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agic creates fantasy. Strange creatures and
unusual characters can move a tale 4 step away
fromreality, but ir takes magic—rhe dragon's
fiery breath, the wizard's powerful spell, or

some other element beyond reality—to make

the leap to truly fantastic tales. The Duncsoss
& Dracoys game provides countless ways for players and DMs
fo experience fantasy through magic, but it offers relatively
few means by which characters can employ this essential
element of the game.

Tome of Magts presents three new forms of magic that are
unlike any previously offered in the D&D game, and each
provides tremendons opportunities for DMs to infise more
fantasy into their campaigns. These new forms of magic can
be inttoduced by incarporating them into ongoing plotsand
existing characters, or they can form rhe basis for whale new
advenrures thar would have been impossible using only the
standard forms of magic.

This introduction describes the fearures of this boolk and
explains how o use them. Afrer reading it, you can begin your
exploration into the new forms of magic with any chapter

USING THIS BOOK

This boak introduces three new types of magic, each of
which is supparted by a new standard class, plus prestige
classes, fears, magic items, monsters, and effects similar ro
spells. Inthis way, Tome of Magic is similar to Expanded Psiomics
Handbook, but instead of revisiting a concept infraduced in
previous editions of the game, this book expands upon the
topic of magic in brand-new ways. Each of the three rypes of
magic examined in these pages has a long history in fantasy
fiction and has occasionally found its way into the Duse
& Dpacows game in the past: Taking its inspiration from real-
world mythology and fantasy fiction, Tome of Magir revamps
these tantalizing tidbirs from the game's history into exciting
new magic systems for your game.

The new farms of magic are presented in three chaprers,
one dedicated 1o each type, The following paragraphs sum-
marize their contents.

Pact Magic: Characters who use this form of magic gain
power by making pucts with powerful creatures. In real-
world legends and litsrature, evil or foolish mortals usually
make such pacts with fiends, gaining power in exchange

for either their souls or unnamed services. This trearment,
though intriguing, is rather limired. In particular, the need
for practitioners of pact magic to be cither evil or very unwise
effectively negates its use by player characters and relegares
it to NPCs, Thus, the pact magic chapter takes a different
approach; providing an enjoyable and balanced way for
\'l”ua“v any cl‘mt:cler 10 become in\'ul\'ed m pBI:T magic
while remaining true to its toots in legend and maintaining
its taboo feel.

Shadow Magic: Shadow magic exists in the D&D game
as asubschool of illusion magic. The Forcorren Reaises Cam-
paign Setting ook the concept further with the creation of
the Shadow Weave and the corrupt magic it produces. Tome
of Magrte presents a wholly different option for shadow magic
that connects it more deeply to the Plane of Shadow and
fully embraces that realm's rrue narure as a dark mirror to
the Material Plane.

Truename Magic: Truenames have been mentioned in
D&D rulebooks and hetion since the Arst edition of the
game- In this conceprof magic, every creature has a truename
in addition te its normal name; and anyone whe knows its
truename fainsa medsure uf'puwrr over it [n E‘dnlasv ﬁcl‘lun,
this conceptoften rakesa broader form, in which even objecis
possess trienames. The presentation of truename magic in
this book takes its cues from both conceprs and provides
an easy way for both players and DMs to use the concept of
truenames in play.

ADVICE FOR DMS

The prospect of assimilaring new forms of magic into your
campaign might seem daunting, bur the process isn't as
difficult as it might seem, First of all, you den't need to
adopt all three forms of magic at ence. You could review
the material and introduce the one you like best first
Alternatively, you could add just one or two new forms of
magic and not use the rest in your campaign avall, Bur if
you do wanr to introduce all three forms of magic at once,
you can do so quite easily.

Unlike the |'(-l:11|\'|?!}' common magic of wizards, sorcerers,
druids, and clerics, each new form of magic presented in this
book is a secrer undiscovered by most people. Thus, you can
adoprone orall of them on the sly, The PCs might find a book
in a treasure hoard or a hidden library that describes a new




of magic. or they might discaver tantalizing hints about
inamuralon the walls ofa riin. Aliernatively, they might
face a monster thar utilizes one of the new forms of magic,
\or find a magic item related to it. Berter still, the PCs could
meeta new NPC who practices the magic in question so that
‘they can see it in action before they know much about it. You
e even subtly work the magic rypes into the history of your
campaign world—great heroes ind villains of legend might
~have been practitioness, but histary ascribed their powers to
“normal spellcasting or magic items.

You can 4lso take a more direct roure and introduce the
new magic rypes by allowing players to create new characrers
ing the material presented in this book oradd levels in these
¢lusses 1o existing characrers. Indeed, giving the players the
Opportunity focreate unique PCs and to have characters wha
possess more knowledge about the magic rypes than most
NPCs do allows them to feel accomplished and powerful.
1n addition, being the ones “in the know" gives the players
ownership over these concepts.

For more specific ideas about incorporating these new
forms of magic into your game, check out the beginning of

each chapter.

ADVICE FOR PLAYERS

You can get a lot of use from this product as a player. By
creating a character that tises one of the new forms of magic
presented in these pages (or having your PC take a levelin
ane of the standard classes from this book), you can bring a

WIFT AND IMMEDIATE ACTIONS

The Miniatures Handbook introduced the concept af & new
dction type: the swift action. Likewise, the Expanded Psionics
Handbook introduced another new action type: the immediate
action. Some of the class features, feats, granted abilities of ves-
tiges, shadow magic mysteries, and iruename magic utterances
\ described in Tome of Magic use these concepts. A description
f how they work follows.
Swift Actions: A swift action consumes a very small ameunt
time, but represents a larger expenditure of effort and energy
an a free action. You can perform one swift action per turn
“Without affecting your ability to petform other actions. In that
‘regard, a swift action is like a free action, However, you can
perform only a single swilt action per turn, regardless of what
‘other actions you take.

' You can take a swift action any time you would nermally be
! d to take a free action, Since swift actions usually involve

ny characters (espemally those wha don't use magic or
lariics) will never have an opportunity to take a swift action.
' Casting a quickened spell or a quickened shadow magic
tery, or speaking a quickened truenarme magic utterance,
manifesting a quickened psionic power, is a swift action.
dition, casting any spell or manifesting any power with

host of new ideas. tactics. and roleplaying opportunities to
the gaming rable. You can surprise friends and foes alike with
vour new abilities, and plumb new depths of the campaign
world in the process of seeking out more information about
your chosen type of magic,

As with any new game element. you should consulryour
DM before you start using this material. Your experience
using your chosen form of magic will be greatly enhanced
if the DM understands the rules and builds a place for it in
her game.

For more specific ideas about how your character can
use the new forms of magic, cheek out the beginning of
each chapter. The sections describing the new standard
classes and prestige classes ulso provide a wealth of sugges-
tions about roleplaying, character background, tactics, and
advancement choices.

WHAT YOU NEED TO PLAY

Tuime of Magic makes use of the information in the three

P&D core rulebooks—Player’s Handbook, Dungean Master's

Guide; and Monster Manual. Though no other books are
strictly necessaty, certain ones mightincrease your enjoy-
mentof this product. Most notably, Manual of the Planes.and
Planar Handbook provide cool material about the Plane of
Shadow that adds value ro the chapter on shadow majic,
and Dracomomicon, Libvis Morlis, and Savage Species offer
Feats that might prove useful to certain pracritioners of
pact-magic.

et e KRR e~

a’casting time or manifesting time of 1 swift action is 4 swift
action. Castmg 4 spell or manifesting a power with a casting or
man/festing 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 at 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. You
cannot use anotherimmediate action or a swift action until after
your next turn if you have used an immediate action when itis
not currently your turn (effectively, using an immediate action
before your turn |s 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 immedjate
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, ordrinking a potionis a standard
action, even if the spell or mystery from which the scroll, potien,
oritem is made can be cast as a swift action.

S L e 8







| eings thatcannor exist inhabita place
that cannot be, Cursed by gods and
feared by mortals, these entities fall
outside the boundaries of life, death,
and undeath, They are untouchable
by even the most powerful deities,
though they can be summoned and
used by the weakest mortal.
The 'practitioner of pact magic
contacts these alien forces by means of special symbols and
' Hitals’ Once a summoning is complete, he strikes a bar-
-.'f ,E_alnwid'l the summoned being to gain great supernatural
~ poyer.
- chaprer of Tome of Magic provides all the information
need 1o use pact magic in your game, whetheras a player
. oF'usa DM Indetails a standard class and several prestige
classes for PCs and NPCs, fears for users of pact magic and
others, and related magic items that characters can make
'discover in their adventures. In addition, DMs might
ad many uses for the sirange monsters associared with
' pact magic, the descriptions of the organizations that either
> _employ it orbattle those who do, and the sites for adventures
_inyolving this form of magic.

. LESSER PACT MAGIC

Puctanagic exists in many forms, Oaths, alesser form of pact
‘magic; are often used to add power o words. Indeed, oaths
are so commonplace thar few recognize their similarity o
the pacts made by pact magic practitioners.

+©  OATHS TO IDEALS
) Many characters make pacts with themselves. Such an
. unspoken promise can be asbinding as any contract signed
by a merchant—and far more effecrive at forcing a person
\ o keep his word. For example, 2 druid who abandons her
1 .;gl.[cgiancc ta nature or adopts an extreme outlook mustrseek
;;mweness or remain forever divorced from her former
) ssource of comfort and power. A monk swho sets one faot off
« the path to spiritual puricy can neverwalk that path again.
i barbarians, wild and inconstant as they ate, mt
rehoughtsagainstlawful leanir;ga'mgﬁ"ilé
tion that gives them power.

-

VOWS TO DEITIES
By pledging 16 serve a deity, a cleric puts his soul into the
hands of a greater power, 1Fhe thereafter falters in his dury,
he can lose his wondrous powers. Similarly, the cause of
a paladin requires a constant heart, The slightest doubt or
hesitation can lead to disaster, rendering the paladin unable
o continue IJ.ET mission \Ni[hﬂu'[ a dEer’ﬁ consent.

BARGAINS WITH OUTSIDERS
Mortals can make binding agreements with outsiders, Spells
such as lessey planar ally. planar ally, and greater planar ally
allow a spellcaster to bargain for the services of an outsider
or elemental. The planar binding spells work in a similar
manner, allowing a character ro task a particular creature in
réturn forirs freedom.

COVENANT SPELLS

Some spells create a hidden pact between caster and subject,
although the 1arget need not be willing, Geas/quest and its
lessér version force a creature to do the caster's bidding or
suffer the consequences. Mark of justice sets up clear expecta-
tions for the subject's behavior and defines the punishment
thar will follow should the subject choose ta behiave other-
wise,

THE METHODS OF PACT MACIC
A pramise possesses power; An adth owns its maker, These
twosimple statements express the fundametital principle of
pactmagic. From thiskernel, pact magie grows and branches;
letting mortals draw from a wellspring of power thar no
divine power can touch.

VESTIGES
A pact magic pra
ities call
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Becatse vestiges have been divorced from normal reality
lwy some extraordinary means, they can teturn to it enly
by binding themselves to other souls. Binders, so named
for their willingness to shate theiv souls with these exiled
spirits, can summon them forth by means of special rit
Since vestiges constantly hunger for any small taste of reality,
they alwavsanswer the call ofany binders powerful enough
1o draw them forth fram the void.

VESTIGES' SEALS
Each vestig
acircle—that

isassociated with a seal—aseries of lines within
ctsas irs symbol and as a portal through which
irean enter normal existence,
vestige, a binder must know and be able to draw
fact, anyone can draw a seal, but only someone
\\:uh the power to host a vestige can hope to create ct

that opens a door for it.

SUMMONING

Immediately after drawing a seal. a binder must ritually

invoke the desired vestige me and title te summon it

Again, though anyone can intone the proper words, the
binder’s power is the key to success. Even so, 2 binder can
summon only those vestiges that are within the range ofhis
personal power

The origins of a vestige's name and ritle seem associared
with both its previous existence in realiry and its curtent

state. These appellations can chanpe over time, although such

alterations aceur only rarely. For this reason, most binden
spend o great deal of time studying rhe origing and cheoriss

gic in arder to gain the insighr tharwill allow theny
1o foresee furure developments

PACT MAKING

Once a summoned vestige manifests, a binder must formally
snieral terms of the pact
are always the same, no matter w \n- |y vestige is summoned,

address it and request a pact. Th

To gain the powers that a vestige offers, a binder must agree
to host it for a period of 24 hours

When a binder offers a pact, a conrest of wills ensues
vestige. This contest might be played

out by means of an argument, a sta

berween him and tf

to the binder, or in any number of other ways. If the vestigé
ultimatelv wins, it maintains an amount of influence aver
the binder for the ion of the pact. 1f the binder does not
act as the vestige wills, it can ish him. However, if the
binder reigns supreme after the conrest, the vésuge quietly
ampanies him

BINDING
Once a binder makes a pact with a vestige, the two are inex-
tricably bound, A shard of the vestige's soul fuses with the
binder's spirit, crearing a link so tight that the binder's body
manifests some physical sign of the vesrige's presence. The
inconvenience of such a sign is'a small price o pay for the
grants—powers that

el
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m'm compunents, no compljcnred gestures; and 1o MAKTNC A BINDER

tongue-twisting words (o use. When a binderwishes to use
the abilities granred by a vestige, he simply wills the desired
result 1o happen.

LEARNING PACT MAGIC

‘Those who practice pact magic expound upon it§ ¢ase, A
‘binder need never beg on his knees for power or study moldy
{tomes for hours an end to grasp the secrets of a few simple
spells, Once he learns the basics of pact magic, he can call
upa vestige at any time and rake its power for his own. Ves-
tiges never refuse pacts, and they ask lirtle in rerurn for the
‘power they geant,

However, the tempting ease of pact magic and the necessity
of soul binding with a being whose nature is completely alien
.generates suspicion about its practitioners, Many churches

acrively hunt binders and artempt to eradicate evidence of

pact magic to prevent the fairthful from leatning that beings
‘can exist that are bevond the reach of the gods. This general
‘condemnation of pact magic makes discovering it difficulr,
even though the artitself remains quite simple.

Many binders are defrocked priests or acalytes who took
up pactmagic after discovering the rituals to contact vestiges
‘in heretical texts kepr hidden in secrer temple libraries.
Orthers rake up the path after discovering the secrets of pacts
and seals during investigations of ancient ruins. A few gain
their knowledge of the binder's arts from elder binders, hut
rtutelage is rare because of the secrecy that most binders try
to maintain and the cloud of suspicion under which they
‘must work.

E BINDER

“Leall upon you, Amon, the Void before the Altar, Render unto me

otlrsight and your breath, for 1 stand before your seal and possess
your talisnan.”

—Morden, dwarf binder,

calling upon a vestige to make a pact

Between mortality and godheod, beyond life and undeath,
“souls existina place both forgotten and inaccessible. Morrals
* oo strong-willed to pass into the afrerlife, dead outsiders raa
pdwerful to be absorbed into their planes, the dreams of slain
 dairies put to rest eons before the current age—these are the
beings called vestiges. A seal forms the door berween these
‘beings and realiry, and knowledge is the key to opening ir.
Only the binder possesses that key, because only he knows
‘the vestiges' special seals and the rituals by which they can
‘be called from the void beyond reality. By drawing their
seals and speaking the words of power, he summons these
|&rrange entities, bargains wirh them, and binds them o his
ervice.

The binder can redefine his role in an adventuring party on
daily basis, if desired, His potent abilities are always useful
in combat, but whar those abilities are and whar sirategies
he employs when using them depend on the vestige thst
he binds. As with any class, the race, alignment, and abil-
ity choices made upon character creation influence furure
choices. The binder class, however, offers a special apporru-
nity 10 bréak free of a spellcaster's ty pical boundaries,

Abilities: A binder typically possesses a healthy body and
astrong personality, since high Constirution and Charisma
scores can improve many of his supernatural abilities. More
importantly, a high Charisma score enhances the binder's
ability to make beneficial pacts with vestiges. Since many
vestiges grant improved melee or ranged combat ability,
a high Strength or Dexrerity score serves the binder well.
Lastly, 2 high Tntelligence score grants him extra skill points
to spend on important class skills.

Races: Because binders associate with spirits beyond the
control of the pods, the pracrice of pact magic is forbidden by
most religions: Binders rend ta be rare among all humanoid
races. Given their ambition and their penchant fora cosmo-
palitan lifestyle, humans choose the path of the binder more
frequently than members of other races do, bur binders are
nomote welcame in human sociery than in any other. Many
halfling traveling communities remain largely unaware of
binders, bur sertlements ofren gain knowledge of them—and
learn to fear them—fvom the clergy of other races in neigh-
boring areas. Because single deities dominate the culrures of
both elves and dwarves, members of these races tend 1o be
mote awate of—and more opposed to—binders than their
fellow bumanoids. Gnomes who know af binders claim that
Garl Glittergold appreciates the cosmic joke of mortal souls
that grow so pawerfal that they can be neither saved nor
damned. HalForcs and halFelves, accustomed as they are 1o
existing on the fringe of soclety and suffering persecution,
sometimes éven sympathize with the plight of binders.

Alignment: Although vestiges were once beings of light
and darkness like all ereatures of the planes; their long exis-
tence in a strange state beyond normal reality has rwisted
them into enigmatic and amoral entities, However, their
natute does nor dictate the alignments of those who bind 1o
them. A fearsome and violent vestige can lend its powers to
a good binder, who uses them to make peace with enemies.
Conversely, asweetfaced and kind vestige migh grant an evil
binder the power to wreak havoc. In some cases, the same
vestige might make separate but simultaneous pacts with
mwo binders who are in direct conflict with one another.

Vestiges are noteasily defined as good, evil, lawful, or cha-
otic, but theirunfathomable mindsets and strange appearance
aften disturb lawtul and good crearures. Thus, most binders
are neutral, chaotic neutral, chaotic evil, or neurral evil.

Starting Gold: 5d4x10 (125 gp).

Starting Age: As cleric.




“As ' binder, you can serve many purposes in an adventurs
ing party. Since cach vestige grants you a different set of
supernarural abilities, you can choase which role to play on
any given day—diplomat, scout, support, melee combatant,
or ranged combatant. At higher levels, you can host more
than one vestige at a time 1o gain an even wider range of
abilities, You also gain special defenses and honus fears tha
let you further refine your role in the party and play 1o your
strengths.

‘Weapon and Armor Proficiency: As & binder, you gain
proficiency with all simple weapens and with light armor,
burnot with shields.

Soul Binding (Su): Through special methods
known only to binders, you can contact 4 vestige
and make a pact with it At 1st le
m].lk.t‘ a FELCI l-V"j‘l one VI'.‘.*'HE{F at
higher levels, you can form and maintain
pacts with multiple vestiges simultane-
ously, as shown on Table 1-1. You must
complete the summoning and binding
process with each separately, so each has
its normal chance toinfluence you. You
bear the physical sign of binding for
each one. Your effective binder level,
or EBL (your binder class level plm any
soul binding bonuses vou receive fram
prestige classes or other sources),
determines the maximum level
of vestige you can summon, as
wellas all other functions related
to binding vestiges. This value equates
1o your binder class level, as
given on Tnh\c 11, for this

stige you
dre Irying to contact is of a
higher level than your indi-
cated maximum, you cannot
summon it.

‘Tocontactavestige, vou mustdraw its unique
seal visibly on a surface (generally the ground), making the

image at least 5 feetacross. Drawing a seal requires the abil-
ity to mark a surface and 1 minure of concentration, and the

act provokes attacks of opportunity. A seal not used within
1 minuire of its drawing loses all potency, and you must draw
anew one to contact the vestige. A vestige might al
ather requirements [or contact, as noted in its entry (s
Vestiges, page 16).

Onee the seal is drawn, you must perform a ritual requiring
a full-round action to summon the corresponding vestige
During this time, you must touch the sealand callout o
vestige using both its name and irs ritle. The rirual fails if you
cannot be heard (for examplé, if you are wirhin the drea of u
silonee spell). Otherwise, a manifestation of the vestige appears
in the seal's space as soon asyou finish the ritugl. Thisimage
is not the acrual vestige; it is merely a figment—an il

a dwarf binder

cellv recognize frue ﬂlu.-.ory Ths. -,ummoned image igl
everyone but you. L you fail to address it within 1 round, i

to callit.

To make a pact with your summoned vestige, you musts
make a binding check (1d20 + your effective binder lew
+ your Cha modifier). This process requires 1 minute
but you can choose to make a rushed binding check a5 48

full-round action ar s -0
penalty, The DE for thigs
check is provided in the
description of each vess
tige (see pages 16—49). You
must make vour perilous paet
alone; others cannot aid you in
any way.

Wherher the binding check stic-
ceeds or fails, you gain the powers
granted by the vestige for 24 hours,
During that time, you cannof rid
yourselfof the vestige unless you pos=
sess the Expel Vestige feat. Successor
failure does, however, determine othep
aspects of the pact. It you fail the binds
ing check, the vestige influences your

personality and your actions, and vou
are said jo have made a poor pact, (Spes
cifically, the vestige's presence changes
your genetal demeanor, and it can force
you to perform or refrain from certsin
actions.) 1f your binding check s sue
cessful, the vestige has no contral
over your actions and does nof
influence your personaliry. Iny
this case, you are said to have:

made a good pact.

While under the influence of @

vestige, you must adhere o its res
quirements 1o the best of your abtlirg
If you are conscious and free-willed, and you encountera
situation in which you cannorar will not refrain fromapea=4
hibited action or perform a required one, you take a—1 penaltyi s
on attack rolls, saving throws, and checks until that vestige
leaves you. If you are influenced by more than one vestige,
you must act according o all their influences. 1f you fail ta
fulfill the requirements of more than one vestige or disobey
ngle vestige more than once, the penalties stack.

As long as you are bound toa vestige, you manifesta specific
physical sign of its presence, as given in its entry, This sign 18
real, not an illusory or shapechanging effect, and someane
using true seeing perceives ir just as it is. You canhide a sign
by mundane or magical means without penalty; or you can
prevent it from appearing at all if you have the suppress sign
ability.

Vestiges are bound toyour soul by the pact. They cannotbe
targeted or expelled by any means exceps the Expel Vestige




at, nar can they be suppressed escept by an ankimagic field
or similareffect.

The Difficulty Class for a saving throw against any super-
ndtural power granted by a vesrige is 10 + 1/2 your effective
binder level + your Cha modifien

Suppress Sign (Ex): At 2nd level and higher, when you
make a good pact, you can choose not to exhibir the physical
sign that normally accompanies s pact witlia vestige, Youcan
stippress or reveal the sign at will as a swift aerion, With a
poor pact, you gain the powers of the vestige, but you cantiot
suppress its sign. You show it for the durationof the pactand
are influenced by it as normal.

Bonus Feats: At 4th level, and again ar 11th and 18th
level, you gaina bonus feat of your choice from, the follow-
ing list: Armor Proficiency (medium), Armor Proficiency
{heavy), Diligent, Investigator, \tarml Weapon Proficiency,
Negotiator, Persuasive, Shield Prs ney, and the feats pre-
sented in this chaprer. Feats not described in this book can
be found in the Player’s Handbook. These feats are in addition
ta those normally gained for armining higher levels, but
you must still meet any prerequisites for the banus feats
you choose:

Pact Augmentation (Su): Beginning at 2nd level, you
can draw additional power from the vestiges you bind. As

‘long as you are bound 1o at least one vestige, you.can choose
one ability from the following list. Each time you rebind a
vestige, you also reselect your pact augmentation ability.

Asyouattain higher levels, you can make additional selec-
tions from rhe list. You gain one additional ability ar sthy
10th, Lerh; and 20th level (to a maximum of five selections
at 20th level). You can choose a single ability multiple times,

TasLe 1-1: THE BinDER Hit DiE: b8
Base
Attack Wil

Save Special

andl their effects stack. For instance, at 16th level you could
choose boanus hit points twice and damage reduction twice,
gaining +10 hit points and damage reduction 2/—

Pact Augmentation Abilities.

+5 hit points.

Energy resistance 5 (acid, cold, electricity, fire, or sonic)
+1 insight bonus on saving throws

Datnage reduction 1/—

+1 insight bonus to Armor Class

+1 insight bonus on attack rolls

+1 insight bonus on damage rolls

42 insight bonus on initiative checks

Sonl Guardian (Su): Beginning at éth level, you have
immuniry to fear effects as long as you are bound ro s vestige,
Asyou attain higher binder levels, the vestige guards its time
with you even more jealously, granting you protection fram
additional effects that would harm your soul and life energy
for as long as the pact lasts.

Ar ath level, you gain the slippery mind ability, which
allows you to wriggle free from magical effects that would
otherwise control or compel you. 1f ail your saving throw
against an enchantment spell or effect, you can attempr ir
again 1 round later at the same DC. You get only this one
extrgchance (o succeed on your saving throw.

At 13th level, you gain immunity o energy drain and
negative levels.

