause death or great harm. You also may not
use nondamaging spells to incapacitate or weaken vermin so
your allies can kill them.

In addition, once per week, you must perform a horrid ritual
that involves opening yourself to the maddening presence of
the Spider Queen. The ritual takes 8 hours, and at the end of
this time you take 1d8 points of Wisdom damage. Wisdom
damage can be healed normally.

If you intentionally break this vow or fail to perform the
profane ritual, Lolth finds you wanting. If you have 11 or
fewer HD, you immediately transform into a chwidencha
(see page 108), becoming a scuttling thing with no memory
of your former self. If you have 12 or more HD, you immedi-
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ately become a drider. In both cases, you automatically lose
the benefit of this feat and may not select a new one to replace
it. If you break your vow because of magical compulsion, or
otherwise unintentionally, you lose the benefit of this feat
until you perform a suitable penance and receive an atone-
ment spell.

VOW OF VENGEANCE [VILE]

Filled with hate, you have made an unspeakable vow to visit
vengeance on those whom you believe wronged you and your
people. Whether the affront is real or imagined, you settle for
nothing less than the extermination of your enemy.

Prerequisite: Unspeakable Vow.

Benefit: Choose one creature type or subtype from those
given on Table 3—14: Ranger Favored Enemies, PH 47. You gain
a +2 profane bonus on damage rolls against these creatures, as
well as a +4 profane bonus on rolls to confirm critical threats
against them.

Special: To fulfill your vow, you must kill at least one
creature of the selected type each month. When facing these
creatures, you cannot retreat and you must fight until you or
all the creatures of your chosen foe are killed. You can take
prisoners, but they must die within 1 week of capture.

If you intentionally break any portion of this vow, you
immediately and irrevocably lose the benefit of this feat. You
may not take another feat to replace it. If you break your vow as
aresult of magical compulsion, or otherwise unintentionally,
you lose the benefit of this feat until you perform a suitable
penance and receive an atonement spell.

— WEAPON STY]LE FEATS

Complete Warrior introduced a new category of feats called
weapon style feats. They provide a particular benefit that
draws upon a number of specific feats and often requires the
use of specific weapons.

ALEVAL SCHOOL [STYLE]

You have learned House Aleval’s fighting techniques, allow-
ing you to deal damage that weakens your enemy’s physical
or mental state.

Prerequisite: Spellcraft 2 ranks, Weapon Finesse, base
attack bonus +4, sneak attack +2d6 or sudden strike +2de.

Benefit: When you deal sneak attack or sudden strike
damage, you can sacrifice 1d6 points of this extra damage to
bestow a—2 penalty on one of the target’s three saving throws
(your choice) for 1 round.

You can use this feat once per round.

DESPANA SCHOOL [STYLE]

You have learned House Despana’s fighting techniques,
which involve teaming up against an enemy with summoned
creatures.

Prerequisite: Power Attack, Weapon Focus (light mace,
heavy mace, or warmace), base attack bonus +5, ability to cast
any summon monster spell.

Benefit: As long as you and a monster you summoned
threaten the same foe, you are considered to be flanking that
foe even if you don’t have an ally on the foe’s opposite side.

In addition, once per round you can declare that a melee
attack you make with a mace, heavy mace, or warmace®¥
against a flanked enemy is intended to open the enemy's
defenses. You must declare this attempt before you roll your
attack, and the attempt is wasted for the round if the attack
misses. If the attack hits, your summoned creatures gain a +2
morale bonus on attack rolls and damage rolls against that
enemy until the start of your next turn.

EILSERVS SCHOOL [STYLE]

You have learned the fighting techniques of House Eilservs,
which utilize magic staffs in combat.

Prerequisite: Spellcraft 2 ranks, Two-Weapon Fighting,
Weapon Focus (quarterstaff), base attack bonus +6.

Benefit: When you strike a creature with a magic staff,
you gain a bonus on damage rolls equal to +1 per 10 charges
remaining in the staff (rounded up).

Ifyou strike afoe with both ends of a magic staffin the same
round, you can immediately activate one of the spells from
the staff as a swift action. The spell must target or be centered
either on you or the target struck (or on any corner of your or
your target’s space, in the case of an area spell).

This feat doesn’t let you activate a magic staff that you
wouldn’t otherwise be able to activate. Staffs without charges
(such as a simple +1 quarterstaff) gain no benefit from this
feat.

Normal: Activating a spell trigger item is a standard action.

INLINDL SCHOOL [STYLE]

You have learned House Inlindl's fighting techniques, which
focus on using light weapons and shields.

Prerequisite: Int 13, Combat Expertise, Shield Proficiency,
Weapon Finesse.

Benefit: At the start of your turn, you can choose to sacri-
fice your shield bonus to AC in exchange for a bonus on melee
attack rolls equal to one-half that bonus. This bonus applies
only on attacks made with light weapons (or other weapons
to which Weapon Finesse applies). This effect lasts until the
start of your next turn.

SHIrQUOS SCHOOL [STYLE]
You have learned the mobile fighting style of House
Shi'Quos.

Prerequisite: Dex 13, Dodge, Mobility, Spring Attack,
base attack bonus +6.

Benefits: If you deal damage with a charge attack or Spring
Attack against an opponent at a lower elevation than you,
the target also falls prone unless it succeeds on a Reflex save
(DC 10 + 1/2 your level + your Dex modifier).

STEAL AND STRIKE [STYLE]

You are a master of the style of fighting that involves using
a rapier and a kukri at the same time. With it, you can rob
an opponent of its weapon and strike swiftly when it is
vulnerable.

Prerequisite: Combat Expertise, Improved Disarm, Two-
Weapon Fighting, Weapon Focus (kukri), Weapon Focus

(rapier).



Benefit: If you successfully disarm an opponent with your
rapier, you can make a free attack with your kukri at your
highest base attack bonus.

You can use this feat once per round.

TORMTOR SCHOOL [STYLE]

You have learned House Tormtor’s fighting technique from
its weapon masters.

Prerequisite: Point Blank Shot, Weapon Focus (javelin),
base attack bonus +6.

Benefit: If you deal damage on a melee attack with a javelin,
you can then throw that javelin at any other target within 30
feet as a swift action (using your highest base ranged attack
bonus).

You take no penalty when making a melee attack with a
javelin.

You gain a +1 bonus on damage rolls with javelins.

VAE SCHOOL [STYLE]

You have learned House Vae’s fighting style.

Prerequisite: Int 13, Combat Expertise, Improved Trip,
Weapon Focus (spiked chain or whip), base attack bonus +7.

Benefit: Once per round, when you deal damage to a flat-
footed foe (or a foe you flank) with a whip or a spiked chain,
you can also initiate a trip attack (as if you had hit with a touch
attack). If you fail to trip when using this special attack, your
opponent cannot attempt to trip you in turn.

You must declare this attempt before you roll your attack,
and the attempt is wasted for the round if the attack misses.

You must have Weapon Focus with the weapon you are
using for this feat. In other words, having Weapon Focus
(whip) does not allow you to use the Vae School feat with a
spiked chain, or vice versa.

Normal: You must make a trip attack separately from a
normal attack. If you fail to trip the foe, he can attempt to
trip you in turn.

XANIQOS SCHOOL [STYLE]

You have learned the fighting style of House Xaniqos, which
favors aggressive crossbow maneuvers.

Prerequisite: Dex 13, Dodge, Mobility, Point Blank Shot,
Shot on the Run, base attack bonus +6.

Benefit: If you have moved at least 10 feet toward your target
since the start of your turn, your crossbow attacks deal an extra
1dé points of damage against that target in this round. This
feat’s benefit doesn’t apply when you are mounted.

In addition, reloading your crossbow does not provoke
attacks of opportunity.

ALTERNATIVE CLASS
FEATURES

Alternative class features are ways to customize a class by
selecting abilities that best reflect a racial choice and character
concept. Similar to substitution levels, they offer an option to
the class features granted at a particular level. Alternative class
features have no prerequisites; you simply select them at the

proper levels in lieu of selecting the standard class features. If
you already have reached or passed the level at which you are
eligible to take the feature, with your DM’s permission, you
can swap one ability for an existing one. Alternatively, if you
have Player’s Handbook 11, you can use the retraining option.

The format for alternative class features is summarized
below.

Alternative Class Feature Name

The ability’s description and why you might want to consider
it are given in the first paragraph.

Level: You can select the alternative class feature only at
this level.

Replaces: This line identifies the ability that you must
sacrifice to gain the alternative class feature.

Benefit: This section describes the mechanical effects of
the new ability. Unless otherwise mentioned, the class feature
is an extraordinary ability.

DROW BARD

When adventurers think of drow arcanists, they picture the
horrifically deadly drow wizards or the demonically imbued
warlocks. The bard would almost certainly be at the bottom of
the list of arcane classes associated with the drow. What surface-
dwellers fail to realize, however, is that the drow have an ancient
bardic tradition—one that transforms the traveling entertainer,
trickster, and storyteller of the surface into one of the most
horrific taskmasters and assassins of the Underdark.

Deadly Knowledge
Drow bards do not travel the world, and thus do not gain the
broad range of understanding other bards have. Instead, they
study a means of death-dealing normally associated with
other classes.

Level: 1st.

Replaces: If you select this class feature, you do not gain
the standard bard’s bardic knowledge ability. In addition, you
can use your bardic music one fewer time per day than other
bards (minimum 1).

Benefit: You are trained in the use of poison. You never risk
poisoning yourself when applying poison to a weapon.

DROW CLERIC

Everything you do, everything you are, is devoted heart and
soul to Lolth: to spreading her power across the Underdark,
and, of course, to cementing your own base of power among
the drow. How better to honor the Weaver of Webs, after all,
than to ensure that so potent and loyal a servant as yourself
can direct her minions?

Master of Spiders
Spiders—the favored of Lolth and the totems of your race—
respond to your call, bowing before you as they do before the
divine mistress you both serve.
Level: 1st.
Replaces: If you select this class feature, you do not gain
the standard cleric’s ability to turn or rebuke undead.



Benefit: You can rebuke or command vermin as an evil
cleric rebukes or commands undead. When commanding
spiders, you gain a +4 bonus to your effective turning level.

This ability otherwise works exactly as rebuke undead. You
can use this ability in place of turn or rebuke undead for the
purpose of qualifying for divine feats.

DROW DRUID

Druids are rare among drow communities. Most drow spell-
casters pursue either the faith of Lolth or one of a variety of
arcane paths. However, a rare few exist who seek a different,
more natural connection between themselves and their sub-
terranean environment.