When youartain 19th level, your bound vestiges completely
protect your mind, granting you immuinity to all mind-affect-
ing spells and abilities,

Maximum
Vestige
Level

+2 Soul binding (1 vestige) st
+3 Pact augmentation (1 ability), suppress sign st

43 ==

+4 Bonus feat

2nd
2nd

Pact augmentation (2 abilities) 3rd
Soul guardian (immune to fear) 3rd

Ath

Soul binding (2 vestiges) 4th
Soul guardiari (slippéery mind) 4th

Pact auémemalmn (3 abilities) 5th

Bonus

4 u,' 5

H1/46)
2{+7[+2
35752 =

~13/48/43
147914
H15/410/+5

Bonus feat
Soul guardian {mind blank)
Pact augmentation (5 zbilities), soul binding (4 vestiges)

Sth
Gth

-Su.ul ‘guardian (inmune to energy drain and negative levels)  6th
Soul binding (3 vestiges) 6th

7th

Pact augrmentation (4 abilities)

Chss Skills 2 + Int modifier per k level, =4 at Tst level): BIuff, Cnncentratlan, Craft, DxlpherScnp: Diplomacy, Gather

), Intimidate, i ge (arcana), Knowledge (hi

ense Motive.

ge (religion), Kr ge (the planes),




s might misunderstand yout powers, but you can'tallow
their shorwomings to stop you. You know that contacting
the vesiiges isn't an evil act, and you've never traded your
soul for any sort of benefir. However, you can'r afford to be
too open dbout your activities, or those wha fear your form
of magic might learn something truly terrifying—your
magic is easy,

You don't need to spend hours studying incomprehensible
writings, beg for boons from a distant deity, or have magicin
yourblood. With the properseal and the necessary personal
power, you can call up a vestige and gain fts abiliries with just
afew words. The situation does sometimes get more comipli-
cated, and you haven'r Bgured irall out yet, but you're cermain
thar your path 1o powet lies with the vestiges—creatures so
strong that even the gods can't contain them,

You are well aware that others like yourself exist. The
pracess of summoning a vestige is so simple that you've
probably met other practitioners without even knowing it
All v takes is the knowledge and the will 1o complete the
process, so any kind of person could conceivably speak with
the same spirits rhat serve as your patrons. You must always
watch for the signs and be wary of other binders. Although
they could be valuable sources of knowledge: they mightalsa
be enemies.

You might engage in adventures for many reasons, but
amassing personal power is generally your primary con-
cern. Certain vestiges reluse ro answer the call of novice
binders, and a desire 1o contact them and gain their powers
ofren motivares your escapades, Perhaps you took up a life of
adventure after flecing persecution. After all, your activities
and powers seem foreign and frighrening to many people,
and various religious sects consider contacting a vestige
o sacrilege.

RELIGION

Because you have the means to speak directly with powers
beyond the reach of most deities, you tend to scorn the wor-
ship of such beings. At the same time, your strength flows
from creatures expatriated from rthe rule of those deiries,
and for thar reason, vou fear inciting the ire of a god or his
waorshipers. Although you are unlikely to rake up a cleric’s
taiment, you find it convenient 1o pay homage ro gods and
shaw outward respect for their servants.

OTHER CLASSES

You need to be especially careful around paladins, clerics, and
athers devoted to a deity. Such individuals are likely to have
the worst reaction to your abilities, though they might notrbe
informed enatigh to haye an opinion. Wizards, sorcerers, and
other arcane spellcasters appreciate the power you can gain,
but consider their own magic superior. Characters ofany class
tend to mistrast you if they actually see you summoning a
vestige, butopen-minded individuals value your worthasan
ully no marter how you achieve your power.

When youlre not hosting a vestige, you're not & great-
orranged combarant. Your combar skills are roughly com
rable 1o those of a cleric without spells, excepr thar you li
the cleric’s proficiency with shields and medium and h
armor. Making a pact with a vestige can easily mike up:
this deficiency,

The mix of abilities that vestiges offer you lets you defi
your role in each day's encoumters. For example, youi ¢o
make a pact with a vestige that makes you stealthy so thats
can scout ahead and take foes by surprise, You could bind
with ene that lets yau take on the role of a stalwart fighter
who can use arms and armor with skill, Alternatively, your
could decide 10 be a silver-tongued speaker, winning the
hearts and minds of friend and foe alike. Ac highet levels)
you can make a pact with more than one vestige at a time
to gain even greater versarility in combat and roleplaying
encounters.

ADVANCEMENT

You profit most from remaining a binder throughour your
career. Each level of the binder class increases the poweryou
gain from making a pact with-a vestige; you gain otherclass
abilities at higher levels aswell: As you advance and establish
your role in the adventuring party, you might find ynurself
Ll!dl'lg One O [Wo vestiges more lhan O[hEl'S. In Ihal CHSE'
consider taking a level or two inanother class to supplément
the abilities the vestige grants you. For example, if you often
find vourself in melee, a level of barbarian or Aighter might
help o make you more effective. On the other hand, if you
regularly act as your group's spokespersen and scout, a level S
of rogue might be appropriate.

DWARF BINDER STARTING PACKAGE

Armor: Studded leather (+3 AC
speed 30 fr.. 20 |h).

Heavy wooden shield (<2 AC, armor check penalty =28
101k

Weapons: Morningstar (1d8, crit %2, & Ib., one-handed
bludgeoning and piercing)

Light crosshow (1d8, erit 19-20/x2, range inc. 80 ft.; 4 1658

; armor check penalty =15

Skill Selection: Pick o number of skills equal to 2 + Int

madifier.
Armor Check

Skill Ranks _Penalty
Bluff =
Concentration
Decipher Script
Diplomac:
|Gather Information
Intimidate
Knowledge (arcana)
Knowledge (history)
Knowledge §:P|¢ planes)
Knuw\edge (religion)
Sense Motive

Ability
chs

TP O P

Feat: Shield Proficiency.




Gear: Backpack with waterskin, one day's trail rations.
bedroll, sack, and flint and stéel. Three rorches. Case with
10 crossbow bolts

Gold: 1d+ gp.

BINDERS IN THE WORLD

“Binders—you know why they've éalled that? Because they gove up

their souls fo bind with the dark forees, Heretics, the lot of them.
Thay profare the natural drder! Shonld you ever meet ane, destroy
hine, and let the gods punish hum for his crimes.”

— Prelate Czarran Highfist, dwarf paladin of Motadin

idden into the hands of
plavers, allowing them to participate in ecculestyle activities
without forcing them to play evil characters. At the same time

Binders pur the allure of the &

the reaction that most religious organizations have ro binders

can reveal a darker side to the cle f good-aligned deities

while creating opportunities for great roleplaying

DAILY LIFE

A binder typically begins his day by finding a quiet, our-of-
the-way place to summon the vestige whose power he desir
He then spends the rest of the day engaged in whatever rask
seems most pressing while trying to avoid teo much con-
tact with others. Although many binders are adeptat social
interaction, a'vestige's influence can affect his personality.
The bound spirit's sign also manifests on his body unless he
has the means o prevent it. When nor advenruring, binders
often spend their time seeking our scraps of informarion

The pursuir of such
farbidden knawledge is often quite dangerous and can resule
in the binder undertaking additional adventures

Binders gen

ahout vestiges and other soul binde

ally avoid accepting followers orserving in lead-
ership positions becatse a high-profile station draws too many
eves. Yet the charismatic and mystetious nature of most bind-
ers draws others to them like moths to flame; so binders often
develop friendships wi casts, rehel
otherswho feel they don't fit in or aren't fond of the starus quo.
By actively strengthening these bonds of friendship, a binder

urious vouths, and

can create secrer networks of lliesand spies who will alert him
to threats and aid him in times of danger. Localauthorities rarely
see these groups as simple gatherings of friends. The binder's
alliesare often involved in otherclandestine dealings that spell
trouble for the whole nerwork.

NOTABLES
Because of the urrounding vestiges and the co

attempts to quash all knowledge of soul binding, few bind-
ers become notable in rtheir communities. Even so, most
who pursue this class know of Syfal, the mythic individual
who is said ro have first discovered the means of contacting

ges. Syfal's name appears in almost every rext about
vestiges, though whether he is invoked as a patron saint of
the practice of cursed as a foul defiler of the universal order
dependson the writer's viewpoint, No one knows for certain
who or what Syfal was, or even when he lived, but the age of
some carvings sbout him found in ruins indicates thar he
must have lived and died millennia ago.

Sanyz f Gy sy




atit an obvious champion for their practice, many.

ers loole to history forsigns of famous folk whao might
“secretly have purstied this profession. Legends are replere
with great heroes and villains who possess strange powers,
and many a binder takes comfort in the belief that an
admired individual spoke to the same vestiges that he con-
tacts every day.

ORCGANIZATIONS

Binders rarely workin £roups, but anindividual binder who
garhers a small circle of [tiends occasionally chooses ane or
two of them as apprentices, Such a group might eventually
grow into a cabal ofa dozen or'so people whom the binder
has rakeniinto his confidence. In genetal, cabals of this sort
exist solely ro protect the binder and o seek out rumors and
hints relating to other binders or vestige lore. Rarely. such a
cabal grows into o larger ofganization, such as the Theurgian
Society. For more informarion about the Theurgian Society,
see the Pact Magic Organizarions section beginning on
page 90,

NPC REACTIONS

Most people have an indifferent attitude roward binders
because they know very little abour what such individuals
do. Even those who gain a basicunderstanding of binders’
powers typically view these individuals with the same respect
or fear thar they view conjurers or nectomancers.

The situarion changes radically when religion comes
into the equation, however. The leaders of most organized
religions are aware of binders 1o at least some degree. Most

urganu.ut:.ou 1o seek our :md eradicare bmders. Sucha force
usually possesses a small library of rexts describing

and the pracrices required 1o summon them, so thatits I
can teach members to recognize the signs of pact magican
train them to defear binders. Ironically, books stalen fre
such libraries introduce many future binders to pact mi

In fact, many binders began their careers as clerics before
the promise of a swift means to power seduced them to thi
path of pact magic. This attrition is one reason why clerles,
paladins, and other religious people who know abourt binder§
react 1o them in an unfriendly or hostile manner.

BINDER LORE

Characters with ranksin Knowledge (arcana) or Knowledge
(religion}, or who have the bardic knowledge abiliry, can
research binders and pact magic to learn more abour then, &
Also, although religious groups wry ro'quash the storiesiof’
binders, bards often find the intrigue and romance of pace
magic so alluring that they can't resist sharing the rales of &
it, if only with other bards. When a character makesa skill
check or a bardic knowledge check, read or paraphrase the
following including the information from lower DCa. A
character with ranks in Knowledge (the planes) can alsa
gain some information ﬂbﬁu[ binden‘. [hougl‘t each Qf Lh.ﬂ
DCs below increases by 5 for such checks.

DC 15: Certain strange spellcasters called binders practice
a taboo art known as pact magic. Most clerics who knowof

e~ R LRt D

VARIANT:

HETERODOXY AND HERESY

Deities who despise vestiges and binders might frown upona
follower consorting with binders or for taking up pact magic. In
the case of a cleric or paladin, such punishment often invalves
revacation of divine powers, rendering the character an ex-
cleric or ex-paladin, as described in the Player's Handbook. This
penalty is quite harsh, especially if the transgression is one for
which the deity does not allow atonement, such as taking levels
in the binder class. If you want to represent removal of a cleric’s
or paladin's powers but you don't want to averly hinder the of-
fending PC, consider the following ideas,

Clerics and paladins need not abandon their principles ta be
friendly with binders or even to take up pact magic. Perhaps
the character maintains all her powers, but they now stem
frorn devotion to herideals, like these of any cleric not devated
to a specific deity, The character becomes a heretic to her own
church, but she maintains the same morals and autlook she had
before.

Alternatively, a PC cleric or paladin need riot abandon her
deity. Perhaps the main wing of her church disavows her, but
ather heterodox factions exist. In this situation. the character's
deity doesn't offer followers a clear opinion about binders and
pact magic, but rather allows them to wrestle with the topic

their own. Perhaps the deity has withheld an opinion on
subjeci in hopes that his foflowers will come to the proper

canclusion by themselves, or perhaps he is content to let the
strongest philosaphy win the day.

Although it isn't necessary to provide rules for penalizing
characters who consort with (or even became) binders, you
can use the following optional rules to represent the abave
possibilities.

Cleric; A cleric who goes against the will of his deity with
regard to pact magic—usually by taking a level in the binder
class—loses the ability to access his domains, including his
domalin spell slots and granted powers. If the cleric takes &
second level in the class and thus gains the pact augmentatian
ability, he can add his cleric lavel to his binder level for the pur
pose of determining its effects. In addition, he gains a banus
feat chosen fram the binder's bonus feat list upon attaining 3rd
level as a binder (as well as the bonus feat awarded to all binders
at 4th level). A cleric whao merely consorts with a binder might
find himself turned away from his own temples, at best, of
hunted as a heretic alangside his binder companion; at worst.

Paladin: A paladin who goes against the will of her deity with
regard to pact magic—again, by taking levels as a binder—
cannot use the divine grace ability. If she takes enatigh binder
lzvels to gain the pact augmentation ability, she can add her
cleric level to her binder level for the purpose of determining its
affects, As with clerics who associate themselves with binders, 2
paladin might be ostracized, excommunicated, or hunted by her
own church if she continues the relationship with the binder,




ders consider them little more than heretics b‘ur.g'rudg
ingly acknowledge that they are real. These spelleasters
routinely contact otherworldly forces and make pacts with
them for power. A particular sign, seal, orname is associated

| with each spirit.

DC 20: Binders conract vestiges—souls that have been
Jost to the gods and planes, and banished to some hidden
place. A binder calls forth these spirits and makes pacts with
them. In exchange for allowing the vestige 1o experience life

\ through his body, a binderassumes some of its pawers. Many
churches outlaw this pracrice of pact magic. Some even mark
its practitioners for dearh.

DC 25: Binders aren't true spellcasters—they and the
spirits they summon work outside the normal Aow of magic.
The powers they gain and the vestiges they host can't be
dispelled or banished by normal means,

DC 28: Characters who achieve this level of success know
the legend, manifestation, sign; and seal of one or more
patticular vestiges. They also knaw the basic powers that
the vestige grants (the first paragraph beneath the vestige's
nmame and title in its entry)

~ DG 30: Characters who achieve this level of success can

*learn important details abour the specific binders in your
eampaign, or thearm of a church responsible for finding and
eradicating users of pact magic. Also, sucha character could
learn the specifics of the powers that a particular vestige
grants,

A character trying to establish contact with a binder oran
organization opposed to such individuals can makea DC 30

" Garher Information check to discover the necessary interme-
diaries and protacols for contact. Talking directly to a binder
ot member of an opposing group won't work, because both
~arelikely to feign ignorance. A PC who can offer something
ofvalue (such as information ora magic item) 1o the petson
of people he is trying to contact gains a +2 circumstance
l:icuus on the check,

BINDERS IN THE GAME
*Binders fit easily into just abour any game simply because
 theirexistence has remained largely a secret. You can intro-
‘duce binders through the PCs' discovery of ancient lore,
a chance meering with an NPC binder; or an encounter
- with agents of a church seeking out 2 binder, Perhaps your
'gmnp's introduction to pact magic comes when a player sits
iwn to play hernew binder PC. In any case, using binders
~in your game requires little more than simply purting one
inta play.
The player of a binder character probably thrills ar dancing
the dagger’s edge of discovery by the authorities, Hiding
the signs of soul binding, controlling a vestige's influence,
and finding explanations for supernatural abilities make
for fin roleplaying, so the player will be looking for such
| bppartunities. At the same time, the player of a binder char-

“The best solurion is to keep in mind that those who hunt
binders generally want to keep their efforts—and even the
existence of hinders—asecrer. Although the conflict between
binders and those who fear them could explode atany time,
in most cases it simmers under the surface as a cloalcand-
dagger conflict, Therefore, n game thatincludes a binder PC
can function in much the same way as it does now. You can
occasionally present side plots, adventures, and encounters
thar focus on the binder's class and abilities, just as you would
for any other member of the adventuring party.

ADAPTATION

You can significantly change the binder's role in your game
without dramatically changing the mechanics. For example,
binders could devate themselves to beings other than vestiges.
“To lend binders a darker or lighrer feel, you could have them
contact and bind themselves to fiends or celestials. Binders
related to-a particular religious or secular order could bind
themselves to the spirits of saints or heroes. The process of
soul binding could even be a otemic rite that lers a binder
call up ancestors or the essential spirits of crearures by draw-
ing upon the power of special tattoos or talismans. When
changing the focus of a binder's pact making, you can keep
the mechanics of the class largely the same, though you might
want to change the influences of the vestiges (or whatever
beings you choose) 1o suit their new natures.

SAMPLE ENCOUNTER

A hinder can function as an ally or a villain, but even as an
ally; he's likely to be secretive and suspicious of the PCs,
If 2 binder is encountered in a social setting, he might not
be bound to a vestige unless he is expecting trouble, since
showing signs is likely to invite trouble. A binder angered
by the PCs might quietly flee and then rerurn for revenge a
few minutes later. With no significant limits on the use of
their abilities, hinders typically try to use their most power-
fulartacks first.

EL 8: Morden disregarded his peaple’s taboos, abandoned
their traditions, and embarked upon a hererical path in
pursuit of the power of pact magic. A nonconforsiist in the
purestsense, he enjoys shocking othersand acting counter to
their expectations, bur he always does so with 2 grin so that
they know he's sharing the joke with them, Morden exudes
acharming confidence even in the direst circumstances; and
he's always willing o befriend a foe.

PCs might encounter Morden (see the statstics block on
the next page) while he searches for pact magic lote ina ity
or @ ruin. Alternatively, he might have offered his services
as o mercenary and accepted payment to fight the party.
Maorden prefers to surprise his foes. Ifhe can, Morden maves
adjacent toan enemy before beginning battle, using Focalor's
breath to blind a target affected by his auta of sadness. On
the following round, Morden employs Sudden Ability Facus
and Empower Supernarural Ability in conjunction with fire
breath. Charge attacks and lightning strikes follow unzil
Maerden regdins use afhis other powers:




Init +1; Senses darkvision 60 ft.; Listén +0, Spot +0

Aura sadness (5 ft,, every adjacent creature takes a -2
penalty on atta:ks saves, and skill checks)

Languages Commor, Dwarven

AC 18, touch 11, flat-footed 17, +4 AC against giants

hp 69 (& HD)

Immune fear

Resist +2 on saves against spells and spell-like effects,
stability (+4 against bull rush and trip)

Fort +10 (+12 against poison), Ref +4, Will +7

Speed 20 ft. (4 squares)

Melee +1 morningstar +9/+4 (1d8+3) or

Melee dagger +8/+3 (1d4+2/19-20) or

Melee ram +8 (1d6+3)

Ranged mwk light crossbow +8 (1d8/19-20)

Base Atk +6: Grp +8

Atk Options +1 on attacks against orcs and goblinalds,
+1d8 damage when charging with ram attack, Empower
Supernatural Ability, Sudden Ability Focus

Special Actions fire breath once/5 rounds (50-ft. line. 8d6
fire. Ref DC 17 half), Focalor's breath once/S rounds
(single target within 30 ft., blindness 1 round, Fort
DC 17 negates), lightning strike (single target within 80
ft., 4d6 electricity, Ref DC 17 half)

Combat Gear alchemist's fire, potion of bear's endurance,
2 potions of ciire moderate wounds

Vestiges Typically Bound (EBL 8th, binding check 1d20
+15): Amon, Focalor

Abilities Str 14, Dex 12, Con 16, Int 8, Wis 10, Cha 16

SQ pact augmentation (+5 hit points, +1 insight bonus on
saves), soul binding (2 vestiges; 4th level), soul guardian,
stonecunning (PH 15), suppress sign, water breathing

Feats Empower Supernatural Ability*; Shield Proficiency,
Skilled Pact Making, Sudden Ability Focus

Skills Appraise <1 (+1 if stone or metal), Bluff +8; Craft -1
(any; +1 if stone or metal), Diplomacy +7, Disguise +3
(+2 acting), Intimidate +5, |ump —7, Knowledge
(the planes) +0, Search =] (+1 if stonework),
Sense Motive +5

Possessions combat gear plus +1 chain shirt, heavy wooden
shield, +1 morningstar, masterwork light crossbow with
20 boits, dagger, cloak of Charisma +2, 105 gp

Existence defines renlity. Beyond it, therefore, naught exi
not even a-void. This simple reasoning would be irrefutal
were it nor for the existence of vestiges: Called forth:
nowhere, composed of nothing, they exist enrirely o

rules of teality. They are untouchable, untraceable, an

all pawers that might attemprto confine or define then

pactmagic for cenruries and defied all their theortes, Ves
simply cannot exist, and yet, it seems that they do.

Some scholars say that vestiges are s common myth—t|
do not acrually exist bur are inherent in the minds of
heings. Others say they are true spirits—souls cast off into
some plane that is unreachable by all magic due toan agree-
ment between the gods. Whatever the truth of the marter,
vestiges seem desperate to participate in reality;, if only by
peering at it through another crearure's eyes.

CHOOSING A VESTIGE
Although seme binders devote themselves to single vestiges
or choose vestiges based on philosophy or personality, md'st
freely choose among all the vestiges they can call forth:
When deciding which vestige 1o summon, a binder must
CDﬂ\IdEl sevcr:ll facmn In most cases, [h15 dEC!SlQ“ 15
based largely on his likely needs for the day. Bindets must
anticipate their activities inmuch the same way as a wizard
must when preparing spells. Some binders wair to summon =
avestige (or summon one and wait to summon others) unril
they know more of whar the day halds, though by doing s
they risk not having the extra powers provided by a vestige:
af 4 critical moment.

In addition to the needs of the day, a binder should cor
sider the vestige's sign and influence, A binder can mitig;
any potential trouble thata vestige's influence might ca
by choosing either a vestige whose influence is generall)
inoffensive, orone that e can easily control. In addition, the
binder should consider his own shiliries when making
choice, He might possess feats, magic items, or other abiliti
that would enhance his performance while he is bound ta g’
patticular vestige.
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ROLEPLAYTING THE PACT
The process of summoning a vestige and making a pact with
it was designed to be a behind-the-scenes process—much fike
the exact ways that clerics pray for spells and wizards study
their spellbooks. However, you can roleplay this interaction if
you wish. Each vestige's entry describes its manifestation and
Eruvides some notes on its voice or personality. The legend
ehind the vestige alsa provides some roleplaying inspiration
thata DM might find helpful.
Because a vestige has already agreed to bind with its sum-
‘maner simply by showing up, the process of pact making boils
own to a cantest of wills to determine whether the vestige
ns influence over the binder. This contest could take the

form of a debate; an argument, a staring competition; a game
of riddles, a shouting match, a psychic contest, or any one of
numerolis other competitions. In many cases, the binder beging
by flattering the spirit with an entreaty for aid, worded carefully
sa as not to offend the vestige ar put the binder in a position af
weakness. I the spirit speaks during this process, it often asks
why the binder wishes to use its powers. In general, the spirit
is pleased by answers that coincide with its Influence and inter-
ests, but it is also wary of deception. Some vestiges demand|
supplication, while others respond better to binders whe adept
strong and willful postures. Ifyou're a DM who'wants to rolepl;
the pracess of pact making, consider rewarding good role

ing with @ circurnstance bonus onithe binding check.




A summonud vestige s interested only in strikinga bargain
‘with irs summoner. As soon as the pact is made, the vestige
yanishes and the binder shows its sign, unless he has the
‘means to suppress it. Once made, a pact cannot be broken.
ithet the binder nor the vestige can end the assaciation
efore its duration elapses, unless the binder has the Expel

* Vestige feat.

Oceasionally, a vesrige might speak with g binder abour
other matters before the process of binding begins, thaugh
its willingness to do so is based entirely on whim. The infor-
imation gained in such & conversation, however, is suspect
because vestiges are notoriously unreliable soutces. They
don't seem to recall anything except their own lives, and
even those memories are often confused or incortect,

To make themselves more attractive 1o binders, vestiges
often pretend to possess much greater knowledge than they
are capable of having; indeed, some even assert that they
\ean see the future or monitor present events occurring in
\distant locations. It's impossible to force a vestige to tell the
truch or even determine whether it is lying, since vestiges
have immunity to all spells except antimagic field, and Sense

" Motive attempts against them always fail.

~ Even so, however, same binders regularly consult with

' vestiges, Although the informarion provided is unteliable,
it sometimes bears a startling similarity to the truth, and
strange coincidences abound. Years of questioning various
vestiges about their origins have yielded many different ver-
sionsof each one’s story, but the binder scholars who collect
yestige legends have become adeptat compiling the common
plements qnd reséarching their veracity. In this way, the
Cindividual vestige histories have gained at leasra degree of
eredence.

AULTIPLE VESTIGES

"As a binder grows in power, he learns how to bind more
 than one vestige at a time. To do'so, he must go through the
itual of drawing the séal and making a pact with each of
them sepatately. While bound to multiple vestiges, he gains
ithe full range of powers granted by all of them. The hinder
‘shows the sign of each vesrige {unless he can suppress it), and

ROLEPLAYING THE INFLUENCE
I]fyau're playing a binder, you will eventually come under the
fluence of a vestige, Although the limitations imposed by
luence can be a hindrance, they can also make for great role-
¥ing opportunities. Because the emotions that a vestige'sin-
luerice brings are often not typical for steely eyed adventurers,
‘cari explare aspects of your character’s personality that you
ht otherwise ignore. If you play the influences well; you can
up a strong contrast with your character’s typical behavion
he canstraints or demnands that the influencing vestige
ces on your character provide yet another hook for. mlepla¥

,? ingin to the demand

visks being influenced by multiple vestiges on failed binding
cheels. Ifhe ignores the influence of more than one vestige,
the penalties stack.

VESTIGE DESCRIPTIONS

This section describes all the vestiges available to hinders,
The various elements of 2 vestige description are described
below.

NAME
Each description begins with a header giving the vesrige’s
name and an epithet by which the vesrige is known.

SEAL AND SUMMARY
Below the illustration of the vestige's seal is a summary
description of its essential characteristics.

The Seal: In the process of summoning a vestige, the
binder must draw irs seal. The unique seal associated with
each vestige is displayed above the summary information.
Drawing the seal requires noskill check of any kind, but the
binder must have the means to scribe the seal visibly upen a
relatively flat surface, Many binders carry chalk or charcoal
with them for this purpose. One piece is sufficient to draw
one seal.

Vestige Level: Each vestige has a vestige level, as given in
ifs summary, A creature wishing to summon a vestige must
meet ot exceed the effecrive binder level required 1o summon
a vestige of that level (see Table 1-1, page 11), Although all
vestiges want to experience reality, some le farther out
in the void than others and are mare difficult to contact.
Only through extended congress with lasser vestiges cana
binder hope to summon the great entities that lie closesr to
nothingness.

Binding DC: The summary for each vestige gives a bind-
ing DC for the binding check needed 1o make a pact withir.
In general, this DC scales with the binder level required 1o
summon the vestige, but cerruin vestiges present a greater-
than-average challenge to binders.

Special Requirement: Ifthe vestige imposes any special
requirements on its summoning, thisentry in the summary
18 “Yes.” Otherwise, it reads “No.”

and force him to talle his way out, or you can use them as a
reason to seek out or-avoid certain places or people. Should
this aspect of the influence become too troublesome, you can
always just ignore the vestige’s influence and take the penalty
that such a chojce imposes.

Ifyou find the process of roleplaying a vestige's influence fun,
remember that you can always voluntarily fail a binding check.
But be cansiderate of the ather players at the table when making
that choice. Don't use the influence as an excuse to hog the
spotlight or steer the adventure ina different direction. When

h ense ofthe other players’ enjoyment; the)
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ESTIGES BY LEVEL

Special
Binding DC Requirement
20| e
15 No
15 Yes
15 Yes
15 Yes
17 Yes
17 Yes

20 Yes

20 Yes

? 25 Yes

Paimaon 200 _Ne

Agares 22 Yes

Andras 2 No

Buer 20 Yes

‘Edrynome 20 Yes

Tenebrous 21 Yes

P\ Acererak 25 ¥es

b Balam 25 Yes

Dantalion 25 No

Geryon 25 Yes

o Ofiay 5 No

\ Chupoclaps 25 Yes

Hatires 25 No

- Ipos 26 Yes

> Shax 6 Yes

Zagan 25 Yes

J (Eligar 0 No

Mar:hosms 30 Yes

: Halphax 32 Yes:

Orthos 35 Yes

b 3 LEGEND

11 i This element of the description relates the origin legend
associated with each vestige. Although binder schalars
point to similar legends among the general populace (ind
:‘ sometimes even (o historical figures) to back up their claims,

these backgrounds are in large part apocryphal and known
only to binders. The historical information on which each
legend is based has been gathered through the years by quest-
ing for information about them. The legend detailed in this
section represents the mostwidely accepted version, but pact
magic grimoires differand many theories exist. The religious

MAKING VESTIGES DIFFERENT
3 The vestiges in this book were designed as spirits to which a
character of any alignment might bind while still maintaining the
taboo feel that pacts with otherworldly beings carry in real-world
mythology. When using pact magic in your game, you could give
ita different place in the campaign world by changing the nature
aof the vestiges or even replacing thermn with other creatures.
For example, inyour campaign, pact magic might be practiced
only by good creatures who make deals with celestial beings.
Alternatively, it might be wholly the province of evil or foalish
mortals who make promises to fiendish forces. Vestiges might
n be alien entities, totemic spirits, the souls of ancestors or
greatheroes, or some other entities of your own creation

SPECIAL REQUTREMENT

MANIFESTATION

SIGN

ies thar mig!
roof one way or the eller generally muddy rhe
stlll further, either by claiming that vestiges are unhaly
accursed beings that damn those who deal wich them,or
disavowing the creatures' existence entirely.

1f the vestige imposesany special requirements on its sa
moning, they are given in the next element of the descripti
Special requirements vary widely dependingon the nature
the individual vestige. For example, a vestige might requil
that its seal be drawn in a particular place, or that the hm der
possessa certain item orattribute. 12 binder does not fulf
the vesrige's special requirement, it does not manifest when
summoned, and the attempt to bind with it fails

Different vestiges take different forms, bur all manifest
(become visible) as images floaring over their seals. The ™S
image thar appears is a supernarural figment—an illusion
that cannor be dispelled, though it vanishes in an anfimagie
field. Certain aspects of the illusion (such-as wisps of fog i can
extend up to 10 feet beyond the borders of the seal, buethe
vestige never leaves the area over the seal. Noises produced
by the vestige or the process of pact making can be heard
normally, sccording to their volume.

A binderwho makes a pactwith a vestige binds hissoultois
thereby becoming a conduir through which the vestige can
experience reality, This powerful bond cannot be brolen by
any magic—even an antimagic field only suppresses it.

This integral link manifests on the binder’s person asi
physical sign peculiar o the individual vestige, as described
here. This sign is a real change rather than an illusory
shapechanging effect, so anyone viewing the binder
true seeing sees i1 just as it is: The sign is a supernatural
effect and therefore is suppressed when the binding 18
suppressed,

A binder can hide a sign by either mundane or magl(‘.ﬂ!
means. Furthermore, a binder with the suppress sign class
fearure can choose when to show a vestige's sign.

Changing the nature of vestiges might also necessitate!
changes to the binder class. For instance, if you replace the
vestiges with saints of a religious order, the binder becomes
more like a paladin. If you replace them with totemic beings, on:
the other hand, the binder becames more akin to'a barbariam

However you decide to use pact magic in your game, take =
extra care ifyou decide to change the powers a vestige grants of
the influence it has an a binder. Vestige-granted powers present
far thornier balance issues than do typical game elements, such
as feats or spells. The influences were designed to strike a care-
ful balance between how often they affect play and the penaltie
for ignoring them.




This elmem details the influence that the vestige imposes
an a binder wha makes a poor pact. The vestipe's influence
constantly affects the binder's persanality and emotions. In
addition, the vestige might require that the binder take {or
refrain from taking) some action. A binder who ignores the
wishes of a vestige that influences him takes a1 penalty on
attack rolls, saves, and checks until the vestige leaves,

GRANTED ABILITIES
The supernatural abilities that the vestige grantsare given in
this element of its description. The following rules govern
these supernatural abilities.

* All powers granted by vestiges are supernatural inorigin,
even if they replicate spells or abilities that are not narmally
considered magical.

Supernarural abilities are magical and thus are suppressed
10 an anfmagic field,

Supernararal abilities are not subjecr 1o spell resisrance,
Supernatural abilities cannot be dispelled.

Unless they deal damage, supernarural abilities affect
incorporeal creatures normally. A supernatural ability that
deals demage has a 50% chance not w affect an incorporeal
target, if the source of the ability is corporeal.

Elsing a supernatural ability does not provoke artacks of
opportunity.

Using a supernatural ability is a standard action unless
otherwise noted.

Some of the supernarural abiliries granted by vestiges
provide constant benefirs once activated. If the duration
of a particulareffect is not stated or implied by the ability
description, assume it is constant. Typically, binders take
afevr moments to activate such abilities immediately after
making a pact with a vestige Most effects thar are nor
consrant can beé used only once every 5 rounds (see the
ability description for details).

"= Ifa supernatiral ability granted by a vestige mimics the
gffect of a spell or shadow magic mystery, the caster level
of that ability is abways equal 10 a hinder's effective binder
level.

"+ The use of a vestige-granted power does not require a Con-
centration check unless its description specifies otherwise
Eailure on a required Concentration check ends that use of
theahility (The DC for Concentration checks depends on the
(distraction; see the Concenrrarion skill description, PH 70}

“* Supernatural abilities do not have somatic or verbal compo-
nents, but cercain requirements might apply to the use of
dndividual granted abilities. For instance,  binder usinga
breath weapon must be able to open his mouth and breathe.
Simnilarly, a character must have a free hand to make a melse
touch attack. (In a grapple, the character makes a touch
attack as though armed with a light weapon.)

¢ Supernatural abilities are neither arcane nor divine, Thus,
naspell failure chance applies 1o the use of vestige granred
ibilities by an armored binder, even when those abilities

A binder shows no outward sign when using a granted
abiliry, unless the ahility description specifies that he must
concentrate, or the use of the abilicy would be obvious
based on'its description (such as a ray projecting from the
binder's eves)

When subjected to a supernatural ability that requires a
saving throw but has no obvious effect, the target feelsa
hostile force or tingle but does not necessarily know the
source or nature of the arrack.

Effects created by the binder's supernatural abilities end
when the vestige leaves the binder, or if the hinder dies
while hound.

The Difficulty Class for a saving rhrow against a vestige-
granted power is 10 + 1/2 effecrive binder level + binder's
Cha modifier.

Abiliries that duplicate the benefit of a feat do so even if
the recipient does not qualify for the feat,

ACERERAK, THE DEVOURER

Acererak, o halfhuman lich, grasped at godlike power anly
to lose his grip on reality. Asa vestige, he grants abilities that
are similar to a lich's powers.

Legend: Only bards and a few scholars remember Acere-
rak’s name, but many know the legend of his supposed final
resting place, the Tomb of Horrors, As rumors of the wealth
and migic hidden in this fabled location spread, the tomb
becamea burial ground for more and more explorers and
tomb robbers. In truth, however, the Tomb of Horrars was
not Acererak’s sepulcher at all, 1t was merely part of his plan
to gain eternal unlife and command of all undead.

Acererak lefr behind a diary, and the information it con-
tains combined with the actions of 2 stalwart few have ar
Lase brough the full le of Acererak 1o light. In his diary,
Acererak wrote that he was born of a union between a human
woman and a demon. Despite his hideous deformities, his
mother kept him and cared for him until, when he was
ten years of age, some superstitious villagers burned down
their house. Acererak survived the conflagration because of
his demonic heritage, but his mother did not. In his diary
Acererak recalls thar incident as the event that propelled
him on the path roward necromancy and revenge against
humaniry.

Acererak became 2 powerful wizard. As he grew older
and saw the specter of death looming, he sought out and
completed the rirual for becoming a lich. After he assumed
his undead form, his power continued to grow for centuries
more. The diary relates, however, that Acererak evenrually felt
the forces animating his undead body begin ro wane, Know-
ing that final oblivion was near, he decided ro build himself
asecrer tomb. "Only those of keenest luck and grearest skill
will win through to me" the diary read. “There, they shall
receive s magnificent reward for their persistence.”

The diary, the Tomb of Horrors;and the supposed reward
were all parts of an elaborate ruse designed to bring powerful
adventiirers into the pnrmn of | rhemmb that Acerezak—by
thetr a powerfulid




ith, Acererak had devised a ritual that

oped would merge his consciousness
‘with the Negarive Energy Plane through
the sacvifice of potent spirirs. Had he actu-
ally accomplished this goal, he could have
assumed control of any undead on any plane
and gained godlike powers as well as immortal-
ity, But rhe infamy of the Tomb of Horrors
drew more than wealth-hungry thrill-seekers
intent on gaining the reward promised in
Acererak's diary. Supplicants also came.
Necromancers questing for knowledge,
seekers of erernal life, and lost souls in
search of purpose traveled to the tomb to
learn what they could of the dark arts. In
time, the supplicants became worshipers,
and theystayed ta dwvell near the objecr of their
devotion. Eventually, a sertlement called Skull
City sprang uparotind the entrance to Acererak’s
Tomb of Horrors,

Some of the heroes Acererak lured to his tomb

proved even more powerful and ingenious than he
had anticipated. After fighting their
way through Skull City and the Tomb
of Horrors, they made theit way o
the demilich’s Fortress of Conclusion.
At the last possible moment, they sut-
mised Acerernk’s plan and destroyed
the artifact that was crucial to hisapo-
theosis, They struck down Acererak
and shattered his phylactety.

Normally, suchan action would have
sent Acererak'sspirit o Abyss, but the
worship of the Skull Ciry residents lent
himasemblance of divinity; his desire
1o merge with the Negative Energy
Plane proved stronger than the pull of
the Abyss. Unfortunately for Acererak,
souls do not travel o the Negative
Energy Plane upon death. Since his
spirit had no clear destination, it went
nowhere, becoming u vestige divorced
fromall planes,

Special Requirement: You must place a gem about the
size of a human tooth or eve in the center of Acererak’s seal
This gem is not used up in the summaoning process, nor
does it move from where you placed it, despite the manner
inwhich Acererak manifests (see Manifestation, below).

Manifestation: The gem you placed within the seal
appears to float up into the airto the height ol your head. Dust
switls in from the surrounding air and up from the ground
to coalesce abour the gem, forming a yellowed human skull
with the jewel as a rooth or an eye. A moment later, other
gems wink into being, so thateach ey
every toothis occupied by a shining diamond, ruby, emerald,
or sapphire. The fewels glow briefly with aninnerlight, and

: speales his dry voice filled with contempt.

Manifestation of

e llevel:

¢ gem reverts to a normal tooth, and 1 new
appears in its place.
Influence: As a vestige, Acererak possesses the
immormlity he destred bur noné of the power
that should accompany ir. 1f vou fall under
influence, you evince a strong hunger for inl
ence and primacy, If you are presented with

opportunity to fill a void in power overa grolp

of creatures, Acererak requires that you attempi
to seize that power, You might impersonate i
missing city official, take command ofa
leaderless unit of soldiers, or even grab
the reins of runaway horses 1o establish
Your supremacy.
Granted Abilities: While bound o
Acererak, you gain powers that the great
lich held in his legendary unlife.
Detect Undead: You can use detect undead as
the spell at will fcaster level equals your effective
binder level)

Hide from Undead: At will as a standard action, you' 5

can hecome undetecrable ro undead:
This ability funcrions like the hitle from
undeail spell, except that the DC for
intelligentundead toignore the effect
and notice you is 104 1/2
binder level « your Cha modifier:

Lich's Energy Dnmunities: You gain
immunity to cold and electricity
damage,

Paralyzing Touch: As a ﬁtandarﬂ|
action, you can make a rouch artack™

ta paralyze a living foe. The touched
creature must succeed ona I’Drt‘itildﬂ)
save or be paralyzed for a numberof
roundsequil foone bl Fyour aREH
binder level Each round on its tarmy
the paralyzed creature can attempl
a new saving chrow as a full-round®
action, with success ending the effect
immediaely. Once you have used
this ability, you cannor do so again fop

St'li

5 rounds.
Speak with Dead: You can question the dead at will as though
using the speak with dead spell (caster level equals your effees

tive binder level; save DC 10 + 1/2 vour efféctive binder level

+your Cha modifier):

Undead Healing: Negative energy (such as that of an inflick
spell) heals you rather than damaging you. If you are a living
creature, positive energy (such as a cure spell) still heals yau
aswell.

ockevnd thespace ol AC ARES, TRUTH BETRAYED

Agares died at the hands of his allies for a wrong he did o
commit. Asa yestige, not only does he give binders theal

youreffective




10 weaken foes
and knock them
prone, buthe also
makes his sum-
moner fearless
andable 1ospeak
any (ongue,
Legend: In
life, Agares ruled
aver vast armies
on the Elemental
Plane of Earth.
He was the mosi
powerful general
the plane had yet
seen and second
in authority
only to his genie
empeton,adzoaf
great influence. Even though Agares was unalierably loyal, he
nevertheless gave his emperorreason to fear bettayal. Agares
became obsessed with 2 djinni commanderwho had thwaread
his conquests on several occasions, His desire to meet this
~ favored foe onthe field of battle blinded him to other tactical
options and deafened him to rumors that his esteem for his
enemy had deepened into love. Whenat last Agares entrapped
the djinni's forces, he girded himself for personal combat
and set out ro answer a challenge to duel his adversary. The
" summons was a trap laid by Agares's liewenants, however,
hisallies slew him within sight of his greatest enemy.
Special Requirement: You must draw Agares’s seal upon
either the earth oran expanse of unworked stone.
Manifestation: The ground trembles briefly as the head
aba great brown crocodile bursts from beneath Agares's seal.
The crocodile’s maw opens upward, unleashing a hooded
bliick hawk thar spreads irs wings, forcing the jaws farther
part with the mere brush of irs feathers. Two large, catlike
* eyes gleam on the hawk’s breast. When Agates speaks, the
awlk's heak moves, but the sound comes from the crocodile’s
*rumbling throat,
Sign: You gainawracking cough that spews dust and small
stones from your mouth. This coughing prevents you from
casting anyspells that have verbal components. While bound

Westige Level:
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fo Agares. you can resist the urge to cough for a number of

tounds equal youtr Constitution score. Thereafter, you cough
for g round and then can try to resist the urge again.
Influence: Agares's loyalty in life and his anger at the
Betrayal perpetrated by his lieutenanes has become a hatred
pfﬂlliehood. When influenced by Agares, you speak forth-
“rightly and with confidence. You cannor use the Bluff skill,
':g.'n-d when asked a direct question, you must answer truth-
Iy and directly.
Granted Abilities: Agares gives you the power to exalt
wourself and your allies; to make the earth tremble beneath
[eer, to render foes weak, and to speak the trath 1o all

Betrth and Asr Mastery: You gain a +1 bonus on atrack rolls
and weapon damage rolls ifboth you and your foe are touch-
ing the ground. Anyairborne foe takes a—1 penalty on attack
rolls and weapon damage rolls against you,

Earthshaking Step: As astandard setion, you can stomp on
the ground, causing every creature within 10 feet of you that
i eicher standing or climbing on a surface connected with
the ground to make a Reflex save or fall prone. Once you have
used this ability, you cannot do so again for 5 rounds. You
ﬂn& your summom‘d eart h Elemenlﬂl (see bflo\\"' are never
knocked prone hy the use of this ability.

Elemental Companion: You can summon an earth elemental
toaccompany youand fight foryow. This crearure obeys your
commands to the best of itsability. If the elemental is more
than 30 feet away from you at the end of your turn, it dissolves.
LEyou lose yourelemental wo dissolution or destruction, you
cannot summeon it again for 1 hour.

The size of theearth elemental you can summon depends on
your effective binder level, as given on the following table.

Effective Binder Level
1st-10th

1th-14th

15th-18th

18th or higher

Elemental Size
Small

Mediurm
Large

Hupe

Féar Immifnity: You have immunity to fear from both magi-
cal and mundane sources.

True Speech: You can speak, understand, read, and write all
languages spoken by creatures within 30 feet of you. To use
anunfamilisrlanguage, you must hear irspoken and see the
speaker. Once you have used it, you can continue to do so
for as long as your pact with Agares lasts. When speaking on
writing in a language with which you are nor familiar, you
cannor lie

AMON
THE VOID BEFORE THE ALTAR

Alrthough Amon once ruled asa deiry of light and justice, his
long existence as g vestige has twisted him into & monster
consumed by wrath. He grants those who summon him his
sight, his fiery breath, and his powerful charge.

Legend: Scholarsclaim that Amon is what remains of the
personality of a god who died of neglect millennia ago. Once
worshiped by thousands, Amon eventually lost his faithful i
more responsive deities. His will was strong enough, though,
to resist eternal sleep on the Astral Plane. Since his demi
his halfexistence as a vestige seems ro have dramatics dhI
changed his appearance and personality. Once a calm and
wise protectot; a god of light and law, Amon is now a foul-
tempeted and hateful spirit.

Special Requirement: Amon particularly despises four
othervestiges: Chupoclops, Eurynome, Karsus, and Leraje. If
you have hasred one of these spirits within the last 24 hours,
Amon refuses to answer your call, Similarly, these spirits will
notanswer your call if you are already bousd ro Amon, The




e enmity is as old as anyone can

ber. Binder scholies theorize
that it might stem from the time
when Amon was a god and the other
four were normal mortal or immortal
beings.

Manifestation: Amon manifestsin
a burst of black smoke, howling foul
curses at his summoner. He possesses
a black wolfs body with a ram’s head
and a serpentfor 4 rail. His mouth is
filled with sharp teeth, and fire escapes
itwhen he speaks.

Sign: You grow a ram's curling
horns.

Influence: Amon'sinfluence makes
you surly and irritable. In addition,
since Amon despises living deities of
fite, sun, and law, he forces you to resist
even beneficial spells-cast by those devored to such powers.
You mustmake a saving throw to resist such a spell ifone is
alloved; failure allows you to gain the benefir,

Granted Abilities: Amon grants you his sight and his
breath, asiwellas the deadly use of his horns.

Davkuision: You gain-darkvision out ro 60 feet

Firg Breath: You can vomit forch a line of five as a standard
action: The line extends 10 feet per effective binder level
(maximum 50 feer) and deals 1da points of fire damage per
binder level to every creature in its aren. A successful Reflex
save halves thisdamage. Once you have used this ability, you
cannot do so aggin for 5 rounds.

Ram Altack: You can use the ram'’s horns that you gain
from Amon's sign as a narural weapon that deals 1dé points
of damage (plus 1-1/2 times your Strength bonus). When
you charge a foe with your ram attack, you deal an extra 1d8
points of damage on a successful hit. You cannor use this
ability if youdo hot show Amon's sign

THE GRAY KNIGHT
A great warrior in life; Andras is an
enigma as a vestige. He gives binders
prowess in combat and skill in the
saddle.

Legend: Andras was once an elt pala
din famed for his prowess in bartle and
his implacable dedicarion to doing what
was right and good for all, A series af
misjudgments and misfortunes broke
Andras’s faith in both himselfand his
deity, however, and he became a black-
guard, During his subsequent service
1o the dark gods, his infamy rapidly
outgrew his fame, and his name was

whispered i1 fear.

the key bartle of a grear war, he simp!
dropped his weapon and left, nev

and thus his soul was condemned
became a vestige.

Manifestation: Andras rides up ouf-
of nothingness on the back of 1 great’
black wolf. The vestige's head is that of
an owl covered in gray feathers, and his
gray-skinned body resembles that of @
lanky but muscular male elf. Wearing
only a loincloth, Andras slouches in his
saddle, holding the reins of his mount

in one hand and o greatsword, which he lazily rests on his
shoulder. in the other. At first glance, Andras looks as though
he might be asleep, bur a closer inspection reveals a pair of
huge golden eyes that glower from his bowed head. Andras
speaksin deep tones laden with menace.

Sign: You sprout two useless, gray-feathered wings from
your back. The wings are small enough ta be hidden benenth
a shirt or eloak, bur doing sa makes you appear hunchs
backed

Influence: Andras’s influence causes you to become
listless and emotionally remote. Because Andras wearies of
combar quickly, you must drop any items in hand and with=
deaw from melee after only 10 rounds of bartle. You may not
tuke any offensive action for 1d4 rounds thereafter.

Granted Abilities: Andras lends you some of the skills he
tiad in life, making you a strong combatant with or withots
4 mount.

Weapon Proficiency: You are proficient with the greatswordy
lance, longsword, and rapier.

Mount: As 2 full-round action, ya
can summon a heavy warhorse, com=
plete with saddle and heavy lance, This®
creature serves you as a tra Ened muo
for up to 1 hour per effective binder
level, or until ir is killed, you dismiss
it, ot your pact with Andras ends. You'
can use this ability once per day.

Saddle Sure: You gain 2 -8 bonus on
Ride checls.

Smite Goad oy Evil: You can attempt
to smite an evil or good creature with'
a single melee artack. You add your'
Charisma bonus (if any) ro the artacle
roll and deal 1 extra point of damage
per effective binder level. If you acel
dentally smite a creature that is neith




eannordo so again for § rounds. Site eviland smire good

driempts per day obrained from multiple sources
Sow Discor: s gt U the qu[v oS0V d1scurd
d pou can foree an
]\’ within reach

tack. The

anel a successful Will save negates the e
foe must strike for lethal damage with a primary atrack and
nse whatever melee weapo {oran unarmed strike

sow discord
18 a mind-affecring compulsion ability. Once you haye used
this ability, you cann f 0
Sure Blow

Improved Critical fear with a weapon, [ 4 +4 bonus
on the roll to confirm a threat made with thar weapon. This

ith that provided by the Power Critical
(5ge Complete Divine, page 103}

ANDROM ALIUS,
THE REPENTANT ROGUE

Oncs'-rhel.u- rite of th ui Dlidamm dromalius now
eXISIS a5 Vv abilities help his summoners
heat rogues and neter-de s at their own game.