Drow druids forgo the ability to assume animal forms, pre-
ferring the shape of their revered totem: the spider.

Spider Shape
After extensive indoctrination by drow priestesses, you use
wild shape to assume the form of vermin.

Level: 5th.

Replaces: If you select this class feature, you do not gain
the ability to wild shape into an animal at 5th level.

Benefit: Beginning at 5th level, you can turn yourself into
any Small or Medium monstrous spider. You are not mind-
less, and thus do not gain immunity to mind-affecting spells
and abilities.

You can take the shape of a Large monstrous spider at 8th
level, a Tiny monstrous spider at 11th level, and a Huge mon-
strous spider at 15th level.

This class feature otherwise functions as the normal wild
shape ability.

It doesn't affect your ability to wild shape into plant creatures
or elementals (gained at 12th and 16th level, as normal).

Special: Because they have a stronger connection to scor-
pions than to spiders, drow in the EBErRrON campaign setting
who select this alternative class feature instead gain the ability
to wild shape into monstrous scorpions.

FAVORED SOUL

Viewed with a combination of awe and jealous hatred by other
drow, the favored souls“® of Lolth hold substantial power in
their society, but also occupy a truly precarious position. As
Lolth’s “elite,” favored souls are expected, even more than
others, to be able to defend themselves and their positions
from other drow who seek to take them. Otherwise, they
clearly weren’t worthy after all, were they? Favored souls
often compete with clerics for positions in the priesthood

and other high offices.

Sense Prey
The Weaver of Webs has graced you with the predatory senses
of her favored minions. Although you are no longer as resistant
to damage as other favored souls, it is almost impossible for
the enemy to hide from you.

Level: 5th.

Replaces: If you select this class feature, you do not gain
the standard favored soul’s energy resistance at 5th, 10th, and
15th level.

Benefit: Three times per day, you can use a standard action
to gain tremorsense (MM 316) out to of 5 feet for 1 round per
class level. This is a supernatural ability.

At 10th level your tremorsense extends to 20 feet, and at
15th level to 30 feet.

DROW FIGHTER

Drow fighters strike fast and melt away before their opponents
have a chance to mount a counterattack. Rather than using
heavy armor or picking feats that emphasize direct assaults,
drow fighters employ techniques that exploit their natural
advantages.

In exchange for a fighter’s access to heavy armor, a drow
fighter gains strong first-strike capability.

Hit-and-Run Tactics

The drow specialize in guerrilla warfare, picking off their foes
with poisoned bolts and slipping away into the darkness. Each
attack wears their opponents down, until their numbers are
so reduced that the drow can sweep in and capture them. If
you select the hit-and-run tactics class feature, you sacrifice
some AC, but make up for the loss with improved reflexes and
accuracy when attacking unsuspecting foes.

Level: 1st.

Replaces: By selecting the hitand-run alternative class
feature, you give up proficiency with heavy armor and tower
shields, even if you already have those proficiencies from
another class. You can’t gain either of these proficiencies by
multiclassing later, but you can gain them by selecting the
appropriate feats.

Benefit: At 1st level, you gain a+2 bonus on initiative
checks.

In addition, when attacking a flat-footed opponent within
30 feet, you can add your Dexterity bonus (if any) as a compe-
tence bonus on weapon damage rolls.

DROW ROGUE

Rogues are common in drow society, fewer in number only
than clerics and wizards. They are silent killers, spies, and
informants. It falls to them to gather intelligence about rival
houses and to eliminate challengers within the hierarchy.
For these tasks, drow rogues cultivate the ability to safely
utilize poison.

Poison Use

Poison is used widely in drow society. For the dark elves, itis a
vital tool in the race for survival. From the popular drow sleep
poison to the bevy of spider venoms extracted from Lolth’s
favored creatures, drow have mastered a variety of toxins that
wreak havoc with their opponents’ bodies.

Level: tst.

Replaces: If you select this class feature, you do not gain
the trapfinding ability gained at 1st level.

Benefit: You are trained in the use of poison. You are never
at risk of accidentally poisoning yourself when applying
poison to a weapon.



DROW SWASHBUCKLER

The drow swashbuckler“Y fills an interesting niche in dark elf
society. Their culture of treachery and betrayal offers oppor-
tunities for those with wit and skill to rise far. For drow, the
swashbuckler class is usually a male pursuit, and well-born
sons of the great houses are the most likely to cultivate the
abilities this class offers. A rare few drow swashbucklers are
renegades: outcasts from drow society, bucking the traditions
and loyalties to the matriarchs to seek their own fortunes.

Drow swashbucklers give up some of their mobility across
difficult terrain to gain a more tactical understanding of
movement.

Swift and Deadly

A drow swashbuckler who wields two weapons gains the abil-
ity to better maneuver around his opponents.

Level: 7th.

Replaces: If you select this class feature, you do not gain
Acrobatic Charge at 7th level.

Benefit: When wielding two weapons, if you hit at least
once with each weapon in the same round, you can take a 5-
foot step as a swift action.

This doesn’t count against your normal limit of one 5-foot
step per round, and you can use this ability even if you've
already moved in the round.

WARLOCK

Warlocks®*™ among the drow occupy an oddly dichotomous
position. They have strong links to the Abyss and to Lolth, but
those ties more directly bind them to Lolth’s servants—her
demons—than to the Spider Queen herself. Thus, although
warlocks can occupy positions of power and even become
priestesses, drow expect them to be serving the church and
the great houses rather than running them.

Venomous Blood

The fluids within your body become like the venom of the
spiders themselves. Those who would feast upon your flesh
have cause to be sorry, and the poison within renders you
resistant to poisons from without.

Level: 8th.

Replaces: If you select this class feature, you do not gain
the standard warlock’s fiendish resilience at 8th, 13th, and
18th level.

Benefit: At 8th level, you gain a +5 bonus on saves against
poison.

At 13th level, your blood becomes poisonous. Any creature
that damages you with a bite attack, or that swallows you whole,
is exposed to this poison (contact; Fort DC 10 + 1/2 your war-
lock level + Cha modifier; 1d3 Str/1d3 Str). You are immune
to your own poisonous blood.

At 18th level, you can bring the poison of your blood to the
surface of your hand and apply it to a held weapon or to your
next eldritch blast. It requires a move action to manifest and
apply the poison, and you can do so three times per day. In
this more concentrated form, initial and secondary damage
are 1d6 Strength each. The poison lasts until you make an
attack with the weapon or eldritch blast or until the start of
your next turn, whichever comes first. Applying the poison to
your eldritch blast doesn’t prevent you from applying eldritch
essence or blast shape invocations as normal.

DROW WIZARD
Wizards are among the most feared and admired nondivine
members of drow society. Despite their innate resistance to
magic, the drow have great respect for both the spells and
the knowledge available to these masters of the arcane arts.
Although they are not directly tied to Lolth in the way divine
casters and warlocks are, their devotion to the Spider Queen—

THE POLYMORPH SUBSCHOOL
Introduced in Player’s Handbook 11, the polymorph subschool is
a category of spells that change a target’s form from one shape
to another. Unless stated otherwise in the spell’s description,
the target of a polymorph spell takes on all the statistics and
special abilities of an average member of the new form in place
of its own, except as follows:

« The target retains its own alignment (and personality, within
the limits of the new form’s ability scores).

« The target retains its own hit points.

- The target is treated as having its normal Hit Dice for the
purpose of adjudicating effects based on Hit Dice, such as
the sleep spell, though it uses the new form’s base attack
bonus, base save bonuses, and all other statistics derived
from Hit Dice.

« The target retains the ability to understand the languages it
understands in its normal form. If the new form is normally
capable of speech, the target retains the ability to speak these
languages as well. It can write in the languages it under-
stands, but only if the new form is capable of writing in some
manner (even a primitive manner, such as drawing in the dirt
with a paw).

In all other ways, the target’s normal statistics are effectively
replaced by those of the new form. The target loses all the spe-
cial abilities it has in its normal form, including its class features
(even if the new form would normally be able to use these class
features).

If the new form’s size is different from the target’s normal
size, its new space must share as much of the original form’s
space as possible, squeezing into the available space (PH 148)
if necessary. If insufficient space exists for the new form, the
spell fails.

Any gear worn or carried by the target melds into the new
form and becomes nonfunctional. When the target reverts to
its true form, any objects previous melded into the new form
reappear in the same location on its body they previously oc-
cupied and are once again functional. Any new items worn in
the assumed form fall off and land at the target’s feet.

Incorporeal or gaseous creatures are immune to polymorph
spells, as are creatures of the plant type. A creature of the
shapechanger subtype (such as a lycanthrope or doppelganger)
that is the target of a polymorph spell can revert to its natural
form as a standard action.

For more information on the polymorph subschool, see
PH2 95.




and indeed, their very upbringing within society—has led to
the development of race-specific wizard traits.

Abuyssal Specialist

Most wizards who choose to specialize do so in a specific
school. Many drow wizards instead focus on a variety of spells
closely linked to the powers and objectives of the Weaver of
Webs. The basic mechanic for specialization is the same, but
the specifics differ.

Level: 1st.

Replaces: If you select this class feature, you cannot special-
ize in a school of magic, and you lose the ability to cast spells
from a prohibited school.

You must select one school of magic to serve as your prohib-
ited school, and you can never cast spells from it or use spell
completion and spell trigger devices connected to it, as per
normal specialist rules. You may not select divination as your

Benefit: You are considered specialized, but not in a spe-
cific school. Rather, you gain all the benefits of specialization
with a group of spells that includes all those of the following
subschools and/or descriptors: chaotic, compulsion, darkness,
evil, and fear. You gain all the standard benefits of specializa-
tion as applied to this group of spells, as though it were a school
unto itself.

NEW SPELLS

Magic is a cornerstone of the values and beliefs of all elves,
including the drow. Between their spell-like abilities and their
magical gear, drow wizards are among the most formidable
spellcasters known. Though they make extensive use of spells
that are available to other casters, they have forms of magic in
their arsenals that are unknown beyond the shadowy realm
of the Underdark.

prohibited school.

DROW-ONLY SPELLS

Some spells in this chapter have “Drow”
on the component line. To learn, pre-
pare, or cast one of these spells, you
must either be a drow or have selected
Lolth as your patron deity.

ASSASSIN SPELLS

Ist Level

Combat Readiness: Target gains +1 per
three levels on initiative checks; no
bonus from being flanked.

Shadow Double: Shadowy figure
attacks enemies.

Snuff the Light: Extinguish one non-
magical light source.

BARD SPELLS

Ist Level

Combat Readiness: Target gains +1 per
three levels on initiative checks; no
bonus from being flanked.

Snuff the Light: Extinguish one non-
magical light source.

2nd Level

Magical Backlash: Target takes 2
points of damage per spell level affect-
ing it.

CLERIC SPELLS

2nd Level
Shadow Shroud: Negate light blind-
ness/vulnerability; +5 bonus on Hide

checks.
3rd Level

- Dominate Vermin: Subject vermin

‘6 O obeys psychic commands.

4th Level

Armored Vermin: +2 to natural armor
of vermin.

Yochlol Blessing: Target gains eight
tentacle attacks, resistance to acid and
electricity, AC bonus.

Sth Level
Bebilith Blessing: Target gains poison-
ous bite and sundering claw attacks.

DRUID SPELLS
3rd Level

Dominate Vermin: Subject vermin
obeys psychic commands.

Engulfing Terror: Create a single
gelatinous cube.

4th Level

Armored Vermin: +2 to natural armor
of vermin.

HEXBLADE SPELLS

2nd Level
Magical Backlash: Target takes 2
points of damage per spell level affect-
ing it.
Shadow Double: Shadowy figure
attacks enemies.

SORCERER/WIZARD
SPELLS

Ist Level
Combat Readiness: Target gains +1 per
three levels on initiative checks; no
bonus from being flanked.
Snuff the Light: Extinguish one non-
magical light source.

Spider Form, Lesser: You take on the
form and abilities of a Medium fiend-
ish monstrous spider.

2nd Level

Magical Backlash: Target takes 2 points
of damage per spell level affecting it.

Shadow Double: Shadowy figure
attacks enemies.

Shadow Shroud: Negate light blind-
ness/vulnerability; +5 bonus on Hide

checks.
3rd Level

Engulfing Terror: Create a single
gelatinous cube.

Spider Form: You take on the form and
abilities of a Large fiendish monstrous
spider.

5th Level
Dridershape: You take on the form and
abilities of a drider.
Spider Form, Greater: You take on the
form and abilities of a Huge fiendish
monstrous spider.

ARMORED VERMIN

Transmutation

Level: Cleric 4, druid 4

Components: V, S, DF; Drow

Casting Time: 1 standard action

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

Target: Up to three vermin, no two of
which are more than 30 ft. apart

Duration: 1 round/level (D)

Saving Throw: Will negates (harm-
less)

Spell Resistance: Yes (harmless)



The vermin you select pause for a moment
as their exoskeletons take on a metallic
sheen.

You cause the exoskeletons of up to
three vermin to harden to the strength
of steel. The spell increases the vermin’s
natural armor bonus by 2. This bonus
increases by 1 for every three caster
levels above 7th, to a maximum of +6 at
caster level 19th.

The enhancement bonus provided by
armoved vermin stacks with the target’s
natural armor bonus, but not with other
enhancement bonuses to natural armor.
A vermin with no natural armor has an
effective natural armor bonus of +0.

BEBILITH BLESSING

Transmutation [Chaos, Evil]

Level: Cleric 5

Components: V, S, DF

Casting Time: 1 standard action

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

Target: One living creature

Duration: 1 round/level

Saving Throw: Will negates (harm-
less); see text

Spell Resistance: Yes (harmless)

A halo of blue five flaves avound the target’s
head, which transforms into the head of an
arachnid. As the light fades, two oversized
claws explode from the target’s torso, snap-
ping and clawing at the air.

You infuse a target with the essence
of a bebilith (MM 42), causing it to
gain the mandibles and claws of this
demon. The target gains two primary
claw attacks (in addition to its normal
claw attacks, if any) and a secondary bite
attack (replacing its normal bite attack).
The claws deal 1dé points of damage,
and the bite deals 1d8 points (assuming
Medium size). If it is wielding a weapon,
the target can attack with either a single
claw or a bite as a secondary attack.

The target can sunder objects with
its claw attacks as if it had the Improved
Sunder feat.

The target's bite attack carries a
poison (injury; Fort save equal to the
spell’s save DC; 1d6 Con/2d6 Con).

The target of this spell is also treated
asan outsider of the evil subtype in addi-
tion to its normal type and subtypes.

COMBAT READINESS

Divination

Level: Assassin 1, bard 1, sorcerer/
wizard 1

Components: V

Casting Time: 1 standard action

Range: Touch

Target: Creature touched

Duration: 1 minute/level

Saving Throw: Will negates (harm-
less)

Spell Resistance: Yes (harmless)

The target’s eyes widen, and shine briefly
with a white light.

The touched creature gains a +1 insight
bonus on initiative checks for every
three caster levels you have (mini-
mum +1, maximum +6).

In addition, if the target is flanked,
its opponents gain no bonus on attack
rolls (but still gain any other benefits
derived from flanking, such as extra
sneak attack damage).

DOMINATE VERMIN

Transmutation

Level: Cleric 3, druid 3
Components: V, S, DF; Drow
Casting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Target: One vermin

Duration: 1 minute/level

Saving Throw: Will negates
Spell Resistance: Yes

The creature’s eyes change color to match
your own. It trembles for a moment as it
adjusts to your psychic presence.

You invest your psyche into a single
vermin creature, granting it your Intel-
ligence. While it is so affected, you can
direct it with simple commands such as
“Attack,” “Run,” and “Fetch.” Since you
are in absolute control of the creature, it
even follows suicidal commands.

You can continue to direct the vermin
as long as it remains within range. You
need not see it to control it. Changing
your instructions or giving a new com-
mand is the equivalent of redirecting a
spell, so it is a move action.

If the vermin is slain, your mind is
forced out of the creature violently. The
experience deals 1d4 points of Wisdom
damage to you.

DRIDERSHAPE

Transmutation (Polymorph)
Level: Sorcerer/wizard 5
Components: V, S; Drow
Casting Time: 1 swift action
Range: Personal

Target: You

Duration: 1 round/level (D)

Your lower extremities transform, sprout-
ing avachnid legs, as a large, pulsing thorax
swells from your back.

You take on the form and abilities of a
drider (MM 89). You gain 20 temporary
hit points, which disappear at the end
of the spell’s duration. You don'’t gain
the drider’s spellcasting ability, but
you retain your own. (Spellcasting is
subject to the drider’s ability scores; for
instance, you can't cast wizard spells
above 5th level, since your new Intel-
ligence is only 15). Any held objects
remain held in the new form (other gear
melds into the new form as normal).

See page 59 for details of the poly-
morph subschool.

ENGULFING TERROR

Conjuration (Creation)

Level: Druid 3, sorcerer/wizard 3
Components: V, S

Casting Time: 1 full round
Range: Close (25 ft. + 5 ft./2 levels)
Effect: One gelatinous cube
Duration: 1 round/level

Saving Throw: None

Spell Resistance: No

The air wavers and shimmers, finally coalesc-
ing into a large cube of glistening ooze.

Engulfing tevror creates a gelatinous cube
(MM 201) in a space you designate. The
space must be large enough to accom-
modate the creature. If not, the spell
automatically fails.

Upon appearing, the cube acts on
your turn, attacking the nearest living
creature each round. You have no con-
trol over it and cannot direct it. The
gelatinous cube remains until it is
destroyed or has no remaining targets
to attack, at which point it moves away
in a random direction.
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MAGICAL BACKLASH

Abjuration

Level: Bard 2, hexblade 2, sorcerer/
wizard 2

Components: V, S

Casting Time: 1 standard action

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

Target: One creature

Duration: Instantaneous

Saving Throw: Fortitude half

Spell Resistance: Yes

With a word and a gesture, the target flaves
with crackling, violet-colored energy.

Magical backlash causes any spells affect-
ing the target to resonate painfully. For
each spell currently in effect on the
target (not counting magical backlash
itself), magical backlash deals 2 points of
damage per level of that spell.

For example, a creature targeted by
magical backlash that is under the effects
of bull’s strength, blur, and mage armor
spells would take 4 points of damage
for bull’s strength, 4 for blur, and 2 more
for mage armor for a total of 10 points
of damage.

SHADOW DOUBLE

Ilusion (Shadow)

Level: Assassin 1, hexblade 2, sorcer-
er/wizard 2

Components: V

Casting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Effect: One shadowy duplicate
Duration: 1 round/level

Saving Throw: Will disbelief
Spell Resistance: No

You complete the incantation and nearby
shadows gather together, assuming your
approximate size and shape.

You create ashadowy duplicate of yourself
at a place you indicate within range. The
shadow double attacks any adjacent target
(regardless of the weapon it appears to
wield), as you desire, starting in the round
when you cast the spell. It attacks on your
turn once each round, striking with an
attack bonus equal to your base attack
bonus + the modifier for your spell save
DCs. Each hit deals 1 point of Strength
damage to the target. The first time a
target is hit, it can attempt a Will save
to disbelieve the effect; this negates the
damage and renders it immune to further
attacks by the shadow double.

The shadow double occupies a space
identical to yours. It is not incorporeal,
and thus can’t share a space with another
creature or object. It can provide a flank-
ing bonus against any creature that
hasn't yet saved successfully against it.
The shadow double can strike incorporeal
creatures, but not ethereal creatures.

Magical backlash deals damage to a supposedly protected creature

Bach round after the first, you can use
a standard action to direct the shadow
double to attack any other target. To
attack this new target, the shadow double
can move to any new legal space within
30 feet (it moves by instantaneous tele-
portation). If it is not commanded to
switch targets, it continues to attack
the same target.

A shadow double can be attacked. It
has an Armor Class equal to 10 + your
size modifier +a deflection bonus equal
to the modifier for your spell save DCs,
and has one-fifth of your full normal hit
points. If the shadow double is reduced
to 0 hit points, or if you create a second
shadow double when the first still exists,
the spell ends.

SHADOW SHROUD

Evocation [Darkness]

Level: Cleric 2, sorcerer/wizard 2
Components: V

Casting Time: 1 immediate action
Range: Personal

Target: You

Duration: 1 round/level (D)

A thin membrane of darkness coats your

body.

This spell negates any penalties or other
harmful effects imposed by your light
blindness or light vulnerability.



You also gain a +5 competence bonus
on Hide checks made in areas of shadow
or darkness.

As with any darkness spell, the effect
is suppressed if you enter the area of a
light spell of 3rd level or higher.

SNUFF THE LIGHT

Transmutation

Level: Assassin 1, bard 1, sorcerer/
wizard 1

Components: S

Casting Time: 1 swift action

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

Target: One nonmagical light source

Duration: Instantaneous or 1 round/
level

Saving Throw: None

Spell Resistance: No

With a gesture, the light goes out.