Legend: Once the herald of Olidammara, Andromalius
foreswore thefrand mischiefon his deathbed, repenring all
the actions he taken on behalf of his pod during his life
By this means, he hoped to steal his soul from his deity; thus
accomplishing his greatest t and prank in ]nsh  and

st worthy of hi v

At [irst an; Andromalius's betrayal, Olic

quickly reali irony of the moment and bursr into
od humor was shortlived, because
ot Andromalius's soul w

prevent the theftand ruin the joke. Since Qlidamms

|.1th‘rg'u hL‘ FL‘led l! 15 Serva
stole Andromial
tige. Wherther And
ot remains unclear
Special Requirement: You must obrain two different
nonmagical items similar to those that Andromalius holds

nalius apps

Andromalius appears as a middle

spli

object ineach ofhist

and overall appearance change from one manifestation o

another, the specific collect objects never do

friet that has spatrked a long-standing debate among binder

scholars. The items are: a belt purse, asilver key, a gold ring;a
rofdice,a copper coin, a dagger, an apple anarm bone, 4




spider; an oak leaf, & human skull alock: a closed

e benk a bell, a dove, a ger of lock picks, and a mouse,

When Andromalius returns whence he came, he juggles

these {llusory items and then tosses one to his summoner,

Some scholars claim thar the ffem thrown indicates a future

tvent, but that the specific meaning depends on which other
objects are held in the hands of that same arm

Sign: You gain an exrra digic on each limh, This append-
age prevents you from wearing normal gloves or gauntlets,
but magic gloves and gauntlets reshape to fit you.

Influence: When influenced by Andromalius, you become
a devious mischieFmaker who delights in causing small ca-
lamities—especially misunderstandings berween friends and
incidents of mistaken identity. However, Andromalius can-
tiot now abide acts of theft, so he forbids you to steal from a
creature, take an item from a dead body. or remove someone
else’s possession fram a locarion without permission se long
as you are under the jurisdiction of an authority whose laws
expressly forbid such acrivities. By the same logic, you cannot
take possession of any object that you know ro be stolen

Granted Abilities: The abilities that Andromalius grants
help you cawch thieves and return stolen goods, discover
wickedness and underhanded dealings, and punish wrong:
doers.

Jester's Mirthe As a standard action, you can cause an op-
ponent o break into uncontrollable laughter. This abiliry
functions Tike a Tasha's hidvous laughter spell (caster level
equals your effective binder level), except that an affected

creature can make an additional saving throw ar the end of

each of its turns to end the effect. Once you have used this
ability, you cannor do so again for § rounds.

Lacate Item: Arwill, vou can sense the direction of any well-
known or cleatly visualized object thar lies within 100 feet
pereffective binder level of your location. 1fyou wish to find
a specific abject, thigability works only if you have seen the
abject firsthand and can aceurately visualize its peculiarities.

Otherwise, the
direction of the
nearest object of
the same type is
revealed. Youcan
sense the direc
tian of only one
item each round.

not reveal the
direction o a
disguised object
such as 4 secret
door unless
you can clearly
visualize its dis-

| }Binding,DC: 20
Spec
--th'quuﬁ'lm'm Yes

| l‘.’esl':qﬂ Level:3id

guised form, nor
does it fell you
the distance 10
the object

&

{caster level equals your effective bmder Leval).
Sense Trickery: You gain a +4 bonus on Sense Motive ch
an Appraise checks, and on Spor checks made 1o op
Disguise checks. In addition, you automarically
when a creature uses Sleight of Hand to rake someth
from you, This ability is always active while you are bot
to- Andromalius.

Sieak Attack: Youdeal anextra 2dé points of damage wi
flanking an opponent or ar any time when the target woi
be denied its Dexterity bonus, This extra damage applies
ranged atracks only if the opponent is within 30 feet Fe
every five effective binder levels you possess beyond sth, yous
sneak artack damage increases by an additional 1d6 polms,
For example, a 15th-level binder deals an extra 4dé points;
of damage with his sneak atrack. See the rogue class fearure
an page 50 of the Player's Handbook. 1f you get a sneakatrack
bonus from another source, the bonuses to damage stack.

AYM, QUEEN AVARICE
Ongea monarch of dwarves, Aym allowed her greed robring
an end to her empire, As u vestige, she gives ber host the
ability to wear armor without impedance, to sét objects and”
creatures alight with a touch, to resiscthe effects of fire,and:
to sharterobjects with heavy blows.

Legend: Dwarven legends depict Aym as the greediest
dwarf queen who ever lived, Modern-day dwarves srill spivay
the mention of her name. Not long after Moradin first Fm’ged_‘:‘
the dwarves, Aym arose as a great leader among them! Greed
brought her to power, and greed consumed her while she
ruled, Dusarves mined furiously in response to Aym's constang:
demand for more gems and precious metals, and her people:
became virtual slaves 1o their work. As onerous as Aym's tule’
was, however, all this mining greatly expanded the dwarves®
territory, and many dwarven clans grew quite wealthy,

Jealous of the dwarves’ wealth and smarting from their®
conquests, a grear l'll:‘l'(l!.‘ "h)rl.'.“.gl'.i“ls‘ .lnd gUb[lnDde bﬂ-ﬂ&ld—
into an army toassault Aym's kingdom. The dwarves foughts
bravely, burbecause their fo vere stretched so thinacross
Ayni's empire, they could not respond guickly enough o thes
horde’s concentrated assault on their capital. Legend has'it)
thatwhen the fires of the burning city reached her, Aym stood
among a hundred wagons laden with gold thar her servants
hiad loaded in preparation for her flight. But so engrosseds
was she in counting the coins ro make certain she didn'e
lose s copper that she didn't notice the danger until the fireg 8
began to meltthe coins in her grasp. Rather than repenting
her greed at the point of her death, Aym cursed Moradin for
not protecting her,and in return, Moradin cursed her.

Manifestation: Aym arises from acoiled heap within the
seal. She has two grear worms for legs and three heads—one
alion’s, one a female dwarf's, and one  bull's. Herpowerfully
muscled torso strains beneath the finery of an empress, and
her fingers glitter with mote than a dozen jeweled rings. I
one hand she holds a red-hot, starshaped branding iron; and
with the other, she holds shut the lion head's mourh. A




speaks through
her dwarf head,
since both ani
mal heads are
incapable of
speech. She
prefers 1o keep
the lion muz-
zled because if
she doesn’t, it
roars and causes
the bull’s head
to low in terror,
making it im-
possible for her

| to hear.
J‘b Sign: While
> you host Aym,
you bear a star-
shaped brand on the palm of your left hand or on your
forehead, as you choose at the time you malke the pact.

Influence: Under Aym's influence, you hecome stingy
and greedy. begrudging every coin oritem of value tharyou
o your group must give 1o another. At the same time, she
tequires thatyou give 1 coin (copper, silver, gold, or platinum,
as vou choose) to every dwarf you meet within 10 rounds of
learning his name.

Granted Abilities: Aym grants you powers that reflect
her dwarven heritage and the ruin she brought to her king-
dom,

Dwarven Step: You can move at normal speed (without the
‘usual reduction) while wearing medium or heavy armor,

Haln.of Five: Arwill, you ean shroud yourself in a wreath
‘of flamé, Any opponent thar strikes you in melee 1akes 1ds
‘points of fire damage, unless if is using a weapon with ex-
ceptional reach. You can also deal 1de points of fire damage
with each melee touch atrack you make. Your own flame
‘does narharm you, nor does it harm objects unless you will
Attodoso.
~ Improved Sunder: You gain the benefir of the Improved
Sunder feat.

Medizm Armor Proficiency: You are proficient with medium

You have resistance to fire 10
Ruinous Aftack: Your melee artacks deal double damage
‘o objects. 1f your effective binder level is at least 10th, your
‘melee artacks are treared as adamantine for the purpose of
‘vercoming damage reducrion.

BALAM, THE BITTER ANGEL
Onee a being of extreme goodness, Balam became a wrath-
‘Tl vestige after taking on an impossible task tharended in

iesand the intellect winrerprerwhat they see, aswell
skill witly light arms and a state thar chills Besh.

Legend: Binder scholars claim that Balam is all that
remains of the soul of a powerful sola tly how she came
to exist iny her current state remains a mystery, but sources
of planar lore state thar several good gods tasked her with
eliminaring rthe practice of sacrificing sentient beings in the
sworship of deities. Since such sacrifices are part and parcel
ol evil riruals, the task amounted 10 wiping out the worship
of evil geds altogerher—a task well beyond what even the
good deities could manage. Needless o say, Balam failed
in her assignment, and some believe thar her foes actually
sacrificed her in praise of a dark god.

Special Requirement: Balam requires a sacrifice of her
summoner. In the process of calling her, you must deal | point
of slashing damage to yoursel[ or another sentient creature
{onewith Int 3 or higher) and place a drop of blood from the
wound within Balam's completed seal.

Manifestation: Balam is a horror to behold. Her body
is thar of a great purple serpent, and her head consists of
the rop halves
of three horned
humanoid heads
arranged evenly
arotind a shared
gaping  maw.

This mouth is

a rtoorh-stud-

ded chute that

extends deep

into her body,

and her six

horns point for-

ward around it

Balam speaksin
agrinding moan,
c‘flm_!mg her, ! Requikement: Yes
stinking breath | P L

with eachword. -

The fangs in her

chute-mouth move in waves with the shuddering of her
throar, and the eyes of her rhree heads glow blue when she
becomes excired orangry,

Sign: Your voice gains a peculiar quality, becoming both
hollow and gurrural.

Influence; Balam's influence causes you to distrust clerics,
palading, and other devotees of deities, Whenever you entera
temple or some other holy or unholy site, Balam requives thar
you spit on the floor and utter an invective abour the place,

Granted Abilities: Balam grants you the power to predict
furure evenrs, She also reaches cunning and finesse, and gives
you the ability to freeze foes with a glance.

Balam's Cunning: You can reroll one attack, saving throw,
or skill check you have just made. You mustaccept the result
of the reroll, even if it is worse than the original. Once you
have used this ability, you cannot do so again for's rounds.

Tey Glare: You gain a gaze artack that deals 2d6 points of
wcold dimage to the targer. A successful Will save negates thi




?{'du-gelt-a g'l‘fmﬁshb the future amoment before|
5, This knowledge manifests as an insight bonus equal
1o+ per four effective binder levels on initiative checks, Re-
flex saves, and AC,
Weapon Finesse: You gain the henefit of the Weapon Finesse
feat,

BUER, GRANDMOTHER HUNTRESS
Buer grants binders superior healing as well as powers against
poisons and diseases,

Legend: Buer tells many different stories about how she
came to be a vestige, so her true origins remain obscure, In
various popular versions of the rales,
she is 2 beauriful elf maiden who fell
to evil satyrs, a virtuous himan rang-
er killed by a chimera. ora green hag
slain by a lammasu, I¢'s likely that Buer
herself cannor remember who she was
in life or what brought her fo her cur-
rent state; and the stories she rells are
cobbled wgether from the shreds of
her memoary thar vemain. Regardless
of what her true form once was, most
binders believe thar she passessed great
skill as a hunterand healer in life.

Special Requirement: Buer
requires that her seal be drawn out
doars.

Manifestation: Buer's form is that
of a five-branched star, or wheel, com-
posed of satyr legs. She has two faces,
one positioned on each side of her
wheel-shaped body at the center point where the five legs
meet, One face is that of 4 green hag, and the other is a rag-
ing, leonine visage with an unruly mane and beard. Buer
canstantly moves within her seal, rolling from foot to foor
as she traverses its circumference. She always keeps her rag-
ing face ourward, but she speaks from her green hagfaceina

| Special

such a way thar her hag face cannot see her summoner, Buer
grows frustrated and begins velling curses at her body.

Sign: Yourfeet turn into saryr's hooves, giving you a curi-
aus tip-toeing gait, These hooves prevent you [rom wearing
normal boots or shoes, but magic footwear reshapes ro fit
you.

Influence: Under Buer's influence, you are plagued by
momentary memory lapses. Foran instant, you might forget
evena piece af information as familiar as the name of a friend
or family member, Furthermore, since Buerabhors the need-
less death of living creatures other than animals and vermin,
the first meles atrack vou make against such a foe must be
for nonlethal damage. In addition, Buer requires that you not
make any coup de grace attacks,

Granted Abilities: Buer grants you healing powers, the

,abrh:ymlgnum toxins and s, and skills thathelp you
e the matural world:

Bll ding DE: ZU

lmmre) checks as if you were Irnmed even lfyuu have no
ranks in thar skill, |

Buers Punty: You have immunity to disease and po
and making a pact with Buer removes any existing dis
and neutralizes any poison that afflicts you.

Delay Diseases wrid Poisons: Each ally within 30 feet of

ins temporary immunity to poison and disease. Allies w
in the area make saving throws against disease and poil
effects normally, but they do not incur the effects of fail
as long as they stay within 30 feer of you. An ally that leav
the area immediarely suffers all the e
fects for any missed saves.

Fast Healing: You gain the fast healing
1,and the rate of healing increases with
youreffective binder level. You gain fast
healing 2 at 10th level, fast healing 3ar
13th level, fast healing 4 ar 16th levell S
and fast healing 5 ar 19th level.

Healing Gifi: As a seandard acrion;
you can cure 1 point of damage to
yourself or another creature. Asa full:
round agtion, you can cure 1d8 points
af damage +1 point pereffective bindef
level (maximum 1d8+10 points). Eithet
version tequires thar you touch the
crearure fo be cured. Ifyouuse the fulls
round cure abiliry, you cannor use youl
healing gifi again for 5 rounds. The
other version is usable at will. Both uses
of the ability channel positive energii 8
and deal a (urrhpﬂndmg ammll\l‘Of
damage to undead.

Track: You can track foes as though you possessed :h
Track feat

CHUPOCLOPS,
friendly manner with 2 gentle voice. When her body rollsin HARBINCER OF FOREVER

grearmonster believed 10 be a hatbinger of the apocalypsel

hupoclops became a vestige when slain by mortals: Chig
poclops grants its summaner a poisoned bite and unnaruwals
senses; plus the ability to pounce on foes, to msleﬂlﬂmﬂl'ﬁ_
and 1o make enemies despair. |

Legend: Chupoclaps once stood tall in the company
Fenris, Dendar the Night Serpent, and other supposed ha
bingersof the end of existence. A titanic spiderlike creau
Chupoclops stalked the Ethereal Plane, devouring ghosts
and giving birth to mortals' nightmares, Legend has it thar
the gods trapped the monstrous Chupoclops in the realmof
ghosts to prevent it from devouring hope, bur irwas destined ¥
1o escape and sate s hunger during the end times.

Because Chupoclops wasa terror to both the living and the
undead, several powerful individuals evenrually joined forces
io fight it Three were great heroes, and four were powerfuil
villains. Four of these seven—one of the heroesand thre




the villains—
were ghosts; the
restiwere living.
This group set
out o murder
Chupoclopsand
thus accomplish
what  deitles
could nor. The
furious bartle
lasted for seven
days, and each
day ended with
the death of one
member of the
group thar had
come 1o kill the
great monster.
On the last day,
the last hero struck down Chupoclops with her dving blow:
Chupoclaps, never a creature defined by the normal rules
of the universe, became a vestige after its death. Binder
seholars claim that adventurers still encounter its enarmous
CD]'PSG in (hl‘.‘ 1“15!5‘ thef(.‘ﬂl Plﬂr“.‘. Now [h:“ l‘l'lE‘ monster
can no longer destroy hope, some say it will exist forever, and
thus; so will the world
Special Requirement: You must draw Chupoclops's seal
with g handful of soil from a grave or tomb. Alrernatively, you
ean plice the dead body ofa sentient creature fone with Int 3
Jor higher) averits seal before the summoning begins. [n addi-
tion, Chupoclops hates Amon for some unknown reasen and
will not answer your call if you are already bound to him.
Manifestation: Chupoclops appears over its seal in the
form of o Colossal phase spider, However, only the part of its
'body directly over its seal is visible at any given time. In most
- cases, Chupoclops first appears s a massive spider leg strik-
‘ing out of nowhere into the center of the seal Then it shifis
Jts body, slowly bringing its face into view and down to the
level of its summoner. Glaring over its oddly tusked arachnid
Jishge from eight all-too-human eyes, Chupoclops rumbles
i ominous growl 1o begin the process of pact making,
Sign: Your lower jaw increases in size, and rwo long.
“sharply pointed tusks grow upward from it,
Influence: While under the influence of Chupoclops, you
‘ean’ help but be pessimistic, At best, you are quietly resigned
to your ewn failure, and at worst, you spread your doubits 1o
“oithers, trying to convince them of the hopelessness of their
.gDa‘lS. In addition, Chupoclops requires that you voluntarily
il all saving throws against fear effects or any effect thar
impases @ marale penalty.
Granted Abilities: Chupoclops gives you the power 1o
linger on the Ethereal Plane, sense the living and undead,
demoralize foes, 4nd poison enemies.
Aurit of Despair: Every crearure wirhin 10 feet of you takesa
-2 penalty on actack rolls, checks, saves, and weapon damage
YQH can suppress of activate this ahlhry asa shxndurd
i aff:

\.’-:'st-iqs1 Level:
Bmdmg DC: 25

Ethereal Watcher: At will as a move action, you can become:
ethereal (45 il using the ethereal juunt spell; caster level equals
your effective binder level). You can remain on the Ethereal
Plane indefinitely if you take no actions, but you return to
the Material Plane immediately alter taking a move action,
a standard action, or a full-round action, Once you have
returned to the Marerial Plane, you cannor use this abiliry
again for 5 rounds.

Ghost Touch: Your melee attacks can swrike incorporeal
creatures, and their normal 50% chance to avoid damage does
not apply 1o your melee attacks

Poison Bile: You gain a narural bite atrack that deals damage
according to your size, #s given on the table below.

Size

Diminutive or Fine
Tiny 1d2
Small 1d3
Medium 1d4
Large 1d6
Huge 1d8
Gargantuan 2ds
Colossal 2dé

Bite Damage

You add your Strength modifier m your damage roll. You
cannot use this ability if you do not show Chupoclops's
sign.

Forince: 1f you charge a foe, you can malke a Full arrack,
including a bite attack, at the end of the charge.

Sonlsense: You notice and locate living creatures within 10
feer as iFyou possessed the blindsense ability. You also sense
thestrength and type of their life forces automatically, as if
yau had cast deatfrwatch. This ability is continuously active
whileyou are bound ro Chupoelops.

DAHLVER-NAR
THE TORTURED ONE

Once 8 human binder, Dahlver-Nar now grants powers just
as other vestiges do. He gives his summoners tough skin,
a frightening moan, protections against madness, and the
abiliry 1o share injuries with allies

Legend: Bards tell two stories of Dahlver-Nur, both linked
to the magic items that carry his name—the feeth of Dahlver-
Nar. Some say that because Dahlyer-Nar was antiguity's
powerlul cleric, his followers treated his teeth as holy relies
after his death and they somehow gained magical powers
through this veneration. Others insist that Dahlver-Nar was
a cleric of little consequence who discovered some magic
dragon teethin the ruinsof a red dragon’s latr. In this version
of the story, the teeth were named after Dahlver-Nar because
he became 4 terror in the region where he acquired them.

Binder scholars know a different story—that Dahlver-Nar
was a powerful eleric who forsook his deity to pursue the
powerof pact magic. The fabled fecth of Dahlver-Non o which
all the legends attribute miraculous powers, were neither
his own nor those of the dragon _he ttled, They were the

teeth of beings that becams




4 ﬂ"’{l"; \Iver arEf nts yo
Iminunity o Wisdom damage, Wisdon drain
madness, insanity, and confusion effects.
Muaddening Moan: You can emit a fng'hl:ﬁ.tl
moan as a standard action. Every creature within
1 30-foot spread must succeed on.a Will say
or be dazed for 1 round. Once vou haue
used this abilicy, you cannot do
agiin for § rounds. Maddenin
moan is o mind-affecting son
abiliry.

Natural Armor: You gain an's
enhancement bonus to your naturgl
armor equal to one-half your Consti-
Ulllﬂn} L ﬂn.\'J

Shield Self- At will as a standard

s lhcmse]ves imparted, Pact magic
treatises relote that DahlyerNar pulled
out his own teeth and replaced them with
those of the vestiges, but that using them
all drove him mad. What happened
thereafrer is a marter of debate, bur
the textsmaintain thar Dahlver-Nar
eventually died, and rhe reeth
were lost, divided up among
the squabbling followers he had
managed 1o gain and then spread
across the world. Today, Dahlver-
Nar exists as a vestige in his own
tight—perhaps brought to that
state through his close association

with so many others.
Manifestation: Dahlver-Nar's
frightful apparition floats in the
air above his seal, with arms and
legs hanging limply, Teeth and
fangs of all kinds stud his entire
body, replacing even his eyes.
What skin is visible berween the
teeth appeats to be the moist, pink

action, you can l{(‘ﬁ]gn]l(e one creature
wirhin 10 feet per effective binder level
to share the damage you take. As long
as the subject crearure remains within
range, vou take only half damage from
all effects that deal hit point damage,
and it takes the rest. The effect ends
immediately if you designate another
creature or if either you or the subject ¥

dies. Any damage dealr to you after the

effect ends is no longer split between youand the
subjecr, bur damage already split is not reassigned
ture at a time with this
ability can attempt

fesh of gums. Dablver-Nar'’s mouth is
a bloody ruin that clearly lacks reeth,
and when he opens it o speak, only a moan
issues forth, Some binders believe that his
vestige form is a punishment inflicred
by the other vestiges. but others insist
* that he appears as he does because of
V" [ his everlasting obsession with the teeth

that bear his name.

Sign: Several reeth grow from yout

scalp. Though they are small enough
- to be hidden by a large quantiry of
hair or a hat, 4 touch reveals them
immediately.

Influence: You shift quickly from
distraction o extreme focusand back
again. Sometimes you stare blankly
offinto space, and at other times you
gaze intently at the person or ask
at hand. Since Dahlver-Nar dislikes
any task that requires more than
1 round of concentration (such as
some spellcasting, concentration on
an effect, or any action that requires
a Concentration i‘l'lk‘ck]. ]'Ef rfqll
that you undertake no such activities
while under his influence

Granted Abilities: DahlverNar
armors you and blends his madness
sanity, lending you some
h powers.

o you. You can CLODE CT
ability. An unwilling targer of 1
a Will save 10 negate the effect.

Manifessasion of  DANTALI DN
paiiver o THE STAR EMPEROR

Dantalion, called the Star Empetor for
egend and appearance; isa composs
ite of many souls. He grants binders the
ability to teleport shorr distances, read
thoughts, and stop foes.

Legend: Binders know litrle of
how Danralion came to be. The mostas
common legend of his origin presents 8
him nor as one spirit, buras a conglom-
eration of the souls of a royal line whose
members were cursed not 1o join theiy
deities in the afterlife. This ancient
imperial line is nor now connected 100
any living leaders. Supposedly, however,
descendants. of this family, seill live,
ignorant of both theirheritage and their
curse. Some binders profess 1o be seions
of Dantalion—the rue heirs of the royal
line—hur these claims are likely just the
fancies of romanric minds.

Manifestation: Dantalion appears in aflash of red light
as a 10-foot-tall humanoid, resplendent in crimson and go d

his




~——=a el robes. His head

DANTALION is o massive-con-

glomeration of

dozens ol human

faces—male and

female, young

and old. A gold

crown as big

arotnd o a bar:

rel rests on the

brow oFhis enor-

mous cranium,

Dantalion car-

ries a great fome

under one arm

and speaks with

the voices of his

many faces, al-

Ways in eryptic

passages that he reads from his book. Sometimes just ane

face reads from his tome, but the speaking face changes of

ten and usually in mid-sentence. Those who glance ar the

book's pages see a dark sky filled with stars that change with
each flip of a page.

Sign: One of Dantalion’s faces appears on your torso, as
though it were a vestigial conjoined rwin. Ir seems lifeless
mastof the time, bur when you activate an ability granted
by Dantalion, it opens its eyes and mouth, revealing a starry
void within,

Influence: Dantalion's influence causes you to be aloof
and use stately gestures. Dantalion can't help but be curious
about the leaders of the day, so anytime you are within 100
feerof someone who clearly is (or professes to be)a leader of
others, Danralion requires that you ty 1o read that person’s
thoughts. Once you have made the attempt, regardless of

\ success or failure, you need not rry o read that person’s
ﬂmuglus again.

Granted Abilities: Pact magic grimoires attest to Danta-
“lion's profound wisdom and his extensive knowledge about
“allsubjects. Because he lenows all thoughts, he can grant you
a portion of that power, as well as the ability to travel justby

thinking. You also gain a portion of his commanding pres-
‘ence, which many binders ascribe to his royal origins.

= Ave.of Dantalion: When you invoke this ability (2 move

sction), any crearure thar sees you is unable o attack you

L artarger you with a hostile spell for 1 round. 1f you attempr

READING THOUCHTS

Reading a creature's surface thoughts reveals not only the im
mediate thought in its mind, but also some general informa-
tion that it might know. If the'target fails its saving throw, the
mind reader should learn a brief description of its emotional
state (n broad terms, such as “bored and hungry,” “nervous
aridalert," “angry and platting," “skeptical and cautious,” and
50 on, The mind reader can also determine the larget’s aware-

s of other allies and enemies in the vicinity.

any hastile action; such as making an artack rall or. casting
an offensive spell against the affected creature or its allies,
the effect ends, Once you have used this ability, vou cannot
doso again for § rounds.

Dantalion Knows: While bound to Dantalion, vou have a
+8 bonus an Knowledge checks. This ability does not allow
you to make Knowledge checks untrained

Read Thoughts: At will as a fullround action, you can
attempt to read rhe surface thoughts of any crearure you can
see, aslong as it is wirhin 5 feer per effecrive binder level you
possess. 1f the rarget mukes a successful Will save, yvou cannot
read its thoughts for 1 minute.