Snuff the light extinguishes a single non-
magical light source, such as a candle,
torch, or lantern. Against alchemical
light sources, such as sunrods, you sup-
press the light for 1 round per caster
level.

SPIDER FORM

Transmutation (Polymorph)
Level: Sorcerer/wizard 3

Your body bloats and writhes until eight
massive spider legs burst through your flesh.
As the transformation finishes, your skin
havdens into a dark exoskeleton.

As lesser spider form, except you take on
the form and abilities of a Large fiend-
ish monstrous spider (MM 289). You are
treated as having the spider’s Hit Dice
(4) for the purpose of adjudicating the
special abilities gained from the fiend-
ish template.

SPIDER FORM, GREATER

Transmutation (Polymorph)
Level: Sorcerer/wizard 5

Your body inflates grotesquely as eight enor-
mous spider legs burst through your flesh.
As the transformation finishes, your skin
hardens into a dark exoskeleton.

As lesser spider form, except you take on
the form and abilities of a Huge fiend-
ish monstrous spider (MM 289). You are

treated as having the spider’s Hit Dice
(8) for the purpose of adjudicating the
special abilities gained from the fiend-
ish template.

SPIDER FORM, LESSER

Transmutation (Polymorph)
Level: Sorcerer/wizard 1
Components: V, S

Casting Time: 1 swift action
Range: Personal

Target: You

Duration: 1 round/level (D)

Your arms and legs wither away as eight
spindly spider legs burst through your flesh.
As the transformation finishes, your skin
hardens into a dark exoskeleton.

You take on the form and abilities of a
Medium fiendish monstrous spider (MM
289). You are treated as having the spider’s
Hit Dice (2) for the purpose of adjudicat-
ing the special abilities gained from the
fiendish template. You gain 5 temporary
hit points, which disappear at the end
of the spell's duration. See page 59 for
details of the polymorph subschool.

YOCHLOL BLESSING

Transmutation [Chaotic, Bvil]

Level: Cleric 4

Components: V, S, DF; Drow

Casting Time: 1 standard action

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

Target: One living creature

Duration: 1 round/level

Saving Throw: Will negates (harm-
less)

Spell Resistance: Yes (harmless)

A husky female chuckle accompanies the
violet light that limns the target, illuminat-
ing the eight writhing tentacles that ooze
from its body.

You infuse a target with the vile power
of a yochlol*®, one of the demonic
handmaidens of Lolth, causing its
body to erupt with eight tendrils. As a
full-round action, the target can make
eight primary tentacle attacks (using its
normal reach), each dealing 1d4 points
of damage. These attacks can’t be com-
bined with any other weapon or natural
weapon attacks.

In addition, the target gains a deflec-
tion bonus to AC equal to its Charisma

bonus (minimum +1, maximum +5) and
resistance 10 to acid and electricity.

The target of this spell is also treated
as an outsider of the evil and shape-
changer subtypes (in addition to its
normal type and subtypes).

NEW
INVOCATIONS

SPIDER-SHAPE

SUDDEN SWARM

Lesser; 3rd

You can transform yourself into the
form of a Small or Medium fiendish
monstrous spider. The available range of
sizes you can assume increases as your
caster level increases.

Level Additional Size Available
8th Large

11th Tiny

15th Huge

20th Gargantuan

This invocation is a polymorph effect
(see page 59 for details of the polymorph
subschool). It lasts for a number of hours
equal to your caster level, or until you
choose to end it.

Lesser; 4th

When you kill aliving creature with
one of your invocations (including
eldritch blast), a swarm of spiders bursts
from the corpse. This swarm has the
same statistics as a normal spider swarm
(MM 239), except that you add your war-
lock level to its hit points and the save
DC for its poison.

The swarm is entirely under your
mental control, and fights as you direct
it. Commanding the swarm is a free
action. The swarm remains for a number
of rounds equal to your caster level or
until it is destroyed. The swarm can
take only a standard action in the round
when it emerges.

Atany given time, you can control only
one of these swarms. If you slay a second
creature when a previous swarm is still
active, you can choose either to create a
second swarm (in which case the first
disappears) or to leave the first swarm
active and not create a second one.

Sudden swarm lasts for 24 hours or
until its effect is triggered.




Lllus. by W. England

he prestige classes pres_eflted in this chap-
ter represent various pursuits drow might
undertake in their quests for power. Though
designed for drow characters, these classes
might be suitable for other races with some
modifications to the requirements. In addition to the new
classesincluded here, the prestige classes mentioned below
are also well suited for dark elf characters.
Arachne (Faiths and Pantheons 182): Many drow priestesses
become arachnes after passing a deadly Test of Lolth.
Archmage (DMG 178): Male drow wizards who live
through the perils of their training seek the higher arts
of magical study.
Assassin (DMG 180): Assassins are an important patt of
drow society and are never short of work in drow cities.
Blackguard (DMG 181): Drow blackguards serve as
generals and personal guards to the matriarchs.

JIAHL 4 LdVHD

TABLE 3—1: PRESTIGE CLASSES BY TYPE

Class Type
Arachnomancer Transformational
Cavestalker Nature

Demonbinder Transformational

Kinslayer Melee

Dread fang of Lolth Melee, stealth, teamwork
Eye of Lolth Stealth, teamwork
Insidious corruptor Unique capability

7 4,4
Darkmask (Lovds of Darkn/és 3/ ): Inthe FORGOTTEN REALMS! ‘
setting, the darkmask prestige class is an interesting choice
for drow who worship deities other than Lolth, combining
stealth and subterfuge with devotion to Vhaerun.

Drow Judicator (Underdark 33): These unholy warriors
declare themselves the champions of Lolth and rival the
blackguards’ wickedness and cruelty.

Eldritch Knight (DMG 195): This class is an ideal blend
of martial talent and magical power. Many drow consorts e
become eldritch knights to enhance their value to the high
priestesses.

Scorpion Wraith (Secrefs of Xen'drik 130): The scorpion
wraiths of Eberron are the definitive dark elf hunters who
haunt the jungles of far-flung Xen'drik.

Shadowdancer (DMG 187): At home in the darkness, drow
spies and assassins often have levels in the shadowdancer ' i'
prestige class.

Description Best for. .. |
Acquire vermin traits Wizard, wu jen £
Underground warrior Druid, ranger, scout 4 't
Acquires fiendish abilities Warlock 'l
Enforcer Fighter, ninja, rogue )
Consummate spy Bard, rogue ;
Manipulator Bard, sorcerer :
Elf-killer Barbarian, ranger, scout



Sword Dancer (Faiths and Pantheons 205): Another excellent
choice for drow who worship gods other than Lolth, the sword
dancer follows the edicts of Eilistraee the Dark Maiden and
works to lead the dark elves back to the surface.

Vermin Keeper (Underdark 44): The drow regard vermin
keepers as beings favored by Lolth for the ease with which
they handle spiders.

PICKING A
PRESTIGE CLASS

A quick glance at the prestige classes presented in this chap-
ter reveals that they all have a villainous bent. Since they
are designed for the drow, few of these classes are suitable
for player characters. Of course, in campaigns in which the
players take the roles of drow characters, these classes are all
valid choices for PCs.

Players interested in one or more of these prestige classes
should pay close attention to their entry requirements. Many
of these classes have difficult requirements, and gaining access
to them requires careful planning. Dungeon Masters can relax
the drow requirement to accommodate the wishes of players,
but they should use caution: Many elements of these classes
are evil-themed or otherwise destructive to party unity.

Melee: Characters belonging to one of these prestige classes
are skilled at fighting in close quarters, whether through
direct and brutal combat techniques or subtle fighting skills
incorporating ambush and surprise.

Nature: These characters are in their element when out in
the wild, whether in the dim forests of the surface world or
the inhospitable depths of the Underdark. They have a good
selection of wilderness-oriented class skills.

Stealth: These prestige classes emphasize hiding and
moving quietly and focus on moving past enemies unseen,
infiltrating groups of opponents, and setting ambushes.

Teamwork: This category includes prestige classes that
augment the abilities of those around them. Members of these
classes work particularly well in groups.

Transformational: These characters are distinguished by
the transformation from their current form into something
else. This change usually results in an expensive trade-off
of power, though the specifics depend on the nature of the
transformation itself.

Unique Capability: This is a catchall designation for those
prestige classes that don't easily fit into another category. These
classes typically offer potent abilities tied to a particular theme,
but that aren’t available anywhere else.

ARACHNOMANCER

“There are many paths to understanding the Spider Queen. Some
worship her, others fear her, but few fully comprehend her glory. The
voad I walk, however, offers the most thorough knowledge of Lolth’s
genevous blessings.”

—Derzen Vrinn, arachnomancer

By discarding the religious traditions dominating drow cul-
ture, the arachnomancer finds a different way to serve the
Weaver of Webs. Through careful study, the arachnomancer

comes to understand spiders in a unique and disturbing way,
developing a rapport with the vermin. It doesn’t take long for
the arachnomancer to shape his magical studies to awaken
the Spider Queen’s blessings within himself, allowing him
to assume the form of a monstrous spider.

BECOMING AN ARACHNOMANCER

To many, arachnomancers are expressions of the Flesh-Carver’s
influence on the mortal world, but the fact is that only masters
of arcane magic, not divine, can learn the techniques neces-
sary to enter this class. Still, many drow clerics compromise
their religious studies to dabble in arcane magic so that they
too can know the power of the Spider Queen.

ENTRY REQUIREMENTS
Alignment: Any evil.
Skills: Climb 4 ranks, Knowledge (nature) 4 ranks,
Knowledge (religion) 8 ranks.
Feat: Verminfriend (see page 53).
Spells: Ability to cast spider climb, summon swarm, or web
as an arcane spell.

CLASS FEATURES

Arachnomancers slowly absorb the characteristics of vermin
as they advance until they transcend their ordinary form,
in the process discovering the power to assume the form of
a monstrous spider. Their studies awaken certain vermin-
like qualities within them, leaving these characters forever
changed.

Spellcasting: At 1st, 3rd, 4th, 6th, and 7th level, you gain
new spells per day and an increase in caster level (and spells
known, if applicable) as if you had also gained a level in a
spellcasting class to which you belonged before adding the
prestige class level. You do not, however, gain any other ben-
efit a character of that class would have gained. If you had
more than one arcane spellcasting class before becoming an
arachnomancer, you must decide to which class to add each
level for the purpose of determining spells per day, caster
level, and spells known.

Poison Save Bonus (Ex): You gain a bonus on saving throws
against poison equal to your class level.

Handle Spiders (Ex): You gain a +5 bonus on skill checks
to use the Handle Animal skill with spiders (see page 46).

Spider Domain: You gain access to the Spider® domain
and the granted power associated with the domain (rebuke
spiders as an evil cleric rebukes undead, a number of times per
day equal to 3 + your Cha modifier). If you already have access
to one or more domains, you can now choose spells from this
domain as your daily domain spells. If you do not already have
adomain, each day you can prepare one domain spell for each
level you can cast, from 1st on up. See the deity, domains, and
domain spells cleric class feature, PH 32.

Spider Shape (Su): At 2nd level, you can change into a
Small, Medium, or Large monstrous spider (either hunting
or web-spinning) and back again three times per day. At 5th
level, you can also take the form of a Tiny or Huge monstrous
spider, and at 8th level, you can take the form of a Gargantuan
monstrous spider. The effect lasts for 1 hour per arachno-
mancer level. This ability functions as wild shape, so you can




select and use the Natural Spell feat. See the wild shape druid
class feature, PH 37.

Tremorsense (Ex): Starting at 3rd level, you can detect and
pinpoint any creature or object within 20 feet. At 6th level,
your tremorsense extends
to 60 feet. You can use this  [7%
ability five times per day. |
Activating this ability is a
swift action, and it lasts for
a number of rounds equal
to your arachnomancer
class level.

Webwalking (Su): Start-
ing at 4th level, you can
ignore webs (magical or
nonmagical) as if you were
under the effect of a freedom
of movement spell. You can
climb webs at your normal
land speed without needing
to make Climb checks and
walk along webs without
needing to make Balance
checks.

Climb Speed (Ex): At
7th level, you gain a climb
speed equal to your normal
land speed. In addition, you
gain a +8 bonus on Climb
checks and you can always
choose to take 10 on these
checks, even if rushed or
threatened.

PLAYING AN
ARACHNO-
MANCER

You are obsessed with spiders. They fill your dreams and your
waking thoughts. The extent of your preoccupation does not
stop with ordinary spiders: You are fascinated by all spider-
kind, from the monstrous spiders of the Underdark to the

Lilus. by Fackoilrain

TABLE 3—2: THE ARACHNOMANCER HiT DIE: D6

Derzen Vrinn, an arachnomancer

Base

Attack Fort Ref Will
Level Bonus Save Save Save  Special
1st +0 +0 +2 +0 Poison save bonus, handle spiders,

Spider domain

2nd +1 +0 43 +0 Spider shape
3rd +2 +1 +3 +1 Tremorsense 20 ft.
4th +3 +1 +4 4] Webwalking
5th +3 +1 +4 +1
6th +4 +2 +5 +2 Tremorsense 60 ft.
7th +5 +2 +5 +2 Climb speed
8th +6 +2 +6 +2

dreaded bebiliths that the priestesses conjure for the most
profane rituals.

Even when not studying spiders, you find ways to bring
them up in conversation, dropping fascinating (to you) tid-
bits and trivia about different
breeds of spiders, their mating
habits, and their hunting
habits, and going to great
lengths to extol the virtues
of vermin. Although the
drow might tolerate or even
appreciate such insights, your
attraction to spiders does little
to endear you to members of
other races.

Combat

The greatest strength you
have as an arachnomancer
is the ability to assume the
form of a monstrous spider.
Although this ability greatly
enhances your combat prow-
ess, you are no more durable
in your spider shape than
you were in your original
form. However, you gain the
extraordinary abilities of your
new form, including a poi-
sonous bite and the ability to
spin webs.

Even if you don't fall back
on your spider shape abil-
ity, you still have a number
of assets. The first level you
take in this class significantly

improves your spellcasting
options by granting you the bonus spells of the Spider domain.
You sacrifice some of your spellcasting potential, but you still
have a large enough array of spells to augment your other
arachnomancer features and to eliminate foes.

Spellcasting
+1 level of existing spellcasting class

+1 level of existing spellcasting class
+1 level of existing spellcasting class

Spider shape (Tiny, Huge) —

+1 level of existing spellcasting class
+1 level of existing spellcasting class

Spider shape (Gargantuan) —

Class Skills (4 + Int modifier per level): Climb, Concentration, Craft, Handle Animal, Hide, Jump, Knowledge (dungeoneering),
Knowledge (nature), Knowledge (religion), Move Silently, Spellcraft, Spot, Survival.




Advancement

Images and icons of spiders have always been a part of your
life. Your society taught you to venerate these creatures, to
exalt them as the children of Lolth. It's no wonder, then, you
became obsessed with them.

What began as idle curiosity—a preoccupation with the
movements of their graceful forms, the intricate beauty of
their magnificent webs, and the trembling of their victims
before they sink poison-bearing fangs into flesh—soon filled
your dreams. You simply could no longer bear to be away
from them.

You threw yourself into the study of spiders, interacting
with them and allowing them to pierce your flesh so that you
could experience the ambrosia of their venom. You bent your
magical knowledge to their study and emulation, until one
day you realized that the kinship you felt with these creatures
was no longer yours alone: The spiders seemed to regard you
as one of their own.

You find you have more in common with the vermin you
study than with other creatures, and you even prefer the com-
pany of spiders to the mercurial drow. Though you might be
distant and somewhat off-putting, the understanding of spi-
ders that you have accumulated grants you unique status and
freedom. The drow regard you as a favored servant of Lolth
and indulge you in your pursuits.

One of the first feats you should take after entering this
class is Natural Spell. This feat allows you to access your spells
even when in spider form. As for skills, investing in Handle
Animal improves your chances of training vermin, who can
then serve you as minions, guardians, or companions.

Resources
Your best resource is the kinship you share with vermin. Spi-
ders are likely abundant in your native environment (since
they are drawn to dark elf communities), so you have no
shortage of allies. If you are not a drow, you can join a nest
of spiders, exerting your influence until the creatures accept
you as part of the pack.

Clearly, drow veneration of all things arachnid grants
some benefits. Few drow would dare cross such an obviously

blessed individual.
ARACHNOMANCERS IN THE WORLD

“As if spiders and drow weren’t bad enough, there ave spiders who
think they are drow, and worse, drow who think they ave spiders!”
—Osson Hjortgar, deepwarden

Where there are drow and spiders, there’s bound to be an
arachnomancer. Given the nature of drow culture, the arach-
nomancer class is a logical expression of drow values and
religious beliefs. As such, there’s at least one arachnomancer
in any drow community.

Organization

Bach arachnomancer arrives at his understanding of spiders in
a slightly different way, although many study the nature and
capabilities of these creatures for similar reasons. Naturally
selfish, would-be arachnomancers conceal their knowledge

from others, perhaps out of some misguided belief that they
are somehow special to the Spider Queen and gifted with
unique insight into the vermin. Some simply aim to exploit
Lolth’s creatures by tapping into the power of these monstrous
arachnids.

Despite their guarded, selfish nature, arachnomancers
enjoy a certain amount of reverence from Lolth’s church.
Few high priestesses dare harm established arachnomancers
directly, regardless of any affront they might present. Instead,
arachnomancers become tools in the priestesses’ secret power
grabs and intrigues. Most arachnomancers find themselves
in the employ of influential drow matriarchs and showered
with gifts, comforts, and the fulfillment of every desire, with
only the occasional mission or appearance to interrupt their
foul studies.

NPC Reactions

Arachnomancers are reclusive individuals. To the common
drow, the arachnomancer is a pure expression of Lolth, the
visible hand of the Spider Queen. Thus, drow of all stations
are friendly or even helpful toward these individuals.

Outside the safety and security of the drow city, however,
arachnomancers find a less tolerant world. To those who have
suffered depredations at the hands of the dark elves, arachno-
mancers epitomize the abominable nature of drow civilization.
This revulsion crosses nearly all racial boundaries, leading to
invariably hostile attitudes.

ARACHNOMANCER LORE

Characters who have ranks in Knowledge (dungeoneering)
can research arachnomancers to learn more about them.
When a character makes a successful skill check, the fol-
lowing lore is revealed, including the information from
lower DCs.

DC 10: There is a breed of Underdark spellcasters that
dabble in spider-magic.

DC 15: They call themselves arachnomancers with good
reason. They can transform themselves into spiders.

DC 20: Arachnomancers are specialized spellcasters,
typically wizards, who invest their magical energy to better
understand the characteristics of spiders. Through their
studies, they learn to assume the form of spiders, imbuing
them with the senses and capabilities of the objects of their
obsession.

Characters interested in finding an arachnomancer will
have little luck unless they are willing to explore the Under-
dark, and even then, they must often enter a drow city. There,
they might find a few clues about a local arachnomancer with
a Gather Information check, but extensive questioning is
almost guaranteed to raise the suspicions of the community.
This activity will bring the arachnomancer to the PCs—and
he is not likely to have conversation on his mind.

ARACHNOMANCERS IN THE GAME

The arachnomancer class offers arcane spellcasters a chance to
expand their combat capabilities in new directions. Although
entry into this class does diminish spellcasting capabilities,
it offers a suite of powers to compensate for the loss: Indeed,




DERZEN VRINN CRM

Male drow transmuter 5/arachnomancer 5

CE Medium humanoid (elf)

Init +3; Senses darkvision 120 ft., tremorsense 20 ft.;
Listen +4, Spot +4

Languages Abyssal, Common, Draconic, Drow Sign
Language, Elven, Kuo-toan, Undercommon

AC 16, touch 14, flat-footed 13
(+3 Dex, +2 armor, +1 deflection)

hp 29 (10 HD)

Immune magic sleep effects

SR 21

Fort +3 (+8 against poison), Ref +9, Will +7 (+9 against
spells, spell-like abilities, and other enchantments)