Crearures of animal intelligence (Int 1 or 2) have simple,
instinctual thoughts that you can pick up, If you attempt to
read the thoughis ofa creature with an Intelligence score 10
points higher than your own. you automatically fail and are
stunned for I round. You can read a creature's thoughrs for
as Lnng 4s you concentrare.

Thought Tvawl: As a standard action, you can instantly
transport yourself and any objects you carry (up to a heavy
lond) 1o any location you can see thit is within 5 feet per effec-
tive binder level vou possess. The desired location cannot be
within an pbject or beyond a barrier unless you have some
means of seeing the exact space you desire to occupy, If you
cannot occupy the designated space because it conrains a
solid body inside which you cannot exist (for example, if an
invisible creature isin the square, or some magic in that loca-
tion prevents dimensional travel, or the like), the artempt to
Ir.'I\'t‘l rﬂllS Hntl you are stu l\ﬂfd EU[' 1 1'l\und, lebl.‘l'b\'ise- YUU
always arrive at the exact locarion desired. You cannor use
this ability while blinded. Thought travel is a releporration
effectand is usahle a number of rimes per day equal 1o your
effective binder level. Once you have used this ability, you
cannot do 50 again for 5 rounds.

ELIGOR, DRAGON'’S SLAYER
Achampion both against and for evil dragons, Eligor grants
m:'lrnal prowess
beth in and out
of the saddle; as
swellassupernat-
ural strength.

Legend:
Supposedly, Eli-
Bor was 4 great
half-elf dragon-
sliyer before he
was condemned
o a vestige's ex-
istence by the
actions of Tia-
mat. Believers
of this legend
claim that after
Eligors death,
Tiamat sent ber

{ [ELIGOR




e minions against the followers

the human and the elven deities,
demnndlng that they release his soul 1o
her. Despite Eligors great service to
both races, the deities gave up his soul
to stave off the dragon attacks against
their living followers.

Only one deity argued against this
profound injustice. The raceand gender
of this lone voice of reason differ with
the teller,and not even binder scholars
agree on whether the deity was human
arelf, or even male ar female. Whoey-
er it was, this god seroffalone to face
Tiamar and wrest Eligor's soul from
her grasp. Upon arrival, however, the
deity found Eligor in the service of
Tiamar rather than in bondage. Un-
beknownst to the other gods, Tinmat
had raised him from death to be her
champion and enforcer, using his
abandonment by the ather gods to
win his loyalty. Eligor and the name-
less deity fought, and Eligor
lost his life yet again
This rime, no deity laid
claim to his soul, since
doing so had already
caused enough rrouble

Manifestation: Eligor clatrers
out of nothingness on a winged,
halFhorse/half-dragon monstrosiry,
Both rider and mount are heavily
armored, and in fact Eligor's form
is enrirely obscured by ornate, shin-
ing plate armor and a grand helm.
He carries a lance in one hand and
holds a banner in the other. With
egch manifestation, Eligor's banner
and mount change color, cycling
through the five different colors
of chromatic dragons. Although
Eligor rides what might well be an
evil creature, he always greers his
summoner warmly and treats him
with respect.

Sign: One of your hands becomes
thickly scaled. The colorof the scales

matches the color of Eligar's mounit
arthe time of his summoning,

ties: Inhis first life,
was a skilled horseman, and in his sccond;’
he served the primary deity of chromatic’
dragons, Thus. the powers he grants rend o
reflect those associations,

Chranatic Strike: As a free action, yi
can charge a melee artack (or melee to
attack) with acid, cold, electricity; or firel

Your next melee artack deals an extrg 1de
pointsof damage of the chosen energy types
You can charge a single melee arrack Drd]r
once.

Eligor's Skill m the Saddle; You gain thes

benefits of the Ride-By Atrack and Spirired
Charge feats.

Eligor's Strength: You gain a +4 bonus to

Strength.

Eligar's Resilience: You gain a4 +3
enhancement bonus to natural armor.
rhis honus improves to +4 at leth
level and 1o +5 ar 20th level.
Heavy Armor Proficiency: You are
proficient with heavy armor.

EURYNOME
MOTHER OF
THE MATERIAL
Eurynome grants lotdship
over the water and the beasts of land,
,and air. She also gives those with
wh(lm she binds some of the might of
titans.

Legend: Stories say that before
recorded time, the gods and firans
bartled on the Outer Planes, Tired of
the struggle, the titan Eurynome fled
1o the roiling chaos thar made up the
Material Plane. She divided the world
into sky and sea, and then she danced
alone upon the waves. Incensed by
her impertinence in meddling with @
world as yet unformed, the gods struck
Eurynome down. Angered by herabans
donment of their fight, her fellow titans:
refused to come to heraid. Burynome$§
body became the first island, her blood
became the first river, and her soul
I!ECL]]TIE a \'Esllg\?.

Special Requirement: Eurynome

hates Amon for some unknown reason and will nor answer

Influence: You feel pity forall outcasis, particularly half-
elves and half-ares, and you make every effort to befriend
any such beings you meet. Because Eligor desires revenge
on the deities who abandoned him, he requires that you
artack a human, elf or dragon foe in préference ro all others

your call if you are already bound (o him,
Manifestation: If Eurynomesmyth is true, she has fallen
far since bartling gods and shaping the deeps and the firma-

ment. Eurynome manifests s a horrid conglomerarion of
I R b humanoid, avian, and piscine forms. Her arms dre seropus
- whengver vou enter combat. - :

! tentacles, her legs are those of o hawk, and her mouth is 3




wl's beak, Wings shaped lke great fish fins extend from

her back, and she has no eyes—only lampreylike mouths
where her visual orbs should be.

Sign: Your skin becomes clammy, and you leave moist
prints on any object your body touches, even if clothing
blocks direct contacr. These marks evaporate after abour 1
Hrinute.

Influence: Eurynome's influence makes you paranoid
and ungrateful; you see secret morives and possible berrayals
behind every action. Eurynome requires that you not artack a
foe unless an ally has already done so. If noallies are present,
she makes no such requirement.

Granted Abilities: Eurynome grants you the ability ro
befriend animals, walk ori water, and wield a massive hammer,
In addirion, she turns your blood into poison and gives you
Tesistance o weapon blows.

Annnal Friend: All animals automarically have an inirial
attitude of friendly roward you,

Damage Reduction: You gain damage reduction 2/lawful

E“Wlh"“[l"‘ .\le'If! As a ‘.i\\'l[l[ acton; you cin summaon a
Large magic warhammer (2ds damage, 3 crit). You are
proficient with this weapon and can wield it in one hand
withouy penalry. Your warhammer's exact bonus and abili-
ties depend on your effective binder level, according to the
Iollowing table.

Eﬂ'ecﬂve Binder Level
10th or lower
11th—14th

15th-18th

Warhammer Summoned

+1 warhammer

+1 anarchic warhammer

1 anarchic adamantine
mer

+3 anarchic adamantine

warhammer

19th or higher

“The warhammer disappears (until you summon icagain) if
it leaves your grasp for more than 1 round.
Patson Blood: While you are bound to Eurvnome, your blood
* becomes poisonous. Any creature that ingests it (by either
“making a bite attack against you or swallowing you whole)
must immediarely make a successful Fortirude save or take
16 points of damage. After 1 minute, the creature must make
ave at the same DC or take another 1de
 poiats of damage per three effective binder levels you possess
* (maximum 5de). Each bite attack (or each round that you
“pemain inthe creature’s gullet) poisons the crearure anew,
Uforeing a new tound of saving throws. Your poison blood
Becomes inert 1 minute after leaving your bady.
Water Dancing: Avwill, you can move on liquid as if it were
firm ground. This ability functions like the water walk spell,
except thar it affects only you

calar has power over storms and seas. He gives those wha
d him the power to drown souls in sadness and sink ships
nan ocean of tears.
Legend: Accounts of Focalor's origins vary widely, Some
e was once  demon, and othets say hewasan angel—

likely a planetar.
The constantly
crying spirit has
never utiered a
coherent word, so
binder scholars
must look else-
where 10 salve
the mystery of
how he came 10
be & vestige. All
agree,
er, that Focalor T ki

Was ah immor- : '_3e Level: j'd |

tal erearure that - C {!
died of grief, and 5 i

hib immense an |
guish kept him

from being ab-

sorbed into his home plane. The cause of his sadness. hawever,
is as unclear as his origin,

Special Requirement: Focalor's seal must be drawn with
a liquid medium.

Manifestation: Focalor manifests slowly, appearing firse
asdsingle tear thardrops from thinair to strike rhe ground.
Next his weeping eyes appear, and gradually his whole body
becomes yvisible. Focalor looks like a handsome human male
whose face is rwisted by grief. He wears no clothes, but he
cloaks his body in the griffon wings that grow from his back
and shudder with each of his wracking sobs.

Sign: While you serve as host to Focalor, your eyes con-
stantly weep, regardless of your mood or thoughts.,

Influence: While influenced by Focalor you feel some of
hisinestimable grief and act morose, rarely smiling or find-
ing cause o laugh. Whenever you kill a creature, Focalor
demands that as soon as you have a peaceful moment, you
take a round o say a few words of sorrow and regret for the
life cut short by your actions.

Granted Abilities: Focalar gives you the ability to breathe:
water; strike foes down with lightning, blind enemies with a
puffof your breath, and cause creatures to be srricken with
grief in your presence.

Aera of Sadness: You emiran aura of depression and anguish
that overtakes even the strongest-willed creatures, Every
adjacent creature is overcome with grief, which manifests as
a—2 penalty on artack rolls, saving throws, and skill checks,
fores long as it remains adjacent ta you. You can suppress or
activate this ability s a standard action. Aurn of sadness isa
mind-affecting ability:

Focalor's Breath: As a standard action, you can exhale roward
a single living rarget within 30 feet. That target is blinded
for 1 round unless irsucceeds ona Fortitude save. Once you
haye used this ability, you cannot do so again for 5 rounds,

Lightuing Strike: Onge per tound as a standard action, you
can call down a bolt of lightning that strikes any target you
ﬂzslgnate as long as it is wnhm 10 fee; pereffecdve b:.n ;

howev-




or every thres effective binder levels You possass
nl;m 5th A successtul Reflex save halves this damage. This
“ibility Functions eutdoors, indoors, underground, and even
underwater.
Waler Breathing: You can breathe both water and air
easily:

GERYON, THE DEPOSED LORD

Once ¢ devil of greal power, Geryon now exists only as a

vestige. He gives bindets powers associated with his eves,

as well as the ability to Iy at a moment’s notice.
Legend: Most scholars of the davk arts know of Geryon.

As one of the legendary Lords of the Nine, he ruled Stygia,

the frozen fifth layerof Hell. During a great upheaval known

as the Reckoning, Geryon secretly supported the greatest of
the archdevils,
Asmodeus,
against his ri-
vals. When the
armies of the op-
posing lords mer
ta decide who
wanld rake As-
modes's power,
Geryon blew his
horn. At his sig-
nal, the armies
turned against
their leaders, the
usurpers were
thrown dewn,
and Asmodeus
reestablished his
right to rule all
Baator. Know-
ing he had rtaught the usurpers a lesson they would not
soon forger, Asmodeus returned them to power. Rather than
tesvard Geryon, however, he inexplicably gave his lone sup-
potter’s power and position to another,

Geryon's fate after losing his position is unclear, but some
binder scholars maintain thar Asmodeus held one more
betrayal in store for him. The story goes that Geryon, bewil-
dered and stunned, lost all hope for the future. He began
to question the purpese of his actions and, in @ moment of
weakness, even the point of his own existence. It was then
that Asmodeus struck. The ruler of the Nine Hells had al
ways hungered for the souls of those who had lost their faith,
and Geryon's powerful soul made a fine meal.

Special Requirement: Geryon answers the calls of anly
those summoners who show an understanding of the rela-
tionship between souls and the planes, Thus, you must have
atleast 5 ranks in either Knowledge (religion) or Knowledge
(the planes) to summon him.

CERYON

Asmhgsconglumaﬁon of forms; his body resen
threeogre mages standing with their backs to each othera
melded into one being. He has three legs, each with two
and three arms, each with two hands, Three brutish faces
out from equidistant points on a single head, whichsits
a neck jutting upward from three shouldérs, One face
Furtowed brow and looksangry, another appears agitated, with'
wildly rolling eyes, and the third seems thoughtful, oftens
ing into the distance as though thinking of somerhmgése?

Ceryon speaks from only one of his three faces at any given
time, and each of the three has a different personality and S
voice—a deep voice for the angry face, 0 babbling, i)ysler.:t.a]
voice for the agitated ong, and a quiet voice for the thoughe®
fulone All three, hawever, are Geryon. Whenever his moad
changes, Geryon turns his body so thar he can speak to his
summonerwith the face that best represents his feelings at
the time,

Sign: Two extra pairs of devilish eyes with green lidsand
yellow, cailike ivises open on your head. Located at the level
of your own eyes and equidistant from them, these blaodshot
orbs grant you the ability to see all around yourself. &uu.tnwn
eyes take on the same appearance as the new ones.

Influence: While influenced by Geryon, you becu:m-
overly trusting of and loyal to those you see as allies; even &
in the face of outright treachery: Because he values trust, if
you make a Sense Motive check or use any ability to read
thoughts or detect lies, you rebel against Geryon's influence
and incur the normal penalties

Granted Abilities: Geryon gives you his eyes and his
baleful gaze, as well as the ability w fly,

Acidic Gaze: The gaze of your devilish eyes can canse faés
to erupt with acid. When yow use this ability, each opponent ™
within 30 feet of you must succeed on a Will save or take 2487
points of acid damage, Opponents can avert or close thelg
eyes 1o protect themselves, as normal for a gaze arracke Your
can still take a standard action to focus your gaze on 4 targer
creature, as normal for a gaze artack, You can choose not i
affectspecific creatures within range of the gaze attack; such s
asyourallies, if desired. You cannot use this ability ifyou dés
not show Geryon's sign.

All-Around Vision: Your exrra eyesallow you to lookinag
divection, granting you & 4 bonus on Spot and Search cheeks
Opponents gain no benefits when flanking you. When e
fronted by a creature wirh a gaze antack, however, yoti canna
avertyoureyes, thaugh you can still clase them, You cannol
use this abiliry if you do not show Geryon's sign.

See in Darkness: You can see perfectly in darkness of ang’
kind, even thar creared by a deeper darkness spell. You cannet)
use this ability if you do not show Geryon's sign.

Swift Flight: You can fly for 1 round at a speed of 60 fiet!
with perfect maneuverability. Acrivaring this abilivy is a swift
action. Once you have used swift flight, you éannoet da sa
again for 5 rounds,




‘Haagenti tricked the god of frost giants and paid a terrible
price for that deed. she givds her summoners for batele and
gives them the power to confuse foes.

Legend: The tale of how minotaurs originated changes
degording to the culture and race of the teller, but frost
glants blame Haagenti. Thrym,
their primary deity, had tried o
Torce a goddess of rhe humans
to marry him-and failed when
her brother disguised himself
as Thrym's bride and disrupted
the cersmony. The angry and
humiliated god consoled him-
self witch dalliances among his
giantworshipers. Haagenti,  hill
gant sorceress, learned of his liai-
sons and used a spell to rransform
herself into a beautiful {rost giant
sa that she might bear Thryms
powerful halfgod children. Her
ploy succeeded, and a year later
‘she gave birth ro twin sons.

Once the children of hisdal-
liances had grown old enongh,

‘Thrym serour to visit and rest

themall. He fought each child

i0see whowas the strongest and
“bravest, intending to invite the

‘most fit to join him in Jorun-

heim, When he soughe out
‘Haagenti, he found her herding

cuttle in the warm lowlands and
Became enraged when he sow her

trtie form. But when he raised hisaxe to fell
“her, two horribly ugly giants leapt to her
efense. Thrym realized to his disgust
“that they were his sons.

Thrym would have destroyed them

at that moment, but he suddenly real-
“ized thay Haegenti had taught him a
waluable lesson. His failed attempt at
‘mirriage had been fouled by a beauti-
‘ful form created through rrickery, and
now he had fallen victim to the same
ruse again. Rather than kill Haagenti
el her children, Thrym cursed them
At resemble the cattle with which they
{ I\.lml.luwnd, tirrning them into mino-
tatrs. Then he left, vowing 10 reach
liis Frost giant worshipers 1o distrust
beaury:

How Haagenti became a vestige is

» unelear; but binder lore holds thar her
It at ruining beauty for the frost

bear o exist in any place that held beauty of any kind. Since
everyplace in the planes seems beautiful to some being, she
could find no eternal home anywhere. Haagenti refuses to
speak on the subject and becomes angry when questioned
about her past
Special Requirement: To summon Haagenti, you must
e either Large or able to speak Giant.
Manifestation: When Haagenti
15 .\'ummﬂnﬂll‘ ahuge !L'IEIE lhrusts
up from the ground within the ¢on-
fines of her seal. Haagenti's blurry
white form can be seen moving
within the ice for a moment, then
she spreads her arms and sharters
her icy prison. Although she
appears with her back to her sum-
moner, her form is clearly thar of
a winged minoraur. Haagenti
waves her ice shield and bar-
tleaxe to disperse the cold mist
atound her, then turns o face
l}er sSimmoner, EL'\'eilllng her
bull-like face and icicle beard.
Her frostrimed fur is pure
white.and her horns appearto
be made of ice. Her powerfully
muscled form doesn't appear
female, but her smooth voice
sounds quite feminine,
Sign: You possess the same
features as you ahays did, but
they somehow make youmore
ugly than before. Others easily
recognize you, butsmall differ-
ences make you less appealing
1o look upen. In addition, your
bulk expands until you weigh halfagain
as much as you did before,
Influence: You feel ashamed and
accasionally bashful in the presence of
beautiful creatures. in addition, Haa-
genri requires thar you give deference
[0 any creature you perceive as more
attractive or charismatic than yourself.
This deference might take the form
af & bow, a salute, opening a door for
the creature in question, not spcakmg
unril spoken to, or any other gesture
that acknowledges the creature as
superior to you. In any case; you must
constantly treat any such creature with
tespect orsuffer the penaliy for defying
Haagenti's influence.
Granted Abilities: Huagenti grants
you some of Thrym's skill with arms
and armor; plus ber own aversion to.

FRYNTR o A




 Confusing Tourh: You can confuse by touch. The targer of

* your touch attack must succeed on a Will save or become
confused for 1 round per three effective binder levels you
‘possess. When you atrain an effective hinder level of 19th,
thisability funetions asa maze spell. Once you have used rhis
ability, you cannot do'so agiin for § rotinds.

Immyity fo Transformation: No mortal magic can perma-
nently affect your form while you are bound to Haagenti
Effects such as polymorph or perrification might force you
into a new shape, bur ar the start of your next turn, you can
immediately resume vour normal form asa free action. You
remain affected by such effects only when you choose to
doso.

Shield Proficiency: You are profi-
cient with shields, including ower
shields.

Weapon Proficiency: You are profi-
cient with the battleaxe, prearaxe,
handaxe, and throwing axe.

HALPHAX,

THE ANGEL IN THE

ANGLE
Gnomes rarely earn 4 reputation for
their military might, bur Halphax is
one of the few exceptions to that rule
He grants his summoners the ability
to raise a fortress and imprison foes, as
well as the hardness of stone.

Legend: An engineer of inesti-
mable excellence, Halphax made great
advances in architecture of all kinds.
His influence can be seen in the solid
architecrure of the dwarves; the beaury of elven buildings, the
comfort of grome dwellings, and the practicality of halfling
homes. His greatestpassion, however, was the architecrure of
military fortifications and the art of defense, Halphax's walls
still encircle towns, and mostof the castles he designed are
still standing today, even though more than a thousand years
have passed since he lasi sketched a floor plan. Unforrunately
for him, the great architect’s professionalism became his
downfall
In Halphax's time, gnomes were as populous as humans.

They lived ingrand cities that rivaled these of the elves, and
they welcomed all civilized races into these metropolisesto
live and rrade. The hobgoblins were the first of the goblincids
1o rise out of tribalism and find welcome in the gnome city-
states. They quickly took to gnome society, learning as much
as they could and using their strong backs and hale bodies 1o
earn places for themselves in the military and manual labor
trades Then, in an'act known ro gnomes as the Great Berayal,
the hobgoblins turned against their benefactors in a series of
well-coordinated attacks. The victorious goblingids turned

that they overloaked no means ufescnpe, they capture

enslaved the gnomes who had designed them, Through'
(Uﬂ\blnﬁ!lon l'.\l rhre:l(s and l'EWPrdS Ihey tDTCEd Ihe gﬂﬂ Imes
to'make these prisons even more effective.

Many gnome ﬂrcbj[f.'fl's i:hD.‘;E mw dl(‘ rn[.hr_'r thi.n
the hobgoblins, and orhers secretly used their positii
help their kinfolk escape the ciry. Bur when the hobgo
threatened the life of Halphax's wile, the grear archite
put all his effort into creating the most impregnable prisa
possible. Legend holds that no gnome ever escaped Halpha:
city; and it was the last goblinoid holding to fall in the wag
thar followed the Grear Betrayal,

When at last the goblinoids were defeated, the prison eiry
thar Halphax had builtwas found empty
of all gnomes but him, The hobgobling
had killed them all except Halphax and
his wife, She could not bear ta be the
cause of so much tragedy, however, and
toak her own life.

When the gnomes attempted to
apprehend Halphax and hold him
responsible for his deeds, the architect
vanished into his ciry. The allied armies
tore the city down to its foundarionsin
their attemprs o find him, but he was
never séen again,

Special Requirement: Halphax's
sign must be drawn inside a building)
in a corner of the structiire.

Manifestation: When Halphax
manifests, the corner in which he was
summoned appears to warp, growing
deeper and extending to what appen
to be an infinite distance beyond the

limits of the structure. In that distance; # Agure appears,
and suddenly the distance closes, bringing Halphax inQﬂ A
his seal. Halphax always takes the form ofa gnome wea
leather breeches and a vest, both of which are covered |
pockets and loops for holding tools and items. The tools

an engineer hang from his belt, and he usually sppears in @S
posture of boredom, hands in his pockers. Halphax's most:
striking fearuire s that he seems to have no flesh and bonq {
beneath his clothes—only broken bits of stone and masonzy,
The shattered features of bas-reliefs and gargoyles make up:
his face.

Sign: Your body takes on the appesrance of cracked
stone.

Influence: In his time as a vestige, Halphax seems (o have
lost all memory of his life as well as any feeling of guilt.ap
shame for his actions, Thus, when you are under his inflts
ence, vou lose any normal sense of shame or embarrassment.




Granted Powers: Halphax grants you gredt knowledge of
mechanical arts as well as the power to imprison foes, build
towers, and gird your body with the hardness of stone.

Damage Reduction: You gain damage reduction 10/acdaman-
tine. You cannot use this ability if you do not show Halphax's
sign.

Halphax's Knowledge: Youcan use the Profession (siege engi-
neer) and Knowledge (architecture and engineering) skills
untrained. Fn addition, you gaina +16 competence bonuson
Profession (siege engineer) and Knowledge (architecture and
engineering) checks.

Imprison: You can imprison 1 foe deep in the earth with
‘anly a touch. As 4 standard action, you can make a melee
touch arrack to imprison your targer. If you hir, the targer
must make a Fortirude saving throw or be imprisoned. This
ability functions like the imprisonment spell, except that the
imprisonmenr lasts for o number of rounds equal o your
effecrive binder level. 1f you miss with the rouch artack, you
can use this ability on the following round, but if a targer
malkes ifs save, you must wait 1d4 rounds before using it
again, You cannorimprison acreature while you already have
another imprisoned from the use of this abilit

Iyon Wall: As a standard action, you can cause a flat, vertical
jron wall to spring into being. It functions as a wall of 1von
spell, exceprthat ir disappearsafter t minute. Once yon have
tised this ability; you cannor do so again for § rounds.

Secure Shelter: Ar will as o standard action, vou can bring a
sturdy srone building into being 4t any point on the ground
within 60 feet of you, as long as the space can accommotdare its
dimensions. This abilicy summons a tower like thar produced
by the Leoyund s secuye shelter spell. You cannor summon this
tower if you already have one standing. You can dismiss the
sfpuctiire a5 a standard action. but you cannor summen it
again for 5 rounds after dismissing it,

AURES, THE DREAMING DUKE
Haures grants his summoners the power to create illusions,
iprotect their thoughrs, and move through objects like a
ghost.

Legend: Human history associates the name Haures with

a powerful lord who terrorized his people. From the time
he took the throne until his deach, he kept his subjects ar
worle building his castle, adding constantly 10 its grandeur
and might. Workers at the castle would return wirh strange
tales of building a room and then rebuilding it the nextday
because no sign remained of their previous day's work. Then
those who rold such stories began to vanish in the ¢

tever to be heard from again. Although the castle grew with
the additions made to it for the first few years, the constanr
construction seemed to have no effect on its size in later
years.

B W/hen at last Flaures died, his subjects rejoiced and attacked
sthecastle, hoping to lootand set fire to the palatial serucrure.
The mobof peasants found the castle empty, devoid even of
ts furnishings. Confused and frightened, they left, and the

eastleand the surrounding lands soon gained a reputation
for being haunted.

Binderscholars believe they know the answer to the mys-
tery of Haures's disappearance and the strange construction
of the castle. According ro their legends, Haures was nota
human at all, bur a powerful rakshasa sorcerer in disguise
Much of the construction he demanded wok place on the
Ethereal Plane because Haures planned to continue his
existence there as o ghost. He wanted his afterlife 1o be as
much like his mortal life as possible, so he had his subjects
build 4 nearly exact duplicate of his castle on the Ethereal
Plane and cloaked their work sites in illusions to hide the
truth: In the last months of his life, Haures brought many
living and undead servanis to his foggy realm, as well as all
the comforts to which he had become accustamed.

Forsome rime after his demise, Haures spent time on both
the Material and Ethereal Planes. Asa ghost, he would cloak
the decaying castle on the Material Plane in brightillusions
sothat he could throw lavish parties for the travelers attracted
1o its warm glow. Then he would end the parry suddenly,
leaving his guests alone in the chilly ruins of his castle and
delighting in their rerror. As the years passed, fewer folk dared
enter his home, and Haures began 1o chrow illusory parties for
himself to alleviate his boredom. As his sanity deteriorated,
he became unable to distinguish berween the Marerial and
the Ethereal Planes, and even between his illusions and his
own imagined experiences. At some point, Haures lost all
sense of the difference berween reality and dreams, illusion
and imagination, and even life and undeath, This complere
dissolution of these barriers propelled him into existence as
a vestige:

Manifestation: Haures initially manifests as 2 ghostly ti-
gerstalkingout of thinaic, but his appearance rapidly changes
to that of a handsome and well-dressed middle-aged man
who appears alive and healthy. A moment later, that form de-
cays before his summoner's eyes, rotring into a zombielike
state, then fading tnio ghostly incorporeality and chang-
ing again, this rime into a skeletal riger wearing a shining

crown and pur-
ple robe. This
tiger form soon
IDS(‘S s crown
and robe bur
geins ghostly
flesh, becoming
a ghostly riger
1o begin the cy-
cle of change
d” aver again.
Haures seems
cognizant of
his summoner
only while he




Is.

Sign: While you are bound to Haures, your palms are
where the hacks of your hands should be, just as they are ona
rakshasa. [Fyouflip over your hands so that the backs are up,
your thumbs end up on the wrong sides of your hands. This
rearrangement has no effect on your Dexterity, spellcasting,
ability towield objects, or use of skills.

Influence; When influenced by Hatires, you become
an eccentric; often speaking to yourself and ro imaginary
friends. In additicn, Haures requires thar if you encounter
and disbelieve an illusion not of yourown making, you muast
not voluntarily enter its area,

Granted Abilities: Haures shields your mind with his
madness, allows yotr 1o move like a ghost, gives you the power
to fool the senses; and grants you the ability to kill others
with their deepest fears.

Ingceessible Mind: You are prorected from any efforr 1o
dEtEfl. Luﬂuml:e‘ orread youremotions ar l‘l’!D\.lghli. and you
have immunity to anymind-affecting spells and abilities as
1f you weze protected by a mind blank spell. You can suppress
or activate this ability as a standard acrion

Incorporeal Movement: When moving, you become nearly
incorporeal and canignore the effects of difficult terrain. You
can even move through an enemy's space, but nor through
walls orothersolid barriers. Furthermore; any attacks of op-
portunity dirécted at you while you move have a 50% miss
chance. You can suppress or activate this ability as a stan-
dard action.

Major Image: You can create an illusion ar will, as though
you had cast major image (caster level equals your effective
binder level). A creature can attempr a Will save to realize the
illusion is false, You can never create more than one major
image 4va rime, and you can dismiss or renew the effectasa
standard action. Onge you have used this ability, you cannor
doso agein for 5 rotinds.

Phantasmal Killer: This ability funcrions lile the phantasmal
killer spell except for the range and save DCs (the abiliry still
requives a Will save, and possibly a Fortitude save) to resist.
You can target any single creature within 10 feer per binder
level you possess. Once you have used thisahility, you cannot
doiso again for 5 rounds.

IPOS, PRINCE OF FOOLS

Binders call Ipos the Prince of Fools because of the crown he
wears and the sad legend of his transformation into 2 vestige
Fle grants hissummonerscold iron claws with which to rend
foes, the power to see creatures and objects as they are, and

a fraction of his charisma.

Legend: Asamortal scholar of deities and the planes, Ipos
discovered vestiges and the process of binding long before
their rediscovery in the eurrerit age. Although binder lore
gives conflicting accounts of Ipos's race and nation of origin,
the legends agree thar he was a mighty spellcasrer with the
power to travel the planesin his pursuit of knowledge.

! siuby ;
P passion for discovering the nature uf t.he plan
magic,and the gods. Through his study of these ropics,
sought to discover the planar order—the ser of fundamen
laws within which the multiverse operared,

Ipos did a magnificent job with his research, and his
coveries have bieen passed down through the generations:
he left such an incomplete vision of reality that later schol
and explorers had 1o expand upon his body of wark, I
midst of his investigations, Ipos stumbled across vestiges
and drowned in the depth of this knowledge. He could'not
conceive of beings that did not exist in some place, or that
could not be reached via the planes or by deities. He became®
obsessed with finding the plane upon which the vestiges
resided. He dropped the study of all other topics and threw
himself into the task of finding a way to the realm of the
vestiges. No one knows what happened after he made this
mission his locus, bur the fact thar he now exisrs as'a ves
tige lends credence to the idea thar he discovered whar he
sought.

Special Requirement; Ipos refuses to answer the.call of
any summoner who, in his judgment, has not taken a setipus
enough interest in occult studies. Anyone wishing ro hind
Tpos must have at least 5 ranks in Knowledge (arcana)and =
5 ranks in either Knowledge (religion) or Knowledge (the y
planes). :

Manifestation: Ipos steps forward onto his seal as though
reappearing from invisibility, Some pact magic texts say that
he has the head of a vulture ora goose, but those writers must
have been unfamiliar with the bald ibis. 1pos clearly has thar
bird's long, downward-curving beak and mottled, featherless
head. Arop his warty scalp, lie wears a crown of black iron, and.
amany-layered gray cloak hides most of his form. Ipos’s overly™
long arms end in gray-furred and clawed members that are
more like the paws of alion than the hands of a man. In one
paw, he holds a gnarled iron cane thar he uses more oftenita’
strike the ground in emphasis than as an aid in walking He

keeps his other
paw hidden in
one of the long
sleeves of his
robes; but from
fime [0 rime, An
observer can see
himextendingits
long, black claws:
Despite his ruse
ing crown and
tattered cloak
lpos presents am
imposing figure;
and his hissing
voice and bale-
ful glare add
considerably to
his menace.




Sign: You grow long, black, clawlike natls.

Influence: You think highly of your intellect and show:
contempr toward those who question your assumptions or
conclusions. Ifyou encounteracreatute that shows interest
in @ topic about-which vou have knowledge, Tpos requires
that you truthfully edify that individual.

Granted Powers: Ipos grants you his discerning sight
and commanding presence, as well as claws of eold iron with
which ro rend the veil of ignorance,

Cold Iron Claws: Your fingernails harden into cald iron,
granting you one claw artack per hand. You can strike with
each hand aryour full atrack bonus and add your full Serength
Banus to the damage you deal. The base damage for each claw
attacl is as given on the following table.

Size Base Damage
Diminutive
Fine 1d2
Tiny 1d3:
Srna\l 1d4
Medilim 1ds

1d8
: 2d6.
Gargantuan 2d8
Colossal Adé

IEyoualready had clawattacks with your hands, use the claw
damage on the table only ifit's better than your normal base
damage. Your claw atracks ave considered cold iron weapons
{forthe purpose of overcoming damage reduction. You cannot
use this ability if youdo not show Ipos's sign.

Flash of Insight: Asa swift action, you gain a true seeing effect
(its the spell) for a duration of 1 round, Once you have used
this ability, you cannat de so again for 5 rounds.

Tpos's Influence: Your atfiliation with Ipos allows you to draw
mare power from che vestiges to which you are bound. The
saying throw DC (if any) of each special ability granted by
yourvestiges increases by 1. Treat your effective binder level
15 one higher than normal for the purpose of determining
he effects of vestige special abilities.

Planar Atleriialion: You gain protection from the narural
effects of a specific plane. These effects include extremes
dn temperature, lack of aiy, poisonous fumes, emanations of
pesitive or negative energy, or other attributes of the plane
itself You can change the plane to which you are attuned as
astandard action

Rend: When you hit one foe with all your claw artacks,
you automatically deal double the damage of n normal claw
attack (including your Strength modifier) in addition to your
sormal damage.

RSUS, HUBRIS IN THE BLOOD
- Karsus lived and died by magic, so he grants binders power
" over thar force.
Legend: Binders know Karsus asa potent martal spelleaster
. whoattempred ro steal the powers of a deity that had jurisdic-
wver magio. He succeeded, but realized. oo L'lre that I.'us

and’ his soul
remained tied
1o the Material
Plane for ages,
never becom-
ing a petitioner,
Some claim that
part of it some-
haw still lingers
there, With no
planar home and
no deity who
would  claim

him, Karsus

became a ves-

rige

Special

Requirement:

Karsus refuses

toanswer the call of a binder who attempts to summon him
within the area of an active spell. Inaddirion, he appears only
o summoner who has at least § ranks in either Knowledge
(arcana) or Spellcraft. He also hates Amon for some unknown
reasonand will not answer your call if you are already bound
ta thatr vestige.

Manifestation: Karsus appears silently and suddenly in
the form of a grear red boulder, Blood burbles up from the
top of the stone and flows in a rivulet down the side facing
his summoner, then pools at the base. When Karsus speaks,
the blood fountains upward, its height varying based on the
volume of hisvoice.

Sign: You bleed more than normal from wounds. Even a
small serarch releases a sanguine flood. This effect does not
deal extra damage.

Influence: You take on some of the arrogance for which
Karsus was famous in his mortal life. He requires that you
make Bluff or Intimidate checks rather than Diplomacy
checks to influence others:

Granted Abilities: In life, Karsus was obsessed with
magic, and his absession conrinues unabated in his current
stare. He grants you the ability 1o see magic, destroy it with
atouch, and use any magicitem with ease. He even provides
increased spellcasting power,

Heavy Magic: The save DC for each effect of every magic
item you use increases by 2

Karsus's Senses: You can sense magic auras as easily as others
can detect odors, and cancentrating on them reveals them
to your sight. When you concentrate (s standard action),
you autamatically derect the number of different magical
auras within 30 feet; and the power of the most potent
aura within 30 feer; as though you had cas detect magic on
theares and concentrated for 2 rounds. You do not need to
concentrate (0 maintain this effect, bur concentrating for
L additional round reveals the location and srrength of the
aueras inthe avea. A third round of concentration allows you
to determine the school of a particular aura suromarically,




You cannot use thisability it you are blinded, butotherwise
it functions as detect tagic for the purposes of cancealment
and the marerials pierced. If you encotnrer an aura of over-
whelming strength, however, you are dazzled so long as ir
remains within range of Karsus's senses,

Karsus's Touch: You can produce a dispel magus effect with
a touch, To do s, you musi make a successful melee touch
artack against acreature oran objectas a standard action that
does not provoke artacks of oppertunity, You can then make
adispel check(1d20 4 your effective binder level, maximum
+420) against each ongoing spell cutrently in effect on the
objecr or creature, The DC for this check is 11 + the spell's
castet level. 1f you succeed on a particular check, that spell
is dispelled; il you fail, it remainsin effect.

1f you rarget an object or creature that is the effect of an
ongoing spell (such as a summoned monster or a conjured
object), you must touch the rarper and make a dispel check
to end the spell thar brought ir into being. Targeting a spell
effect tharis notan ﬂ]:ject or creature {such as the flames of
a wiall of fire) has no effect.

If the rouched object is a magic item, you must make a
dispel check (the DC is the item’s caster level). 1 you suc-
ceed, all the item's magical properties are suppressed for
1d4 rounds, after which the item recovers on its own, An
interdimensional interface (such as a bag of holding) is rem-
porarily closed by this effect. A suppressed item becomes
nonmagical for the duration, but its physical properties are
unchanged. so a suppressed magic sword is still a master-
work sword.

You can use Karsus's touch a number of times per day equal
toyour effective binder level. Once you have used this abiliry,
you cannot do soagain for 5 rounds.

Karstrs's Will: You can use spell rrigget items, such 4s wands
and staves, as if you were a wizard of your effective binder
level.

LERJ’&E »

THE GREEN HERALD
Onee a favored servant of the primary
deity of the elves, Leraje allowed her
pride to become her downfall. Leraje
gives her summoners the ability to
bring a bow to hand at will, to five it
with accuracy, and to damage a foe's
sense of self with it. In addition, she
gives her hosts keen vision in darkness
and skill at hiding.

Legend: Tales of Leraje’s prowess
with a bow exist to this day; although
her feats are now ascribed o deities
and other great heroes, and most elves
thinlk her legend is heresy, Pact magic
treatises mainrain that Corellon Lar-

hian ealled upon Leraje to be his first

[LERAJE

use ows, though none could ever come close o marchin|
her prowess. Legend holds that she killed Thessala, goddess
hvdras, by shooting a single arrow through all one dmusand
of her heads, thereby causing her children. the hydras, o he
dull'and erude throughout eternity.

One day, Leraje helped Corellon save Lolch, who had:
yet fallen from prace. from an ambush set by Gruumsh: Lolth
praised Leraje for her skills, claiming that not even Corellon
could five an arrow as fastor asaccurately as his herald. Le
gje beamed under the compliment, and a bemused Corellon -
challenged her to an archery duel 1o sertle the marrer. When
Leraje agteed, Corellon declared their target: her hearn.

Corellon expected his servant to realize the error of her
prideand yield the contest, but Leraje instead brought UPBEF
bow, aimed an arrow at Corellon, and pulled back the string:
Surprised, he raised his own bow and fired at her. Leraje re-
leased her bowstring ar that same moment, aiming not at
the god bur at the arrow that sped toward her heart. Lerajels
arrow mer thar of her deity in midair and ricochered back,
piercing her heart before Corellon's arrowhead even touched
her chest. As punishment for wasting her life for the sake
of her stubborn pride; Corellon Larechian cast Leraje's soul
from heaven and earth.

Special Requirement: Tosummon Leraje, you must brealk
an arrow crafted by an elf while calling our Leraje’s name
and title, In addition, Leraje hates Amon for some unknown
reason and will not answer your call if you are alveady hound
to him. 1

Manifestation: Leraje appears before her summoner as
though she had always been there, but camouflaged so well
that she could not be seen, First her dull eves open, then her
vellowed teech come into view out of seeming nothingness,
revealed in a sly smile. As Leraje moves, her body takes shape
against the background, and her clothes and skin change
color ro reveal her as an elf archer dressed in beautifully
decorared green learher armor. Although she was clearly

heauriful ar some point, the ravagesof
some toxin or disease have made her
hair limp, yellowed her eyes and reeth,
and made her skin pockmarked and
sallow.

Sign: You look sickly and diseased‘"
and your skin becomes sallow: and.
pockmarked.

Influence: While influenced by
Leraje, you become quiet and unas-
suming. Leraje still feels considerable
guilt about the acrions that led her to
become a vestige, so she requires that
you not attack any elf or creature of
elven blaad, including halfelves and
members of the various elf subraces,
such as drow.

Granted Abilities: You gain super
natural powers related to Lerajels sl




a5 well s the ability ra fire arrows that literally wound
your targer's pride:

Hide Bowus: You gain o ++ competence bonus on Hide
checks.

Low-Light Viston: You gain low-light vision, If you already
 have it narurally, you gain superior low-light vision and can
 see three times as far as your light source would normally

{luminate. Thus, a torch that illuminates a 20-foot radius
woould allow you to see clearly up to 60 feet and provide you
with shadowy illuminarion to a distanee of 120 feet.

Precise Shot: You gain the benefiv of the Precise Shot feat.

Ricochet: As a standard action, you can make asingle ranged
attack against two adjacent targets, Make a single attack roll
and apply tharresult to the Armor Class of both rargets. Any
hit you score deals damage to the target normally, Extra
damage from abilities such as sneak attack or sudden strike
apply 1 only one target, which vou must designate prior to
making the attack roll.

Weapon Proficiency: While bound to Leraje, you are pro-
ficient with the composite longbow, composite shortbow,
Ic}ngbm\v. and shortbow. If you were already pmﬁciem with
any af these weapons, vou instead gaina-+1 competence bonus
onattack rolls with them.

MALPHAS, THE TURNFEATHER

W}phat ﬂ]lo\'\’5 1115 SUMMONETs (0 See "l‘l[l'!olll belng seen,
1o pass through surroundings withour leaving any sign, to
vanish from sighr, and 1o peison their enemies.

Legend: Only elves who know rheir history well are
familiar with the story of Malphas; a lesser scion of an
ancient elven kingdom's ruling family. Malphas joined a
druidic order under pressure from his elders, who hoped
‘that enforced dedication tonaturewould teach him greater
tespeu tar their traditions and the elven way of life. Aftera
cunlennous start, the plan seemed to work, Malphas, always
| the black sheep of the family, soon became a model member
off the elven nobiliry. His trademark, a white dove's feather,

*could be found at sites where good deeds had been done,
though no one ever saw him perform them.

This impression was all part of Malphas's aet. While

studying the druidic raditions, he met another el fdruid—a
female whowon his heart with guile and promises of power.
Tugether they hatched a plan to make Malphas heir to the
thmne While his white feathers turned up wherever good
“events were occurring, black feathers began to appear on the
murdered corpses of royalty. Elf diviners soon discovered that
Malphas was at the roor of their troubles, and the traitorous

* elfwas forced 1o flee.

Malphas flew to his lover's hideaway among the trees,
Jintending towarn herand flee wirh her, Butwhen she heard

~ his story, she flew into a rage, mocking him for his stupid-
&5 veand his overtures of affecrion. To wound him even more

autharities found Malpl
magic or physical harm, but from the breaking of his
d the loss of his soul,

;, he lay on the ground, dead not

Manifesta- z
CULHRTELEEE (N1 AT PHAS
begins his men- ||} .
ifestation with
a furious flur-
tering of white
doves. The crea
tures explode
out of thin air,
then fly away
fram each other
and fade from
view, revealing a
b:u‘ldim'ne ma!c
élfclad inblack.

Malphas has pale

skin, black eyes.

and black feath-

ers for haic. His

smile reveals black reeth, and when he speaks, his black
tongue licks the air like a snake’s. Malphas wears a noble's
finery in funerary black, and a cloak made of raven heads
and feathers hangs from his shoulders. The heads start up
a 1aucous cry whenever he moves too much, so he remains
largely still; making only small gestures with his black-gloved
hands. Malphas's hoarse voice croaks and cracks when he
spealts, a quality that annoys him greatly.

Sign: Your teeth and tongue turn black.

Influence: While influenced by Malphas, you fall in
love too easily. A kind word or & friendly gesoure can cause
you to/devote yourself entirely ro another person. Should
that person reject your afféction, vour broken heart mends
the moment another atrractive person shows you some
kindness. In addition, if you have access to poison, Mal-
phas requires rhat you employ it against your foes at eyery
opportunity.

Granted Abilities: Malphas grants you the ability o spy
without detection, to disappear, to use poison safely, and ta
strike vicious blows againstvulnerable foes.

Bird's Eye Viewing: At will, you can summeon a dove or a
taven (o aid your powers of observarion. (Use the staristics
fora raven regardless of the creature's form.) The bird appears
perched on your shoulder. You have complete control over
1ts actions, and you can see what it sees and hear what it
hears. Use the bird's skill checks 10 determine the resulis
of its actions and observations (for example, Bluff, Search,
Spot, Listen), but use your skill bonuses ro derive informa-
tion from its observarions (for example, Knowledge, Sense
Motive, or Spellcraft o identify a spell). 1f you have the
trapfinding ability, you can use the bird 1o find trapsso long
as doing so dogsn't require it to manipulate an object. The
bird cannot talk. You can have anly one bird summoned at
a time, It remaing until you summeon another dove or raven,
mentally dismiss it {a standard action), or stop binding with
Malphas.

Inungibility:




iffect lusts d number of rounds equal to your effective
Binder level. You can invoke this abiliry
as-a standard action at sth level, a5 a
move action ar 10th level, and as a
swift action at 15th level. Once you
rerurn tovisibility,you cannoruse
this ability again for S rounds.
Poisori Usez You are not at o
of poisoning yourself when han-
dling poison or applying it to 4
Weapon.
Sudden Strike: With your
melee atack, you deal an extm
1d6 poinrs of damage plus 1de
points per four effective binder
levelsanytime your targer wauld be
denied its Dexierity bonus
ro Armor Class. This extea
damage applies toranged
attacks only if the oppo-
nent is within 30 feer.
The extra damage from
sudden strike stacks with
thar from speak attack
whenever hoth would
apply 1o the same target.
MARCHOSIAS,
KING OF
KILLERS
A legendary assassin in
life, Marchosias now
grants his summoters his
supernatural charm, plus the ability 1o kill or pacalyze wirh
one startling artack and to disappear in a pulf of smoke.
Legend: Matchosias seems to have appeared as a vestige
quite recently—in face, only a shorreime before Dahlver-Nar
did. In life, Marchosias wis 2 human
who brought death 1o others. His
fﬂ\'ﬂl'il{.‘ TﬂFgL'lS wereg ﬂ]hfr assassins
and murderers, bur this choice of foes
had nothing ra do with morals. Despi-
cably evil, Marchosias was obsessed
with improving hisskill asa killer, and
ending the lives of ather professional
slayers seemed the best challenge he
could undertake
When ar last Marchosias met his
death, his soul rraveled to the Nine
Hells. The devils gleefully accepred
his powerful spirit, bur others there
took note of his arrival and were
not pleased. The spirits of hundreds
of thugs, slaughterers, executioners,
‘and assassins banded topether and

Manifestition of Marchosias

ebelled ag‘ainstrlwu‘devi i
tors—intending nor ta escapé
take control, bur to attack Mavchosias)
Although the devils were loath to allow
such lawlessness, they let the
souls of the damned fight ir ot
thinking o step in and punishall
the spirits when the battle w5
over, Marchosias foughr wells
but he could not prevail againses
so tany foes at once, and he el
under the onslaught. When
the devils pulled
atrackers
left—Marchosias’y soul
had been torn to pieces.
Special Requirement: To
summon Marchosias, you
Must 4t some poincin your
life have committed an
evilact for which you have
not apologized, atwned, o
made reparations. Lying
or breaking a confidence
Li(\L'.:"IT count, bl" ﬂ'her
small acts of evil—such
as theft, infidelity, or vane
dalism—do fulfill the
requirement,
Manifestation: Mar-
chosias appears with &
bloodcurdling scream
in an explosion of fire
and black smoke. Though
much of the smoke curls away, some remains and slowly
coalesces to form a human figure. Marchosias appears asa
king with body and raiment composed of swirling smoke
and cinders. He wears a crown of fire, beneath which gleam
two glowing, hot coals where his eyes
should be. Marchosias wields a sceprer
of Hames, and a sword of hor ash 1§
belred to his hip. For a moment, he
seems exhausted by the rigors of his
arrival, standing with his shouldesd
slumped and his head bowed: After
a moment, he raises his gaze w hi§
summoner and stands steaight and tally
,|dUI‘llﬂg an Imr‘&‘rlﬂlls posture,

Sign: While you are bound to Mats
chosias, the pupils of your eyes glow
with a red-orange light. Anyone looks
ingat your face can make a DC 12 Spot
check each round o notice thiseffect:
This light is not strong enough o illus
minate the area, and it does not make
you any easier o see in the dark, butit
can be disturbing to look upan,




Influence: Marchosias's influence makes you debonair
and sly, as though you have some trick up your sleeve and the
knowledge ofit makes you confident. In addition, Marchosias
requites thar you use the death attack he grants you against
any foe youcatch unawares.

Granted Abilities: Marchosias gives you an assassin’s
slill at killing, plus the ability to assume gaseous form and
the power o charm foes.

Deatly Attack: 1f you study a target for 3 rounds and then
make a sneak attack with a melee weapon that successfully
deals damage, the attack either paralyzes or kills the targer
(your choice) in addition to dealing normal sneak artack
damage. While studying the victim, you can undertake
other actions so long as your attention stays focused om the
target and the target neither detects you nor recognizes you

| asanenemy.

If the victim of such an artack fails a Fortitude save against
the kill effect, she dies. If she fails against the paralysis effect,
she is vendered helpless and unable to act for 1d6 rounds + 1
round per effective binder level. 1f the vicrim's saving throw

succeeds, the attack is just a normal sneak attack. Onceyou
have completed the 3 rounds of study, you must make the
~ dearh artack within the next 3 rounds,

1f you attempt a death attack and fail (the vietim makes

het save), or if you do nat launch the artack within 3 rounds
of completing the study, 3 new rounds of study are required
before you can attemprt another death artack.
Fiery Retribution: You deal an extra 3dé points of fire
damage when you strike an opponent who can deal extra
damage through a sneak atrack, sudden strike, or skirmish
attack. This excra damage applies to ranged attacks only if
the opponent is within 30 feet.
Stoke Form: You can assume the formofa smoke cloud at
will. This ability functions like the gasvous form spell, except
tharyou can remain gaseous foras long as you wish, Altheugh
wau lose your supernatural abilities while gaseous, you do
not lose the ability to remain in gaseous form. Vestiges you
have bound remain so for the normal duration. Since you lose
- wour supernatural deach arrack abilicy, however, you cannot
* study an opponent for the purpose of making your death
- artack while in smoke form. You can suppress oractivate this

ability as a standard action, Once you have returned to your
“normal {orm from smoke form, vou cannot do so again for 5
~ tounds.