Weakness light blindness

Speed 30 ft. (6 squares); webwalking
Melee rapier +5 (1d6/18—20)
Ranged mwk hand crossbow +9 (1d4/19-20 plus poison)
Base Atk +5; Grp +5
Atk Options poison (DC 13, 1 Con/1d2 Con)
Special Actions Verminfriend, rebuke vermin 6/day (+3,
2d6+8, 5th), spider shape 3/day (5 hours)
Combat Gear dose of greenblood oil, spider box,
thunderstone, wand of web (25 charges)
Wizard Spells Prepared (CL 9th):
4th—spiderfriend blast of flame*¢ (DC 19), giant vermin®,
greater invisibility, spiderfriend ice storm, polymorph
3rd—dispel magic, spiderfriend fireball (DC 18), greater
mage armorsc, spiderskins¢, phantom steed®,
spiderfriend stinking cloud (DC 18)
2nd—blur, daze monster (DC 16), fox’s cunning, see
invisibility, summon swarm?®, web (DC 17)
1st—spiderfriend burning hands (DC 15), expeditious
retreat, jump, spiderfriend magic missile, nerveskittersc,
obscuring mist, spider climbP
0—daze (DC 14), detect magic, read magic, spiderfriend
sonic snap>c (DC 14), stick>®
D: Domain spell. Domain: Spidersc.
Note: Spell names preceded by spiderfriend indicate those
that are affected by the Spiderfriend feat.
Spell-Like Abilities (CL 10th):
1/day—dancing lights, darkness, faerie fire
Abilities Str 10, Dex 16, Con 10, Int 18, Wis 13, Cha 16
SQ familiar (none at present), handle spiders
Feats Craft Wand®, Natural Spell, Scribe Scroll®, Spell Focus
(conjuration), Spiderfriend Magic*, Verminfriend*
* See Chapter 2
Skills Climb +9, Concentration +9, Decipher Script +8,
Intimidate +5, Knowledge (arcana) +12, Knowledge
(dungeoneering) +10, Knowledge (nature) +10,
Knowledge (religion) +12, Listen +4, Search +6,
Spellcraft +19, Spot +4, Survival +6 (+8 underground)
Possessions combat gear plus rapier, masterwork hand
crossbow with 10 bolts, ring of protection +1, bracers of
armor +2, cloak of resistance +1
Spellbook spells prepared plus 0—all cantrips except
abjuration and necromancy; 1st—animate rope, feather
fall, identify, sleep
Light Blindness (Ex) Abrupt exposure to bright light (such as
sunlight or a daylight spell) blinds drow for 1 round. In
addition, they take a —1 circumstance penalty on attack
rolls, saves, and checks when in bright light.

arachnomancers retain their usefulness even after their daily
allotment of spells is exhausted.

Players who enjoy tinkering with their characters and
having a broad range of options available to them might be
attracted to this class. The arachnomancer class requires com-
mitment, so characters branching into this class do so for the
long term, in order to access the greatest transformations at

high levels.

Adaptation
To the drow of Eberron, spiders and their kind are sacred but
ultimately just reflections of the scorpion, a creature blessed
by their strange deity Vulkoor. Arachnomancers hold a place
in society similar to that of driders: They are seen as chosen
servants of the Mockery, of whom it’s believed Vulkoor is a
part.

With alittle work, you can adapt this class so that it reflects
the traits of scorpions rather than spiders. Replace handle
spiders with handle scorpions (functioning like the aforemen-
tioned ability, but with scorpions). Additionally, the prestige
class does not offer access to the Spider domain, nor does it
grant the webwalking ability. Instead, it improves spellcast-
ing ability at all eight levels rather than six. Finally, instead of
transforming into a spider, the arachnomancer changes into
a similarly sized monstrous scorpion.

Sample Encounter
Should the characters find themselves enemies of the drow,
they can be assured of a visit by an arachnomancer and his
colony of spiders.

EL 11: Derzen Vrinn is an arachnomancer formerly attached
to House Bverhate in Erelhei-Cinlu, but he now languishes in
the deplorable House Xaniqos. Desperate to escape his fate, he
secretly courts Eclavdra’s youngest daughter, who has promised
him a place in House Eilservs—provided that he can arrange
the death of Sareska, matriarch of House Vae. Rather than
implicate himself, Derzen seeks a band of foolhardy adven-
turers, driven by wealth rather than morals, whom he hopes
will do his dirty work for him.

CAVESTALKER

“Welcome to my realm. You'll find naught for you here but privation,
fear, and death—oh, and my blade.”
—Gaelimor Zyrshaen, drow cavestalker

The Underdark’s most dangerous predators are not its hor-
rific monstrosities, crawling and festering in the darkest of
grottoes. Rather, they are the deadly cavestalkers, moving
effortlessly through a jungle of living rock—and none are as
much at home in these caverns as the drow.

Just as a surface ranger feels at peace in the heart of a virgin
forest, so too is a cavestalker is at home in the wilds of the
Underdark. Yet even in his most familiar environment, he
is aware of the ever-present danger that surrounds him. It is
in the task of surviving this endless peril that he finds peace
away from so-called “civilized folk.



BECOMING A CAVESTALKER

Rangers and druids are natural candidates for the cavestalker
class. Underdark races that choose the path of the druid or
ranger find little use for the abilities of those classes that are
attuned to the wilderness of the surface. The cavestalker class
augments and hones those abilities, making them more suit-
able for use in the endless night and providing a true advantage
for those that live away from the light.

Rogues occasionally become cavestalkers, since their high
skill point allotment allows them to achieve the requirements
more easily than other classes. Other classes might enjoy the
benefits of becoming a cavestalker, but would likely find meet-
ing the requirements to be prohibitive. Regardless of class,
only individuals who have natural darkvision can achieve
the affinity with the lightless depths necessary to become a
cavestalker.

ENTRY REQUIREMENTS

Skills: Knowledge (dungeoneering) 4 ranks, Survival 8
ranks.

Feats: Track.

Base Attack Bonus: +2.

Special: The candidate must have natural darkvision to
allow successful navigation of Underdark tunnels.

TABLE 3—3: THE CAVESTALKER Hit DiE: D8
Base
Attack Fort Ref Will
Level Bonus Save Save Save  Special
st +1 +2 +2  +0 Advanced spelunker
2nd +2 +3 43 +0 Underdark affinity,

hide of stone +1
Lesser cavesense
Exotic combat style
Expert spelunker
Gaseous form,
hide of stone +2
Improved exotic
combat style
Greater cavesense
Void in space
Master spelunker,
hide of stone +3

3rd +3 +3 43 +1
4th +4 +4  +4 41
5th +5 +4  +4 +1
6th +6 +5 45 +2

7th +7 +5 45 +2

8th +8 +6 46 +2
9th +9 +6 +6 +3
10th  +10 +7 +7 +3

Class Skills (4 + Int modifier per level): Balance, Climb,
Heal, Hide, Jump, Knowledge (dungeoneering), Knowledge
(geography), Knowledge (Underdark local), Listen, Move
Silently, Profession, Search, Sense Motive, Spot, Swim,
Survival, Use Rope.

CLASS FEATURES

As they advance in the class, cavestalkers become more famil-
iar with the Underdark’s natural elements. In addition, any
abilities they have from the ranger or druid classes become
attuned to their subterranean environment.

Advanced Spelunker (Ex): As a cavestalker, your familiar-
ity with the environs of the Underdark allows you to move
through it easily, even in the most difficult conditions. As a
result, you gain a +2 circumstance bonus on Balance, Climb,
Escape Artist, and Jump checks in natural subterranean
surroundings.

Underdark Affinity (Ex): At 2nd level, your adaptation
to the Underdark allows you to use your nature-themed class
abilities in natural subterranean surroundings as well. These
include the druid and ranger abilities of camouflage, hide in
plain sight, trackless step, and woodland stride. If you already
have wild empathy, you can now use it to affect vermin. If you
have the wild shape ability, add vermin to the types of creatures
you can become (subject to all the size and frequency limita-
tions provided by that ability). If you do not already have these
underlying abilities, Underdark affinity does not grant them
to you; it only augments those you already have.

Hide of Stone (Ex): As you gain levels in the cavestalker
class, your body embraces the rigors of the Underdark and
takes on something of its hue and toughness. Your skin hard-
ens and becomes flinty, granting you a natural armor bonus
in addition to a circumstance bonus on Hide checks when in
natural subterranean surroundings. These bonuses increase
as you progress through the cavestalker class, at 6th level and
again at 10th level.

Lesser Cavesense (Ex): At 3rd level, you are gifted with a
mystical connection to the Underdark, giving you darkvision
out to 120 feet. If you already have darkvision out to 120 feet,
your darkvision extends an additional 60 feet. Due to your
familiarity with the acoustic qualities of the Underdark, you
also gain a +4 competence bonus on Listen checks made in
subterranean surroundings.

Exotic Combat Style (Ex): At 4th level, you gain mastery
of a specific exotic combat style, either the spiked chain style
or the hand crossbow style.

If you are not a ranger or have not already selected a ranger
combat style, choose one of these two styles. You gain profi-
ciency in that exotic weapon—either the spiked chain or the
hand crossbow—if you do not already have it.

If you already have selected two-weapon combat as a ranger
combat style, then the exotic combat style provides you with
the Exotic Weapon Proficiency (spiked chain) feat and permits
the use of a spiked chain as a one-handed weapon.

If you already have selected archery as a ranger combat
style, then the exotic combat style provides you with the
Exotic Weapon Proficiency (hand crossbow) feat and grants
you the Rapid Reload feat, even if you do not have the normal
prerequisites for the feat.

If you acquire a ranger combat style after gaining an exotic
combat style, then the two styles must correspond in a similar
fashion: You must select two-weapon combat after choosing
the spiked chain style, or archery after choosing the hand
crossbow style.

The benefits of your chosen exotic combat style apply only
when you wear light or no armor. You lose all benefits of your
exotic combat style when wearing medium or heavy armor.

Expert Spelunker (Ex): Upon reaching 5th level, your
familiarity with the tight confines of the Underdark allows
you to retain your Dexterity bonus even when climbing or
when in a cramped space. Furthermore, you're better able to
negotiate cramped spaces, lowering Escape Artist DCs, move
penalties, and attack penalties by one category. See Table 6—1:
Cramped Spaces on page 159.
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Gaseous Form (Sp): At 6th level, you gain the ability
to traverse the treacherous and confined terrain of the
Underdark by assuming gaseous form once per day (caster
level 12th).

Improved Exotic Combat Style (Ex): Your aptitude for
your chosen exotic combat style increases at 7th level. If you do
not already have a combat style from the ranger class, then the
improved exotic combat style grants you one of those ranger
combat styles. If you already have the hand crossbow exotic
combat style, you must select archery; if you already have
the spiked chain exotic combat style, you must choose
two-weapon combat.

If you select archery, then you are treated as
having the Rapid Shot feat, even if you do not
have the normal prerequisites for that feat.

If you select two-weapon combat,
then you are treated as having the
Two-Weapon Fighting feat, even if
you do not have the normal pre-
requisites for that feat.

If you already have the
ranger two-weapon combat
style and the spiked chain
exotic combat style, then
the improved exotic combat
style allows you to treat a
spiked chain as one size cat-
egory smaller for the purpose
of use in a cramped space (see
Expert Spelunker, above).