Silent and Sure: You gain a +16 competence bonus on Hide
and Move Silently checks.

BERIUS, THE GRINNING HOUND
Acunning and mysterious vestige, Naberius can make his
semmoners adept with all manner of arts and sciences, dis-
guiise them, and make them cogent speakers.

_ Legend: Though Naberius's origin remains mysterious,
‘binderscholars know that his name and form have changed
‘many times over the cenruries. Ancient pact magic texts refer
i _§pl tmatching Naberius's powers as Naberus, Kaberon,

rmd Serberius. One of these spmls appem‘ed asa

noble, bird-head-

ed man, another

as a dog with a

crane's head, an-

other as 2 wolf

with fifty heads

andatailof three

entwined snakes,

and the fourth as

@ hieap of bodies

surrounded by

a cloud of flies.

A few [fiend-

ish sages have

suggested that

Naberius might

be an aspecr of

[hf thfﬂe'!li'ﬂdl‘d.

doglike crearure

that guards the gates to the Underwarld on the thicd layer
of Hades, bur that creature is thought 1o be simpleminded
and has never been lnown to speak. Naberius never admits
1o having had older forms or names, and questions abour his
origin get only a sly smile in reply.

Special Requirement: Naberius values knowledge, indus-
try, and the willingness 1o deceive, He manifests only fora
stmmoner with at least 4 ranks in Blufforin any Knowledge
or Profession skill

Manifestation: Naberius's manifestation begins with a
grearsquawkingand furter of feathers. Moments later, a black
crane flies in an agitated fashion over the seal, then crashes
down atop it, appavently dead. Naberius then stalks forward
ourofinyisibility as a three-headed hound to feast upon the
crane. He speaks hoarsely from whichever dog head isn't
eqting at the moment, Despite his terrible appearance and
raucats vaice, Naberius somehow manages o seem amiahle
and eloguent

Sign: Your voice deepens and acquites a grayelly, growling
rone.

Influence: While you are influenced by Naberius, you
love the sound of yourown vaice and are constantly pleased
by your cleverness, Whenever you are presented with a
pulpir, a stage, a talking stick; or any other-place or object
designed to give a speaker the loor, Naberius requires that
you immediately seize the opportunity to speak. Any topic
will do, but since Naberius resents others taking control of
the discourse, he requires thar you either shour them down
or mock them. Your speech must last 2. number of rounds
equal to your effective binder level to sarisfy Naberius.

Granted Abilities: Naberius gratits you the power to wear
any face, swiftly regain lostability points, use skills of which
you have no knowledge, and talk your way through danger.

Disgise Self: You canalterthe appeatance of your formasa
standard sction. This effect works like the disgutse self spell.

Faster Ability Healfing: You heal 1 point in éach damagped

very tound, and 1 ]mmtm all drained abiliry




; - of o
eriies Shills: At the time you make yout pact
hoose a number of skills equal w your Constitution
“bonus (if any). Your choices must be skills that can't be used
* tintrained and in which you have no ranks. For the duration
of the binding, you can make skill checks with yourchosen
skills even though you are untrained. LT your Constitution
modifier decreases after you make the pact, you lose the
ability to/malke untrained checks with an equal number of
the chosen skills, Lostskills are chosen randomly, and they
remain inaccessible to you until vou make another pact with
Maberius,

Persuasive Words: You can direct @ verbal command at a
single living rarger within 30 feer as if using the commond
spell. A successful Will save negates the effect. When your
effective binderlevel reaches 14th, vour words became even
more persuasive and this ability functions like the suggestion
spell. Once you have used thisability, vou cannotdo soagain
for:5 rounds.

Silver Tongue: You can take 10 on Diplomacy and Blutf
checles even ifdistracted or threatened. Inaddition, you can
make a rushed Diplomacy check as a standard action and rake
nopenalry. (Normally, arushed Diplomacy check requiresa
fullround action and imposes a—10 penalry on the check)

ORTHOS

SOVEREIGN OF THE HOWLING DARK
Ancient and unknowable, Orthos gives its summoners the
power to sense what they cannot see, 10 fool the sight of

orhers, and o turn their breath into wind thar can speak or
scour flesh from bones.

Legend: Orthos might well be the original vestige—the
first being 1o break the houndaries and see past the window
of reality ro the nothingness beyond. Pact magic texts always
mention this entity and persistent explorers can find irs seal
represented inart orarchitecture on most planes, as wellasin
the ruins of many ancient civilizations, Binder scholars have
athousand theories about Orthos's origins, but none is more
than mere supposition. Allagree that Ovthos is inestimably
old, and it has long since shed whatever form and persona it
might once have had, becoming an alien and distant being
In deference to its grear age and the hallmark of its appear-
ance, binder scholars have dubbed Orthas the Sovereign of
the Howling Dark.

Special Requirement: You must summen Orthos within
an area of bright illumination.

Manifestation: When Orthos begins to manifest, a breeze
seems to passover the summoner, but ic ruffles nothing ex-
ceptthe summoner's hairand clathes. The breeze intensifies,
becaming a ¢old wind, and a low whistle ¢manates from
the vicinity of Orthos's seal. Directly over ttappears a black
speck—a mote of shadow like a blind spor in the observer's
vision. The whistle becomes a moan that slawly rises in pitch
and valume, eventually transforming intoa howl as the dark
ness spirals outward, opening like the pupil of some grear

* par's eye with an explosive rush of wind. The howling grows
G0 loud that it pains the ear while the seemingly nonexis-

the summon
Then it stops.
the sudden
lenceyan

unheard,

black apert
and hovers

ily over the seal
Though not de-
tectable by any!
sense, Orthos
is eerily extant,
and its presence
can be feltiby
even the dumbs
estof beasts. The.
vestige says nothing; its summoner can only plead her ase
and hope that Orthos does not impose its influence,

Sign: You always seem to be buffeted by a breeze thar ne!
one else can feel, even when you're indoors, The eerie wind
makes no noise, bur it tousles your hair and belongings,
frequently changing direction.

Whileinfluenced by Orthos; youtare averse to:
darkened areas and loud naises. Although you can endure
such conditions, they give you a sense of panic and 'muke
yau short of breath. ©rthos requires that you always catryan
active light source with a brightness at least equal to thatof S
a candle, and that you not caver it or allow if to be darkened S
for more than 1 round. Additionally, Orthos requires that
you speak only in a whisper.

Granted Abilities: Orthos gives vou blindsense, diss
placement, and a breath weapon that you can use eitherdsa
wenpon of 10 deliver messages. ¢

Blindsight: You gain blindsight put to 30 feer.

Displageiment: At will, you can surround yourself witha
lightbending glamer that makes it difficult for arhers o sus
mise your true location. Any melee or ranged artack directed’
at you has a 50% miss chance unless the artacker can locate
you by some meansother than sight, A frue seeing effect allows
the user to determine your position, but see tnvisibility hasmgy
effect. You can suppress or activare this abiliry as a standusd}
aclion. ]

Whirlwind Breath: As a standard action, you can exhales
4 scouring blast of wind in a 60+foot cone. Your whirlwind
breath deals 1d6 peines of damage per hinder level you pogs
sess. Every credture in the area can attempt a Reflex save ta
halve the damage, and must also succeed on o Fortirude save
or be knocked prone and moved td4x10 feet awdy from you
{0t just outside the cone, whichever is a shorter disrante],
Onee you have used this ability, you cannot do so again for
5 rounds.

Whispering Wind: At will as a standard action, you cansend
amessage on the wind as though using the whispering
spell {caster level equals yaur effective binder fevel).
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THE KEY TO T‘HE GATE

The nlmn Otiax gives irs summoners the power to open what
is elosed, ro.walk among the clouds, and to strike foes with
fog that lands like a hammer

Legend: Otiax s 4 bit of a conundrum because it seems
to have originated outside the known cosmology of the
planes. A few sources of pact miagic lore refer to some plane
or place called the Far Realm, bur most offer no explanation
of Otigxs past. Some even posit that Otiax is somehow the
key 1o reaching the Far Realm, but that suppositionhas more

todo with Otiax’s appearance than with any real evidence of

its narure, Because Otiax never speaks, it can shed no light
on the issue. Binding with iris more a matterof instinct and
will than of deliberation.

Manifestarion: When Ortiax manifests, a locked golden
gate appears within its seal, Blue fog curls outin wispy
drils from berween the bars, obscuring what lies be
Alftera moment of silence, some unseen force crashes s
the barrier. Then the gate shakes and rattles loudly, as though
some credture is desperate to open it. Ragged breathing
becomes audible, and the fog switls around some indistinet
wet terrible form. At last the raging stops, and the azure vapor
passes through the gate. The sound of the rumblers rurning
in the lock becomes audible, then the gate creaks open

Sign: While bound ro Otiax, you are surrounded by thin
wisps of light blue fog even in the strongest wind.

Influence: Otiax’s motives remain g mystery, but itsinflu-
ence isclear. When confronted with unopened doors or gares
you become agitated and nervous. This emotional stace lasts
wuntil the door or gate is opened, or until you can no longer
see it Furthermore, Oriax cannot abide a lock remaining
secured. Thus, whenever you see a key, Otiax requires that
\you use it to open the corresponding lock.

Granted Abilities: Otiax opens doors for you, lets you
batrer opponents with wind, and cloaks you in a protective
dog that can actually lash out at foes.

AlrBlast: You can focus the air around you into a concen-

trated blast that batrers opponents, You can use your air blast
asa melee touch
attack againstan
adjatent oppo-
nenr or one lhﬂ[
is up 10 10 feet
away (as though
you were using
a reach weap-
on), This attack
deals 2dé points
of bludgeoning
damage, but vou
da not add your
Strength bonus
to the damuge
roll. If your buse
artack bonus s
h1gh ennugh,
~might be

entitled to additional air blast atracks each round when you
make a fullattack. You can also make atracks of opporrunity
with your gir blast. You cannor use this ability if you do not
shaw Otiax's sign.

Cortzbat Refleves: You gain the benefit of the Combar Reflexes
feat. You cannot use this ability if you do not show Otiax's
sign.

Cancealing Mist: You can whip the mist that constantly
surrounds you into a concenling screen that grants you con-
cealment (foes' melee and ranged artacks have a 20% miss
chance). You cannot use this concealment to hide. You can
suppress or activate this ability as a full-round action. A se-
vere wind (either natural or magical, such as a gust of wind
spell) suppresses your concealing mist. You cannot use this
zhiliry if you do not show Otiax’s sign

Open Portal: At willasaswift action, you can apen (bur not
close) a door, chest, box, window, bag, pouch, bottle, barrel.
orother container as though using the open/dose spell. This
ability has a range of 10 feet per effective hinder level you

s a full-round action, you can unlock a single
lock that you can rouch, provided thatits Open Lock DC is
less than or equal to twice your effective binder level. For
example, a 10th-level binder can use this ability to open any
lock with a DC of 20 or lower, and a 15th-level binder could
open dlock witha DC of 30 or lower, Thisability grants you
no protection from any traps that might be associared with
the lock. Once you have used this ability, you cannot do so
again for 5 rounds.

PATMON, THE DANCER
Paimonwhirls into reality with grace and style. He gives his
summaners the ability to see combat as 1 dance and makes
them masters of its steps and hidden meter.

Legend: Most binders know the Dancer's tragic story,
although none can be certain of its origin. An infamous
lothario, Paimon delighted in seducing noblewomen with
his dancing and besting their suitors with his swordplay.
He eventually crossed paths and swords with a particularly
jealous and cruel fellow, sometimes identified a5 a human
and other times as an elf. After Paimon had humiliared this
nobleman in front ef his peers on several occasions, the fellow
enlisted some other aggrieved switors w caprure Paimon and
cut off his sword hand.

Paimon was not so easily defeated. When he recovered,
he returned to court wearing a befeweled golden hand thar
he could replace with a rapier blade. Exhibiting tremendous
aplomb, Paimon again set his rivals on their heels, and he
even fought and defeared the man who had wronged him.
Paimon spared his adversary's life only because he was
interrupted by a request to dance by the object of both their
affections, In response o this further humiliation, Paimon's
foe again had him caprured, but this time the man's thirst
for revenge was insatiable. He and his cohorrs cut off all of
Faimon'’s limbs and replaced them with sword blades, jeer-
ing at him all the while and daring him to return o coust




At the next toyal ball, Paimon’s foe and his coconspira:
tors smirked ar every mention of their enemy's name and
winked at one another when others wondered aloud where
the charming rake mighr be. Then a dark figure appeared
among the dancers, Impossibly wll and shrouded head 1o
foot in dark. diaphanous cloth, the wraithlike figure began to
spin. Disturbed by its appearance, the other dancers moved
away. When one of them sported naked steel beneath the
whirling cloth, the nobles began 1o flee the hall.

Enraged that his party had been intérrupted, Paimon's
enemy went up to the figure and tore away the cloth. Fora
moment, the torrured figure of Paimon stood before them with

bloody blades
for legs and
arms. Someone
screamed  at
the sight, and
Paimon faded 1o
nathing. Think:
ing they had
seen the ghost
of Paimon, the
meén  jmmedi-
:llrJy went to
find their foe!
body and give it
a proper burial,
but it was gone
Instead, they

found » 1rail of

blood and the

marks of sword

thrusts in the
ground. Apparently Paimon was alive bur gone—banished
by the scream of a woman.

Manifestation: Paimon appears in a whirl, his form spin-
ning like a top on an arm that ends in a metal blade instead
ofa forearm and hand. He turns counterclockwise so rapidly
that his summoner can make little sense of what he sees,
Paiman quickly switches the arm on which he spins with a
hop,and then he swirches to aleg, whichalso ends in a blade
rather than an ankle and foot, With each switch, Paimon
slows; unril at last he stands on one leg before his summoner,
balancing within the seal on its daggerlike point. Paimon's
almost featureless pray body has a dancer's physique. His
face is stretched to dishgurement around the right side of
his head, and no ears are visible. Paimon speaks in a garbled
voice from his twisted mouth while hopping from appendage
toappendage, making small turns as though he is impatient
1o be whirling again.

Sign: One side of your mouth becomes wider than the
orher, as though itwere being stretched or pulled. Thar side
of your mouth has a rendency 1o remain slightly open, caus-
Jing you to drool.

bold. 1n sddition, Eliran mqmres that you dance (mo
ar half speed) whenever you hear music,

Granted Abilities: Paimon gives you the ability to danee
in‘and out of combar, and to make whitling artacks ugainsy
multiple foes. .

Dance of Beath: When you use this ability, you can move i
to your speed and make a single attack against any crea
you move past, provoking attacks of opportunity normally
When you use your dance of death, you forfeirany bonus g
extra attacks granted by orher feats or abilities (such as the
Cleave fear or the haste spell), and you cannorartack any singles
creature more thanonee. Once you have used this nb:lll',.ynu
cannot do so again for § rounds,

Pairion’s Blades: You gain proficiency with the rapier and S
shartsword,and the benefit of the Weapon Finesse feat when
vou wield such weapons.

Paimaon’s Dexerity: You gain a +4 bonus to Dexterity.

i's Skills: You can use the Tumble skill untrained.
Yau gain a +4 bonus on Tumble checks and Perform (dance)
checks

Uncamiy Dodger You tetain your Dexterity bonus to A
(if any} even if caught flarfooted or struck by an invisible
artacker, If you have uncanny dodge from another source,
you gain improved uncanny dodge instead. See the rogue
class features on page 50 of the Player's Handbook,

whirlwind Attack: You gain the benefit of the Whirlwind
Attack fear

Paini

RONOVE, THE IRON MAIDEN
Ronove remained a mystery for ages, but binder scholas
now believe her to have been a human ascetic who lived:
more than two thousand years ago. As a vestige, she grants
her summoners the power to move objects ara distance, o
strilee with the skill afa monk, 1o fall as lightly as 4 feather
and ro run like the wind.

Legend: Manv binder scholars credit Ronove with'
laying the foundarion for orders of monlks, and indeed; hes
philasaphies and abilities bear a strong resemblance to the
training thar monks now receive. In life, Ronove wasa chars
jsmatic guru who raught that enlightenment comes frome
denial—frst of the needs of the flesh, then of the perceived:
limits of reality, and lascly of the rules of realiry. Her frequen
demonstrarions of power served o illusirate the validity
her ideas to others. She leapt from cliffs without harm, lifreds
boulders with her thoughrs, and lived for months withoug
eating or drinking,

Although Ronove gathered many fallowers, not one of heg S
disciples could manage her great feats. Some began to quess
tion her methods. To prove the veracity of her teachings,
Ronove secluded herself in an iron coffin, telling her sty
dents 1o bury her and dig her up only when they received a
sign from her. Years passed, and no sign came. One by one,
her fallowers lost faith and deserred her At lastanly one re-
mained. Disillusioned, he dug up the rusted sarcophagusy
only to find it empty. He tracked down his fellow dis




o tell them of the miracle, but none believed him, Ronove
and her nameless disciple would have been lost to obscurity,
but her lone farthul follower inscribed his storyon the walls
ofacavern. The recent discavery of this inscription explains
the strange powers and appearance of Ronove.

Special Requirement: Ronave's seal must be drawn in
the soil under the sky, v

Manifestation: When Ronove manifests, the ground
qakes, and a rusted iron sarcophagus eruptsfrom the earch
within her seal, shedding dirt and flakes of rust asit grates
wpward. The metal visage of a human woman is discernible
on the lid. The metal bindings holding the lid closed burst in
clouds of corroded metal, and the sarcophagus creaks open,
releasing 1 tumble of human bones and noisome black liquid.
Ronove does not speak to her summoner, but the visage on
the lid smiles or frowns during the pacr-making process.

Sign: The flesh of your face setrles into a frown ora smile
fafrown il you succeeded on your hinding check, orasmile
ifyou did not} and retains that general expression regardless
ofyour actual feelings, Thisalteration to your visage does not
affect your Charisma, Charisma-based skill checks, or others
ability to malke Sense Motive checks against you.

Influence: Ronove's influence makes you think that
others doubt your abilities and competence. Despite what
anyone says; you feel the constant need to prove yourworth.
thaddition, Ronove requires that you consume neither foad
nor beverages (including potions) for the entire time you
remain bound 1o her.

Granted Abiliries: Ronove gives you the power to fall any
distance without harm, lift objects withour rouching them,
and run like the wind

Cold Tran and Magic Attacks; Your melee artacks count as
magic for the purpose of overcoming damage reduction.
When you attain an effective binder level of 7th, vour melee
aeticks also count as cold iron for the purpose of overcoming
damage reduction.

Far Hand: As & swift action, you can lift and move 4n un
artended object o which you have line of effect, as long as it
i within 10 feet per effective binder level of your position:
The force manipulating the object is considered Medium in

stz und it has a Strength score equal to your effective binder

* level. During the swift action, you can move the object up 1o

}

5 feer per effective binder level. If the object weighs enough
1o constitute a medinm or heavy load for an individual of the
Farce's Strength, you can move it only half the normal dis-
tance. If the object to be moved would constituie a medium
ot heavy load for you, activaring this ability is a move action
1ftheitern could only be pushed or dragged by sucha person
{ehat is, it weighs up to five times the maximum load), you
" Ban move it just 5 feet per move action. The force cannot lift
the objecr more than 5 feet off the ground
Inany round during which you do not use a swifr action

" o manipulate the object, you lose conerol of it. You can never

move an object outside the range of this ability, and you lose
gontrol of the object if you move too far away from it or if s

creature touches
i, You can move
only one object
at 2 time in this
fashion

Alternatively,
you can use the
telekinetic force
o push a crea-
ture asa standard
action. The force
deals 1dé points
of damage to the
target and initi-
ares a-bull rush,
using rhe force’s
Strength modi-
fier and adding a
+2 bonus. If the
bullrush is successful, the target moves in the direcrion you
indicate. Once you have used your far hand in this way, ir
dissipates, and you cannor use it again for 5 rounds.

Feather Fall: You automatically fall as though under the
ipfluence of a feather fall spell. You can suppress or activate
this ability as a standard action,

Ronove's. Fists: You gain the benefir of the Improved
Unarmed Strike feat. Your unarmed srrikes deal damage as
those of amonk of a level equal to your effective binder level
This abiliry does not grant you any other abilities of s monk,
such as flurry of blows,

Spriif: You gain a +10-feor enhancement bonus to your
base laind speed.

| \’esligﬁé\;etz Ist
Binding DC: 15
Special

SAVNOK, THE INSTIGATOR

Onee a servant of gods, Saviiok now grants his summoners
the-ability to wear heavy armor, to draw arrows from thin
air, to take the place of allies in combat. and to cause wounds
that do not heal

Legend: Savnok lived before recorded histary. His story
contains about as much myth as it does fact, since the barvier
between truth and fiction eroded long before the currenrage.
According o the legend, Savnok served Hextor and Heiro-
neous before the two halfbrothers came to blows, The gods
were charged with guarding their mother's arms and armor
while she metwith her lovers Both Hextor and Heironeous
wete awed and tempted by their mothers implements of war,
but neither son dared disobey his mother.

Seeing their desires written clearly upon their faces, how-
ever, Savnok devised a means 1o steal the items for his masters.
Relying on their trust in him, Savnok tricked Hextor and Hei-
roneous into letting him guard their mother's armory. But
ance his gaze fell on the goddess’s armor, Savnok could not
resist donning it. Just touching the metal made him deunk
with pewer, After putting iton, he knewhe could never take
ir off; so he fled the godly realms with the divine armor.




- g M
ok [rom wm:a.lnng sill
havuc in Lhe mortal lands, Together, the twa™
gods hid Saviiok’s essence ina place even they™
could not reach. Heironeous has regretted this

‘Er servant .1nd the armor were missing.
When they looked for Savnok, they found him
4t war.on the Material Plane. Since no energy

er mortal weapon could pierce
the goddess's armor; Savnolk had
decided to sét about carving out
akingdom for himself Shocked at
his betrayal and horrified by their
own failure to perform thetr duties,
Hextot and Heironeous appeared
before Savnok and ordered him
to relinquish their mother's armor.
Their former servant responded by
atracking, and although he could
not harm them, neither could they
harm him,

Heiraneous' flew inta the sky
and tore thunderbolts from the
elouds o hurl ar Saviok, bur Hextor,
realizing that they needed deific weap-
ons to defeat the armor, fled back w
his mother’s armory. There, he found a
bow and grabbed a handful of arrows,
then returned to find Heironeous
still hurling lightning with
little effect. Hextor barely
had the strength to draw
his mother's bow; but draw
it he did, With each arrow he
fired, s dozen missiles sreaked down to

Manifestation of Savnsk

strike Savnok, Though the arrows had little power behind
them, they did pierce the armor, and as Savnok raged ar the
injustice the two gods had done him, he slowly bled to death
from dozens of small wounds, When at last Savnok lay dead,
Hextorand Heironeous removed the armor and debated what
1o do next. Not only had chey failed o guard their mother's
armory, but Hextor had also stolen her bow and arrows

Rlndmg
Special

It wis Hextor
wha suggesred
that they hide
Savnok and
replace theitems
leaving their
mother ncne
the wiser. Hei
ronecus didn’t
like the plan
but he wanted 1o
prorect his half
brother. After
all, Hexror's
theft had solved
a problem for
which Heirone-
ous was partly
respansible aned

decision ever since.
Special
summon Savnok, you must haw
stolen something and made nek
ther reparations nor apalogy

for thar acr.
Manifestation: The first
sign of Savnok's manifesmrion
is an arrow streaking out of thin
air to strike something unseen’
ahave his seal. Then a dozen more
arrows whistle into the seal, each
aone landing with a merallic ping.
Trickles of blood spout inta the
air where the arrows hang: and
as more strike home, the blood
gradually outlines a heavily armored
form that seems wo broad and powerfilly
built to be human, Savnok’s features are
obscured by his plare armor and helm,
as well as the rivulets of blood and the
many arrows thar pepper his

Requirement: To

body. When Savnok speaks;

hespits out bitterwords with
a gravelly voice that seems

heavy with resenrment.
Sign: A piece of an arrow appears

under your skin somewhere onyour body, It looks as thought
your skin has healed over a broken-off arrow thar had previs
ously wounded you. The arrow deals no damage; but at times

frea

s you some discomiort. 1f removed, it disintegrares

immediately, and another appears somewhere else an your

body

Influence: Savnok's influence makes you headsrrong and 5
recalcitrant. Once you make up your mind abour a particulap

issue, very little can change vour thoughts on the matter i
addition, whenever you don armor, employ a shield, orwear

any other item that improves

rour AC, Savnok requires that

you not remave that protecrion for any reason.
Granted Abilities: Savnok grants you abilities associared
his death and the command of allies' positions
Call Armor: At will asa full-round action, you can summon
a suirof full plare armor, which appears about your body. As
you attain higher effective binder levels, the armor’s quality’

improve!

Effective Binder Level

Znd—4th
S5th—8th
9th ~12th
13th-16th
17th-19th
20th

ven on the following table.