If you already have the ranger
archery combat style and the hand
crossbow exotic combat style, then you
are treated as having the Manyshot feat even
if you do not have the normal prerequisites
for that feat. You are able to use this feat in
conjunction with a hand crossbow.

As before, the benefits of your chosen
style apply only when you wear light or no
armor. You lose the benefit of your exotic
combat style when wearing medium or
heavy armor.

Greater Cavesense (Ex): When you reach 8th level, your
mystical connection to the Underdark increases, granting you
tremorsense out to 30 feet.

Void in Space (Su): When you reach 9th level, your attun-
ement to the particular atmosphere of the Underdark allows
you to warp the sounds, scents, and vibrations you give off,
making you invisible to creatures that rely on senses other
than sight to detect others. This effectively makes you unde-
tectable to blindsense, blindsight, and tremorsense. You still
make noises and vibrations (though a successful Move Silently
check can mask the sounds), but creatures that cannot see
are incapable of determining your true location and believe
thatyou are 30 feet in a random direction from where you are
actually located.

In addition, this ability nullifies the effect of the Blind-
Fight feat against you.

Gaelimor Zyrshaen, a cavestalker

Master Spelunker (Su): By the time you reach 10th level,
your affinity for the terrain of the Underdark has become so
great that you can negotiate it without difficulty and even
merge with it at times. This grants you the ability to use spider
climb (as the spell) on any natural stone surface at will. In
addition, you can use meld into stone (as the spell) with any
surface of unworked stone three times per day.

PLAYING A CAVESTALKER

As a cavestalker, you nurture a close, almost
mystical connection to the deadly terrain of the
Underdark. To you, the lightless tunnels are
not friends, exactly, but perhaps well-respected
adversaries. Danger is always present, yet you
understand it and even find a certain succor
in living alongside it.

Combat

Although you are a formidable
warrior, you usually prefer not
to stand against the sheer might
of the world’s fighters and barbar-
ians. Your greatest ally is your own
native environment. None dare face
your blades when they are trapped in
acramped tunnel, and your exhaustive
knowledge of the Underdark allows you to
draw enemies into untenable positions where
you have the advantage—and where
you might even be able to dispatch
them without having to fight at all.
With your excellent mobility, you
might consider taking a few levels of rogue,
adding a deadly sneak attack to your reper-
toire. And if things get too hot, it’s easy for
you to disappear into a realm of extreme

peril where few dare to follow.

Advancement

The call of the wild is a very different thing in
the Underdark from what it is on the surface,
but its allure is no less enticing. Whereas on
the surface a character might enter the remote reaches of
nature to find solitude or peace, in the Underdark he typically
does it for survival. Perhaps the most dangerous location in
the Underdark is on the “civilized” streets of a drow city: an
environment rife with political intrigue, betrayal, and assas-
sination. To escape these noxious environs, you sought refuge
in the surrounding tunnels where even the foulest elements of
drow society fear to tread. By gaining an intimate knowledge
of this hazardous realm, you buy some breathing room and
security from the knives of your kin without abandoning all
the advantages that drow society has to offer.

As your cavestalker abilities increase, you find the Under-
dark a more and more inviting place (if a place of such constant
peril can be called inviting). You use your skills to establish
safe havens for yourself or to gain employment opportuni-
ties—perhaps guiding the rich and the powerful to distant,



dangerous locations. You also find that continuing to advance
asaranger or druid augments your already impressive abilities
in the Underdark’s deepest caverns.

CAVESTALKERS IN THE WORLD

“Lolth’s priestesses rule the cities with unquestioned dominance, but
the tunnels—the tunnels belong to the cavestalkers.”
—Pharug Lurimil, drow merchant of the Crescent Clan

For the drow who pursues the life of a ranger or druid—nor-
mally impractical classes for members of a subterranean
race—the existence of the cavestalkers is validation for his
unconventional choice. With the abilities of a cavestalker,
that drow can exert his mastery of nature in a more acces-
sible environment, one that lies just beyond the far outposts
of a drow city.

Organization

There is no special organization for cavestalkers. You are
more likely to be a loner—or at best the leader of a group of
fringe brigands or renegades—than you are to gather with
other cavestalkers.

Sometimes priestesses or noble houses hire cavestalkers as
spies, and merchant clans are eager to employ you as a guide
along the most perilous trade routes. Cavestalkers can find
membership in one of the drow fighting societies or house
garrisons, serving as scouts or leaders for the far patrols that
guard the fringes of a drow city’s sphere of influence. Addi-
tionally, you might be called on to lead an expeditionary force
to attack some distant target or settlement.

NPC Reactions

Within a drow city proper, you find that you are either
ignored or regarded with some small amount of curiosity. A
certain mystique surrounds the reputation of the cavestalk-
ers, but it seems distant and irrelevant to the drow cutthroat
or noble who makes his living preying upon the denizens of
the streets. It is only when a drow finds himself outside the
secure boundaries of his city that he truly appreciates you.
Indeed, he holds you almost in awe, knowing that you are
all that stands between him and a horrible death in a hostile
environment.

CAVESTALKER LORE

Characters who have ranks in Knowledge (Underdark local)
or Knowledge (dungeoneering), or who have the bardic
knowledge ability, can research cavestalkers to learn more
about them. When a character makes a successful skill check
or bardic knowledge check, the following lore is revealed,
including the information from lower DCs.

DC 10: Only those assisted by a cavestalker can hope to
survive in the wilds of the Underdark for long.

DC 15: Cavestalkers move with ease through tunnels and
terrain that others find dangerous or impassable. They make
use of this aptitude to set traps and ambushes for those who
dare chase them.

DC 20: As a cavestalker advances in knowledge and skill,
he grows more and more connected to tunnels in which he

GAELIMOR ZYRSHAEN

CR 12

Male drow ranger 4/cavestalker 7

NE Medium humanoid (elf)

Init +7; Senses darkvision 180 ft.; Listen +3 (+7
underground), Spot +9

Languages Common, Drow Sign Language, Elven,
Undercommon

AC 23, touch 16, flat-footed 19

hp 62 (11 HD)

Immune magic sleep effects

SR 22

Fort +12, Ref +15, Will +4 (+6 against spells, spell-like
abilities, and other enchantments)

Weakness light blindness

Speed 30 ft. (6 squares)

Melee +1 drowcrafi* spiked chain +14/+9/+4 (2d4+5) and
+1 short sword +14/+9 (1d6+2/19-20)
* See Underdark Radiations, page 154

Ranged mwk hand crossbow +16 (1d4/19-20 plus poison)

Base Atk +11; Grp +13

Atk Options favored enemy elves +2, improved spiked chain
exotic combat style, spiked chain exotic combat style,
two-weapon combat style

Combat Gear 2 oils of magic weapon, 3 vials of purple worm
poison, 9 vials of drow sleep poison

Spell-Like Abilities (CL 11th):
1/day—dancing lights, darkness, faerie fire, gaseous form
(CL 12th)

Abilities Str 14, Dex 18, Con 12, Int 13, Wis 8, Cha 13

SQ advanced spelunker, animal companion (Medium
monstrous spider), expert spelunker, hide of stone +2,
lesser cavesense, Underdark affinity, wild empathy +5
(+1 magical beasts)

Feats Endurance®, Exotic Weapon Proficiency (spiked
chain)®, Exotic Weapon Proficiency (hand crossbow)®,
Improved Initiative, Improved Two-Weapon Fighting,
Spider Companion®*, Vermin Trainer*®, Two-Weapon
Fighting® Weapon Finesse
* See Chapter 2

Skills Balance +11 (+13 underground), Bluff +8, Climb +9
(+17 underground), Escape Artist +8 (+10 underground),
Heal +6, Hide +11 (+13 underground), Jump +9
(+11 underground), Listen +3 (+7 underground),
Knowledge (dungeoneering) +7, Knowledge (nature) +3,
Knowledge (Underdark (local) +5, Move Silently +12,
Search +3, Spot +9, Survival +7 (+9 underground)

Possessions combat gear plus +1 drowcraft* mithral shirt of
silent moves, +1 drowcraft* spiked chain, +1 short sword,
masterwork hand crossbow with 25 bolts, cloak of
resistance +2
* See Underdark Radiations, page 154

Light Blindness (Ex) Abrupt exposure to bright light (such as
sunlight or a daylight spell) blinds drow for 1 round. In
addition, they take a —1 circumstance penalty on attack
rolls, saves, and checks when in bright light.

lives. It is said that at death, a cavestalker becomes one with
the caverns.

In a drow city, a cavestalker can be found by inquiring
with the various garrisons, fighting societies, or at locations
frequented by merchant clans (Gather Information DC 10).
Having a ranger or druid in the party reduces the check
DC by 5.




CAVESTALKERS IN THE GAMLE

As a player character, you can put your levels in ranger or
druid to good use for adventuring in the Underdark, when
you would otherwise find the abilities provided by those
classes somewhat unproductive. You can serve as a guide for
a party, helping it to avoid the Underdark’s hidden dangers
and using your talents to outmaneuver or outwit those foes
that can’t be avoided.

An NPC cavestalker might be the leader of a drow patrol
or the head of a band of outlaws living outside drow society
and preying on those foolish enough to venture beyond its
boundaries. He could also be a spy sent to observe some other
community and report its weaknesses to his masters.

Adaptation
Although cavestalkers are most frequently found among the
drow, they are certainly not limited to the race of the dark
elves. A svirfneblin hermit might live as a cavestalker, quietly
protecting the fringes of his community from the incursion
of subterranean beasts. Alternately, a duergar or dwarf caves-
talker could be a prospector seeking new veins of ore for his
clan. The barbaric quaggoths and grimlocks rarely become
cavestalkers, but a truly exceptional individual from one of
these races might choose this class—perhaps one born into
slavery and later raised to leadership of his tribe.

A character from a surface-dwelling race can also become
a cavestalker, though he would need to have extensive expo-
sure to an underground environment. He could dwell near an
extensive natural cave system, for example, orin a community
with close ties to a gnome or dwarf clanhold. In this case, the
character might start out as a ranger or druid and become
more and more acclimated to a subterranean environment
as his adventures take him deeper into the nearby caverns.
Finally, a member of a surface race adopted by some under-
ground-dwelling people might find his way to the cavestalker
class, pushed toward solitude by the awkward sense of never
quite fitting in.

Sample Encounter

Gaelimor Zyrshaen (see page 71) exists on the outskirts of
drow society as something of a dark Robin Hood character.
He fears neither the priestesses of the city nor the dangers
of the surrounding Underdark, choosing instead to prey
upon the former and seek refuge in the latter. Anyone
seeking to reach Erelhei-Cinlu might find himself subject
to extortion or ambush by Gaelimor and his merry gang of
ruthless thugs.

DEMONBINDER

“By the eight names of Lolth, I invoke thee. By the eight curses of
the Flesh-Carver, I command thee. By the eight dooms of the Spider
Queen, I summon thee. Fill my empty vessel with your profane might,
your limitless power, and your inexhaustible wisdom. Let us become
one and show the world your true power!”

—Olarae Quavein, demonbinder

The demonbinder draws the essence of demons into herself
to acquire their power. Such acts are forbidden, and doing so

condemns the mortal to eternity in the deepest pits of the
Abyss. However, the demonbinder cares little for her fate,
being wholly concerned with power in the here and now. It
is from this doom that she is able to invest herself with the
power of fiends, and the farther she travels down the road of
corruption, the more potent are the demons she binds.

BECOMING A DEMONBINDER

Demonbinders all have at least four levels of warlock, but
not all are pure warlocks. Many dabble in other classes, espe-
cially those who seek to augment their combat capabilities.
Class levels in ranger, fighter, and especially barbarian are all
common choices for demonbinder candidates.

ENTRY REQUIREMENTS
Race: Drow.
Alignment: Chaotic evil.
Skills: Bluff 4 ranks, Knowledge (the planes) 8 ranks, Sense
Motive 4 ranks.
Language: Abyssal.
Invocations: Baleful utterance plus any two others.

CLASS FEATURES

The demonbinder prestige class increases the number of
invocations at your disposal, and it also provides access to a
number of supernatural abilities and resistances. From the
start, you gain a pool of points that you use to bind demons
that bestow their powers onto you. In many cases, you can use
these demons to modify your eldritch blast. You also gradually
acquire the immunities enjoyed by demons, as well as their
damage reduction.

Invocations Known: At each level above 1st, you gain
new invocations as if you had also gained a level in the war-
lock class. You do not gain any other benefits a warlock would
have otherwise gained.

Damnation Points (Ex): You gain a number of damnation
points equal to your Charisma modifier plus your class level.
You use damnation points to activate your demonbind abili-
ties. You cannot spend damnation points when in the area of
a consecrate, hallow, or magic circle against evil spell. You regain
all spent damnation points after 5 minutes of rest.

Demonbind (Sp): Once per day per class level, you can
spend damnation points to invoke the essence of a demon
and bind it to your soul. This changes your general appearance
(which has no significant game effect unless stated otherwise)
and also grants you certain benefits. Binding a demon in this
way is a full-round action and lasts for 10 rounds.

If you invoke a second demonbind when another is still
active, the new one replaces the old one. Temporary hit points
granted by a demonbind vanish when the demonbind ends
(or is replaced by a new demonbind).

Some demonbinds allow you to spend additional damna-
tion points to gain an extra benefit. You can use this option
only when affected by the demonbind, and the benefit lasts
until the start of your next turn or until the demonbind ends,
whichever comes first. Any saving throw allowed hasa DC of
10 + class level + Cha modifier.

When under the effect of a demonbind, you gain telepa-
thy out to 100 feet (MM 316) and the evil subtype if you don’t



have it already. If you are targeted by a banishment or dismissal
spell, you instantly lose your demonbind. If you enter an area
protected by a hallow or consecrate spell, the demonbind is sup-
pressed for as long as you remain in the area.

Bach demonbind is the equivalent of a spell whose
level equals the damnation point cost for invoking the
demonbind.

Dretch (1 point): Your body becomes flabby and grotesque, and
your limbs become thin and spindly.

You gain 5 temporary hit points and resistance to acid 5,
cold 5, and fire 5.

Babau (2 points): A sheen of red ectoplasm covers your hands.
You gain 10 temporary hit points and sneak attack +1d6 (as
the rogue class feature).
In addition, you can spend 1 damnation point as a swift
action to lace your eldritch blast with caustic slime, dealing an
extra 5 points of acid damage.

Succubus (3 points): Small, useless black wings erupt from your
back.

You gain 15 temporary hit points and the benefits of the
tongues spell.

You can spend 1 damnation point as a swift action to gain
a +5 competence bonus on Bluff and Diplomacy checks.

Yochlol (4 points): Your flesh takes on a slightly amorphous
appearance, occasionally forming tiny vestigial tendrils that
wave about as if searching for something.

You gain 20 temporary hit points, and you have a 25%
chance to ignore the extra damage from a critical hit or sneak
attack.

Also, you can spend one damnation point as a swift action
to use gaseous form on yourself.

Bebilith (4 points): Your skin turns a dark shade of blue and
your eyes redden. Six vestigial limbs that flap uselessly for
the duration emerge from your ribs.
You gain 20 temporary hit points and the scent ability.
You can spend 1 damnation point as a swift action to gain
a climb speed equal to your land speed.

TABLE 3—4: THE DEMONBINDER Hit DiE: D4
Base
Attack Fort Ref Will
Level Bonus Save Save Save Special

Ist +0 +2 +0 +2
2nd +1 +3 +0 +3
3rd +1 +3 +1 +3
4th +2 +4 +1 +4 —
5th +2 +4 +1 +4
6th +3 +5 +2 +5
7th +3 +5 +2 +5
8th +4 +6 +2 +6 —
9th +4 +6 +3 +6
10th +5 +7 +3 +7

Resistance to electricity 10
Damage reduction 4/good
Immunity to poison

Immunity to electricity
Damage reduction 6/good

Vrrock (S points): A down of gray and white feathers covers your
body. Your face twists and contorts, forming a hard beak in
place of your mouth. As you move, puffs of harmless dust rise
from your body.

You gain 25 temporary hit points.

In addition, you can spend 1 damnation point as a swift
action to augment your eldritch blast with screeching sonic
energy. A target struck by this eldritch blast takes an additional
10 points of sonic damage and becomes deafened for 5 rounds
(Fort negates deafness).

Glabrezu (6 points): Your hands twist into crab-claws.

You gain 30 temporary hit points and a +5 competence
bonus on Bluff checks.

In addition, you can spend 1 damnation point as a swift
action to gain the benefit of a true seeing spell.

Nalfeshnee (7 points): Your body swells with corruption, the
skin stretching taut from the profound pressure created by
the possessing fiend.

You gain 35 temporary hit points and resistance to acid 5,
cold 5, and fire 5.

Additionally, you can spend 1 damnation point as a swift
action to lace your eldritch blast with a nalfeshnee’s smite. Non-
evil targets with fewer HD than your character level who are
struck by the eldritch blast are dazed for 1 round, overwhelmed
by horrid visions (Will negates).

Marilith (8 points): An extra two sets of arms grow from the
sides of your body, your legs fuse into a green serpent’s tail,
and your eyes burn with an unholy light.

You gain 40 temporary hit points.

Your original arms (if any) are your primary arms, and the
new limbs are secondary limbs. You can wield extra weapons
with these new limbs, but all such attacks are treated as off-
hand attacks.

Also, you can spend 1 damnation point as a swift action to
use one of your new limbs to fire an eldriich blast at a —5 pen-
alty on the attack roll; you can’t apply any eldritch essence or
blast shape invocations (or any other modifications) to this
eldritch blast.

Invocations Known

Dampnation points, demonbind —
Damage reduction 2/good
Resistance to electricity 5

+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class

Class Skills (2 + Int modifier per level): Bluff, Concentration, Disguise, Intimidate, Knowledge (arcana), Knowledge (the
planes), Knowledge (religion), Sense Motive, Spellcraft, Use Magic Device.
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Balor (9 points): Massive wings tear out of your back, and angry
red flames wreathe your body.

You gain 45 temporary hit points and a fly speed equal to
your land speed (good maneuverability).

Also, you can spend 1 damnation point as a swift action to
make a melee touch attack that deals fire damage equal to the
damage normally dealt by your eldriich blast.

Damage Reduction (Su): Starting
at second level, you gain damage reduc-
tion 2/good. At 6th and 10th level, your
damage reduction improves to 4/good
and 6/good, respectively.

Resistance to Electricity
(Su): Beginning at 3rd level,
you gain resistance to electric-
ity 5. At 5th level, this resistance
increases to 10. This resistance
stacks with the energy resis-
tance class feature gained by
the warlock®*:,

Immunity to Poison
(Su): At 7th level, you
gain immunity to all types
of poison, even magical
poison.

Immunity to Electricity
(Su): At 9th level, your resistance
to electricity is replaced by immu-
nity to electricity.

PLAYING A DEMONBINDER

By becoming a demonbinder, you sacrifice your
immortal soul for the instant power granted by the
Abyss. You draw demonic agencies inside yourself,
triggering a vile transformation that bestows not only
a sampling of a fiend’s power, but also a resemblance to
that fiend. Constant exposure to these creatures leaves
a stain on your soul so foul that no act of restitution
will ever cleanse it.

For obvious reasons, most demonbinders find little accep-
tance in most civilized lands and are forced to make do in
remote places: dark lands filled with goblinoids, giants, and
other creatures that care little for the interests of one depraved
mortal. This, however, is not the case with the drow. Thanks to
Lolth’s association with the Abyss, particularly with regard to
her personal domain (the Demonweb Pits), female demonbind-
ers are valued members of the Spider Queen’s clergy. Called
the Daughters of the Demon, they treat regularly with fiends.
Lending special insights into the nature of demons, they aid
priestesses in a particularly terrifying ritual—one in which
these otherworldly beings are called up to take partin depraved
couplings, hoping to gain the favor of the Queen of Spiders.

Combat
The demonbinder prestige class offers an incredible selection
of abilities, granting you uncommon versatility. With the infu-

Olarae 8 yavein,
a demonbinder

sion of temporary hit points acquired from your demonbind,
you have a greater ability to withstand attacks before you have
to withdraw from combat.

Demonbinds also give you ways to improve your eldritch
blast. However, they require additional expenditures of dam-
nation points, which limits your options at lower levels but
provides even greater flexibility with the use of your eldritch

blast as you grow more powerful.

Advancement
The Abyss and the creatures that dwell
within its endless depths contain
enormous power that you have
stolen and molded to serve your
purposes. You turned to the
forbidden knowledge of the
demonologists, scouring tomes
of the most profane knowledge
to unlock the secrets of demon-
binding. You learned how
to open yourself to these
spirits and invite them to
reside within you. The depth
of their wickedness shocked
you at first, but each time you
bound one, you found your
reluctance slipping away until the
process felt almost natural.
Unless you are ensconced in a church
of Lolth, odds are that you are an exile,
cast out of society for your terrible arts. You
might surroun