Armor Summoned

Masterwork full plate

<1 full plate

+2 llght fortiffcation full plate

+2 mederate fortification full plate
+4 moderate fortification full plate
+4 heavy fortification full plate




Nour can dismiss the armor with another full-round
Acrion.,

Heavy Avior Praficiency: You are proficient with heavy
ArmoE.

Move Ally: You can instantly swap positions with uny visible
willing ally within 5 feer per two effective binder levels of
your position. Objects carried by yvou or your ally (up ta the
maximum load for each) go alang, but creatures do not. The
movement is instantaneousand does not proveke atiacks of
epportunity. Using this ability is a standard action ac first,
though at 7th level you can use it as s move action, and ar 13th
level vou can use it as a swift action. Once you have used this
ability, yeu cannot do so again for S rounds.

Savmok's Armor; While wearing vour called armor, you
can ignore some of the damage from artacks by nonpiercing
weapons, When you first gain the ability 1o summon Saviak,
this ability gives you damage reduction 1/piercing, and the
waltie improves by +1 for every four effective hinder levels
vou possess. Thus, you have damage reducrion 2/piercing as
a Ath-level binder, damage reduction 3/piercing as an &th-
level binder, and so forth. When your effective binder level
reaches 13th your damage reduction can be overcame enly
by attacks thar are both magic and piercing

SHAX, SEA SISTER
Another giant among the vestiges, Shax gives her summoners
the ability to swim like f laugh offlightning, o wriggle
Free of any bands, and 1o strike foes like a thunderbol,
Legend: Shax once ruled over storm giants as a goddess of
the sea. She was born to Annam, the greatestof all giant gods;
Swithout his knowledge. Because be was prone to blind spors
In his omniscience, Annam could nor hiear the giants’ prayers
“when they mentioned Shay; notcould he see her many cruel-
ties to chem. He realized that some problem migh exist only
Uswhen the storm gians started battling the other giant kinds,
“elaiming their caves, clouds, hills, frosty mountains, and
valcanic peaks asstorm giant territory. When Annam asked
Whem why they had arracked their fellow giants, the storm
| giants pointed to the sea. Annam'sblind spotstill prevented
“Him from perceiving Shax, so he sent his son Thrym fo take
b ate of the problem
Thrym, god of the frost giants, was eager to stop storm
\gianrincutsions into his followers' lands, so he picked up his
Saxeand leapt into the sew. There he met his sister Shax for
the first time, Thrym found her both beautitul and rerrible
He offered to wed her if she would call the storm giants to
return to-the sea. Shax would have none of it, though, so the
wwo foughe.

In the end Thrym won, beheading Shax with a clean blow
ofhisaxe, but not before she had scrarched offsome pieces of
" his flesh with her nails. The sn-cns(h of Shax's spirit gave her
“the power to resist the Astral Plane, thar graveyard
-~ althe gods,s0 she hecamuvnmge As for Thrym, he yet lives,

it the pieces of his cold body that his sister removed have
ecome icebergs that float in the sea as constant reminders
e starmm giants' debt o him.

Special Re-
quirement:
You must draw
Shax's  seal
within sight of
a pond, stream,
at larger bodyof
water.

Manifes-
tation: Shax
first appears as
a semilranspar
ent femnale storm
giant standing
20 feet tall. Het
drenched, vio-

| [Binding DC: 26
| Epecial
Requiremen

lerskinned body
is clad in a gold
breastplate and
black runic, bath of which drip seawater on the ground. After
she manifests, Shax smiles, and her head inclines as though
acknowledging her summaner, but it continues o dip until
it tumbles off her neck. The body vanishes even as the fall
ing head becomes more solid. It strikes the ground upside
down with awet thump, its face turned away from her sum-
moner. For a moment-the head just sits there, but then the
wet black hair coalesces into thick cords thar press against
the earth, lifting it up, Walking on her hairtentacles in a spi-
derlike manner, Shax rurns around 1o face her summoner,
elaring balefully with her yellow eves, Ina shrill voice, Shax
demands to know who has summoned her.

Sign: A scar appears around the civeumference of your
neck, as though your head had been lopped off and then re-
turned to your body to heal

Influence: While under Shax’s influence; you become
possessive and stingy, particularly abour territory—Dbe it
actual land or simply a room inan inn. [h addizion; herinflu-
ence requires vou to demand compensation for any service
rendered and to tax any use of your territory, However, you
can accept negrly any item of value—be it material goeds or
a/Service—us p;

Granted Abilities: Shax grants you the swimming skill
of a fish and the ability 1o strike foes with sonic force and
electricity. She also gives you immuniry to electricity and
allows you to move Freely despite restraints.

Freedom of Movement: As a swift action, you can giveyourself
the ability toignere restraints, This effect funcrions like the
fresdont of movement spell, except that it lasts only 1 round,
Once you have used this ability, you cannot do so again for
5 rounds.,

Dty o Eleetricity: You gain immunity to electricity
damage.

Storm Strilee: As a swift action, you can charge a melee attack
or melee rouch attack ywith electricity and sonic power. Your
next melee attack deals an extrs 1d6 points of élecrricity
damage and 1ds pem:sots:mu: damage, Il’the attack misses




 Speedd: You gaina swim

can move through warerat your swim speed without
.mitklng Swim checks, and you gaina +8racial bonus onany
Swim check made to perform some special action or avoid a
lazard. You can always choose to take 10 on a Swim check,
even if distracted or endangered. You can also use the run
action while swimming, provided you swim in a straight
line.

TENEBRO

THE SHADOW THAT WAS
Tenebrous, once a powerful demon prince, offers dominion
over darkness and death.

Legend: The great demon lord Orcus has long sought
divinity, Some years ago, for a brief period, he actually
artained it. Slain and resurtected by a surge of negative
energy, the corpulent demon arose as the gaunt Tenebrous,
a god of darkness and undeath. For o time he traveled the
planes in this form, slaying other gods in his quest 1o giin
more power. His ultimate goal was to teincarnate himself
yet again because he wished to be a god as Orcus, not
Tenebrous. Some say he was thwarted by a band of mortal
heroes, but whatever the cause, is grand plan failed. Oreus
did indeed riseagain, but as the demon prince he once was,
not 45 2 god.

True divinity can never fade completely, The ratters of godly
power that Orcus shed remained intact. Less than a god but
still divine, this bit of essence drifted in the void berween
planes until it once mote coalesced into a bitter sentience,
Thus, Tenebrous yer exists s a pale reflection of what he once

was, 4 shadow of
ashadow.
Special Re-
quirement:
You must draw
Tenebrous's seal
at night or in
an area of deep
shadow with Lit-
tle orno daylight
t‘xpuh\lre
Manifes-
tation: Upon
completion of
the rite o sum-
mon Tenebrous,
the summorer's
shadow shifis o
fall across the
seal. Even if the
rite occurs in
complete darleness, the shadow is visible as a darker spor
in the blackness. Once the shadow crosses into the seal, an
inky humanoid form—impossibly gaunt, holding its limbs
air disjointed angles—rises from it. The voice of Tenebrous is

-

el
vith unmisrakable meaning.

Sign: You seem to be standing in shadow even on ¢
brightestday. Furthermore, your own shadow never exie
mare than a few feerfrom your body, even if the ambiene: Ltghl
suggests that it should be much longer, This effecr does o
grant you concealment,

Influence: While influenced by Tenebrous, you are fi
with 2 sense of detachment and an aching feeling of loss
abandenment. Tenebrous requires that you neverbe the
{0 actin combat, Ifyour initiative check result is the highese
you must delay until someone else takesa turn.

Granted Abilities: Tenebrous grants you power over
undead and shadows. He gives you the abiliry to chill yous
EDEE.

Deeper Darkness: You can cloak an area in shadows as though
using the deeper darkness spell (caster level equals your effec-
tive binder level), with the following exceptions. The effect
is always cenrered on you, it has an unlimited duration, and
you can shiftthe range of the emanation (within the norimal
range) up or down 10 feeras a move action. You can suppress
oractivate this ability as a standard action.

See i Darfness: You can see perfectly through darkness of
any kind, even that created by a deeper darkness spell (ot your
deeper darkness ability)

Touch of the Void: As a swift action, you can charge i melee
attack or melee touch artack with cold energy. Your next:
melee attack deals an extra 1d8 points of cold damage, plus

1d8 points of cold damage for every four effective binder
levels beyond 7th thar you possess. When you attain an effec
tive binder level of 11th, you ¢an charge your weapon foran
entire round. Once you have used thisability, you cannat do-
so again for 5 rounds.

Turn/Rebtike Undead: You can turn or rebulee undead as\
a cleric of your effective binder level. As with g cleric, yotl
turn if you are good and rebuke if you are evil. If you ure:
neutral, you choose whether to turn or rebuke upon binding,
with Terebrous and cannot later change your mind, ].fymﬁ‘
have the ability to turn orrebule undead from other Llnsse_ﬁ‘
your levels in those classes stack with your effective bind
level for the purpose of determining your turning ahilif
Once you have used this ability, you cannot do so again fo
5 rounds.

Vessel of Emptiness: You can use the flicker shadow magie
mystery (see page 146) as a supernatural ability once per days
At 13th level, you can use this ability two times per day, and =
ar 19th level, you can use it three rimes per day. |

ZAGAN,

DUKE OF DISAPPOINTMENT

On the cusp of deification, Zagan lost all he had worked for
Asa vestige, he offers hissummoners a snake's sense of smell)
the power to cause an enemy flee his presence, the ability @
immobilize an opponent. and more effective combarabiliries
against snakes and theirill.




~ Legend: Wh:n dwarves had yer 10 runnel im0 their
motintains and elves firse walked beneath the boughs of trees,
- Zagan ruled over thousands. A lord in a great yuan-ti empire,
he had power over hundreds of his own kind, swho in turn
“controlled rhe lives of thousands of humanoid slaves, Zagan
“btiile himself up as a god to these slaves, using the yunn-ti as
his emissaries fo communicate with the uneducared masses
‘over which he held sway.

Over time, Zagan's power became so great that he acrually
nspired to become a god. He sought and finally discovered
the means to his goal: a grand ceremony wherein he and his
yuan-ti would gather together all his worshipers and slay
them, At the appointed hour on the appointed night, Zagan
collected all his people for a celebration of his glory. He could
feel their worship empowering him, and with each passing
iminute he gained strength and felt his awareness widening.
“Then Zagan rang the gong that signaled the artack, and he
and his yuan-ti servanrs fell upan the slaves, slaying them
with wild abandon. Ar first Zagan thought it glorious, bui
then he felt his new powers begin to wane. With each life
“he crushed, he felt a bit more morral.

\ Zagen artempted o call off the ceremony, but in the chaos
of the slaughter, the other yuan-ti could nor hear him. Sud-
‘denly, a sword pierced Zagan's chest from behind. As he
looked down ar the bloody blade, a sibilant voice whispered
i his ear, “The Wotld Serpent wishes you well” A ¢leric
“among his own people had tricked Zagan into ruining his
chances ar godhood on the very eve of his apotheosis. At a
sint somewhere between godhoed and mortality, Zagan
assed on info the void.
4 Special Requirement: You must kowiow before Zagan's
ML prosrating yourself and addressing him as a deity.

Manifestation: When Zagan begins to manifest, several
\enakes appearin aheapin hisseal. The snakes then slitherapare

d rise upright along the lines of the seal. Then the crown of
d head appeirs, with baleful eves glowering. An ogrelike head
slowly reveals irself, and after another moment, shoulders and
srms appear; to which the snakesare artached. Zagan then uses
‘his powerful arms to pull the rest of his body from the ground,

~ gevealing a long, serpentine form instead of legs, He reaches
toward his summoner hungrily, his mourh gaping open ma
feral grin, but the snakes on his body rurn toward him and hiss,
Eauging him ro flinch backward. The brooding Zagan then
felidresses his summoner while calming the snakes. Binder
“schalars say that the snakes on his body are his most loyal
lieutenants, who were killed on the nigh of Zagan's murder
Jand dragged with his soul into o vestige's existence

Sign: You gaina lisp and can’t help but speak in a sibilant
manner.

Influence: While influenced by Z:
domineering and aggressi

" any snake or snakelike being you meet, and deface any rep-
“pesentarions of snakes or snakelike beings otherchan Zagan

N, you become
Zagan requires thar you slay

as @ snake, in-
creased combar
ability against
snakes and their
cousins, and the
power 1o cause
your foes to ayoid
your mere pres-
ence.

Aversion: As a
standard action,
you can create
2 compulsion
effect targering
any - creature
within 30 feet.

The target must

succeed ona Will

save or gain an

aversion to you, snakes, and yuan-ri for 5 rounds. An affecred
crearure must stay at least 20 feet away from you orany snake
oryuati-ti, alive or dead; if already within 20 feer, the target
moves away: Any subject unable to move away or atracked by
youl, a shake, or a yuan-ti is overcome with revulsion. This
revuilsion reduces the creature’s Dexterity score by 4 points
until the effect wears off or the subject is no longer within
20 feer of you. This ability is otherwise similar o the antipa-
thy spell (PH 200), with a caster level equal to your effective
binder level. Aversion isa mind-affecting compulsion ability.
When you use this power, a ghostly image of Zagan manifests
around your body and speaks yourcommand with you before
vanishing, After using this ability, you must wait 5 rounds
before using it again.

Improved Grapple: You gain the benefit of the Improved
Grapple feat (PH 95). [n addition, you are considered 1o ba
of Large size for the purpose of making grapple checks, and
damage you deal with a successful grapple check wa grappled
foe is lethal damage.

Scent: You gain the scent special quality (MA£314).

Constrict: You gaina giant constrictor's ability toerush the
life from its prey. You deal damage equal 1o 1d8 + 1-1/2 X your
Str modifier witha successful grapple check, in addirion 1o
your normal unarmed damage (typically 1d3 + Str modifier
for a Medium humanoid and 1d2 + Ser modifier for o Small
humanoid),

Snalee Bane: Zagan's hatred forsnales, yuan-ti;and all snake-
like crearures gives you improved combat prowess against
their kind. You gain a +2 bonus on melee attacks against
snakes, snakelike creatures (such as nagas or yuan-ti), or
creattres with a natural poison attack, and you dealan extra
2de points of damage against such foes when making melee
arracks. This damage also applies when you makea grapple
check to deal damage againsta snake or snakelike enemy, in
addirion to dealing your noimal unarmed damage and your
constrict damage.




MAGIC
ESTIGE CLASSES

‘Practitioners of pacr magic seraside the mores of society
and the laws of the multiverse 1o pursue a route to pawer
that most others fear. Yer even among these diehard indi-
vidualists, patterns appear and groups form, Such factions
often pursue similar goals and use similar means of gain-
ing power, giving rise to prestige classes such as those in
this secrion.

“Thase fools. They hunt tnnocents. 1f's me they ought fo fear!”
— Raeleus, anima mage and outaw

Anima mages give bindersa bad name, Greedy and ambitious,
they exploirthe powers of the vestiges to which they bind 1o
advance theirown abiliries: Anima mages see such displaced
enrities as mere tools, no different from spell component
pouches or a wand of frrehall,

With the powet of a vesrige, an anima mage can tap a
resource all but unknown to his rivals to gain sn edge against
other spellcasters, The anima mage is a loner, an outsider, ind
apotential enemy 1o bath bindetsand witch slayers (see page
67). Bur the way others classify him matters little to him,for
poweris at hand,

BECOMING AN ANTMA MAGE

Since an animamage blends pact magic with arcane magic, a
candidate needssome knowledge of vestiges and experience
with binding them to qualify. A few levels of either wizard
or bard are valuable too, since Knowledge (the planes) is a
class skill for both. However, the sorcerer and rhe warmage
(see Complete Arcane) are also good choices, since their key
ability for spelleasringis Charisma.

ENTRY REQUIREMENTS
Alighment: Any nongood
Skills: Intimidate 4 ranks, Knowledge (the planes) 4 ranks
Feat: Any metamagic feat
Spellcasting: Ability to cast 2nd-level arcane spells
Special: Ability te bind a Znd-level vestige

CLASS FEATURES

The abiliries you gain as an anima mage reflect 1 gremer
degree of control over your bound vestiges. This increased
mastery of binding allows you to augment the arcane spells

you cast
Soul Binding Bonus: At each anima mage level, your soul
binding ability improves as if vou had also gained a level in
the binder class. Your anima mage levels and binder levels
stack for the purpose of determining your bonus on binding
checks, the effecriveness of your vesrige-granted abilites,
wurability o bind higher-level vestiges, and the number of

Speﬂc.asung' Ar each anima ‘mage level, you gain Lia
spells pet day and an increase in caster level (and spells
knovwi, ifapplicable) as ifyou had also gained a level
arcane spellcasting class to which you belonged heforea

benefit a character of that class would have gained. If you'h
more than one arcane spellcasting elass before becoming;
anima mage, you must decide rowhich class toadd each
for the purpose of determining spells per day, caster lev
and spells known.

Exploit Vestige (Suj: At 2nd level, you learn how rouse
# bound vestige to boost vour arcane spellcasting. With this
ability, you can choose to forego gaining one of the vestige’s -
granted abilities in order to gain one additional arcane spell
slot per day of any level up to the highest you can cast. Thus,
if vou bind the vestige Dantalion (see page 28}, you-could
give up the read thoughts ability he grants you in exc]'m:gq
for a bonus spell slot thar day,

You decide which ability ro give up before you make rhe
binding check, and you can forego only one ability per =
day in this manner, even if you can bind multiple vestiges,
Vestiges react pootly to youruse of this ability, so vou take s
—5 penalty on vour binding check. 1f you make a good paet:
despite this penalty, you gain @ bonus spell slot in exchange
for the ability you gave up: If you make a poor pact (thavis
you fail your binding check), you do not gain the exrraspell
slot, and you still give up the designated ability for the day:

When you use this ability and makea good pact, you séver
aportion of the bound vestige's awareness of the world thatis
wotlld normally receive through you. Essentially, yourl d’«
ing amounts toa certain amount of trickery. The vestige bei
bound expects to be able o experience life through its bing
butwhen you make a good pact, you parrially suppresses
benefir the vestige receives, making it uncomfortable 2
angry.

Vestigial Awareness (Su): Beginning at 3rd level, you
firce your bound vestige to focus on alerting you to dinj
ratherthan letting it tevel in the sensations that it percelw
through your pact. Whenever yon make 1 good pact w
a vestige, you gain 4 +2 bonus on initiative checks for
duration of the pact.

Vestige Metamagic(Su): Ar4th level, you can use a boun
vestige toaugment your spells by remperarily giving up acce
to its powers. Using vestige metamagic is a swift action th
does not provoke attacks of ppportumiry.

Choose one of the vestiges to which you are bound when
ever you activate this ability. You can then apply the effects
of any metamagic feat that you possess toa spell youcast that
round, without increasing irs spell level. However, you lose
access to all the abilities and powets granted by the chosen
vestige uponactivation and do not regain them for 5 rounds.
ability ifyou do not have a vestige bound,
orifyou do nor currently have access to its abilities (throug
theuse of this ability an antinagic field, or some vther g

You cannotuse thi




 Vestige metamgic {s usable once per day at 5th level, two
times per day at 7th level, and three times per day at 9th
level.

Vestige Casting (Su): At 10th level, you can use a bound
vestige's power to cast a spell outside the normal limits of
time and magic. Once per-day, you can cast any spell that
you currently have prepared (or use an available spell slorif
youl cast spells spontaneously) 4s an immediate action. You
cast the spell as if it were modified by the Silent Spell
and Still Spell metamagic feats, whether or not you
have those feats.

- PLAYING AN
ANTMA MAGE

As an snima mage, you walk a lonely
path, but great rewards await vou.
‘Enemies are everywhere, so you must
conceal your frue natute even more
carefully than an ordinary binder does.
Rivals resent you for the power you have
and the knowledge you possess. People
who ask too many questions and those
who seem too interested in how you
dugment your magic are your enemies,
Eliminate them when you can and flee
when vou can'.

Because of your widespread unpapu
larity, you rend to stay on the move.
¥ou can choose to work alone, or you
ean join one af many groups known as
covens that are made up of like-minded
spellcasters. Covens face extermina-
tion i their presence is revealed, so
they rarely settle in one city for long,
Instead, they move from community
10 community, trying o stay one step
ghead of the Seropaeneans {see page 90),

Raelews

witch slayers (see puge 67), and hostile binders thar pursue
them. A high-level anima mage, known as a vessel. periodi-
cally puides the members of his coven o new lairs where its
members can safely pursue their art.

Asa member of a coven, you spend 4 portion of your time
helping more experienced members research vesriges. In the
process, vou learn the rechniques of summoning vestiges
and how to make the most of them once they are bound.

In time, you might grow powerful enough o
IRSITUCT New anima mages, Of even Sttt your
Oown coven.

COMBAT
Blending the best paris of arcane spellcast-
ing with the granred powers of a bound
vestige provides youwith a plethora of
options in combat. You can boost your
defenseswith spells while hammer=
ing away at your opponents with the
vestige's granted abilities, or you can
exploir the vestige'sabilities to gainan
advantage in a nasty fight.

As you advance in this prestige class,
youl can augment more of your spells
with metamagic feats without
affecting spell level. Thus, you
can boost spells as needed with-
our having ro prepave them in adyance
or take extra time (o cast them. You
can also expand your spell capability
by using the exploit yestige ability to
gain anew spell slot, though doing so

costs you a vestige-granted abiliry.
When you reach the pinnucle of
YOUT POWET a5 40 anima mage, you can gast
a stilled, silent spell as an immediate action
once per day. This ability can be invaluable for

getting out of a tight spot.

i Hiefling amima mage
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Fort will

Save Special

+0 g Soul binding +1

+0 3 Exploit vestige, soul binding +2
1 Soul Binding £3, vestigial awareness

+1 Soul binding +4
5th ; Tl Soul binding 45,

Spellcasting

1 leve| of existing arcane spellcasting class
+1 level of existing arcane spellcasting class
1 level of existing arcane spellcasting class
+1 level of existing arcane spellcasting class
+1 level of existing arcane spellcasting class

vestige metamagic (1/day)

6th +2
Tth A +5

Soul binding +6
Soul binding +7,

+1 level of

isting arcane spellcasting class
i levelof:

isting arcahe’spellcasting class

vestige metamagic (2/day)

8th +2 +6
| Sth +3 43 46

Soul binding +&
Soul binding +9,

W0th  + FTEETER

+1 level of existing arcane spelicasting class
+1 level of existing arcane spellcasting class

estige metamagic (3/day)
Soul binding +10, vestige casting

+1 level of existing arcane spellcasting class

Class Skills (2 + Int modifier per level); BIuff, Conicentration, Cralt, Decipher Seript, Diplomacy, Intimidate, Knowledge (all

kills, taken individually), Professian, Spellcraft,

-




! recruit new members slowly, testing candidares for
oyalty, subtlety, and skill before revealing the secrets of
exploiting vestiges. Atiaining the first level in this prestige
class represents enrning the basic trustof your comrades, At
this paint, you are recognized as possessing vahuable talent
and offered full membership. Now that you know the fun-
damentals.of binding a vestige and coercing it to augment
your spellcasting abiliries, you have taken the first step on
the dark road to becoming an anima mage.

Even though you have earned a place in the coven, the
other members might not rrustyou with their greatest secrets
for some time. Initially, you must spend most of your time
training—Ilearning the various ractics and techniques for
coercing vestiges. In the few hours remaining in a day, the
coven expects you to practice what you have learned. The
senior members insistupon this rigorous training because
they know thar theirenemies, always quick to destroy anima
mages, will seize upon any weakness you display:

With mastery of these techniques comes the freedom 1o
undettake your own missions and expand yourarcare knowl
edge as you see fit, so long as you never reveal the origins
of your training, Failure to safeguard the coven constitutes
grounds for lethal punishment.

Asyou advance in the anima mage prestige class, consider
investing somekill points in Spelleraftand Concentration,
which increase yourability to cast spells under pressure and
counter those directed at you.

RESOURCES

Membership ihva coven offers many benefits. The other mem-
bers are familiar with many different vestiges. so working
with them allows you to broaden your oprions considerably,
Likewise, all the other members are spellcasters, Many pos-
sess spellsand equipment to which you might not otherwise
have access. If you prepare spellsin advance, friends within
the group can provide you with additional spells for your
spellbook. Since many animamages also manufacture magic
items, you can often pick up wands, scrolls, and other useful
equipment at a discount.

Finally, given the number of enemies that users of pact
magic accumulate, the value of sheer numbers cannor be
underestimated, Allies greatly lessen the threat posed by
Serapaeneans and witch slayers alike. Thus, though your
allies might be indifferent to you at the start, ingratiating
yourself with them early can help to ensure your continued
suryival.

ANIMA MAGES IN THE WORLD

“Reckless fools! They lenow not what they do.”
—Alabtast von Vegre, binder

Anima mages make compelling villains for a campaign.
They exploir vestiges mercilessly, believing their power
_ to be an inexhaustible resource. An NPC anima mage
anight be g former colleague of the party who, lusting for

wnrkmg within a wizatd's guild, spreading Ilke aca
through the organization’s ranks and turning it into a
force for evil

Anima mages can also provide an excellent way to/intl

eitherasan opponent (thereby forcing the characters 1o’
moreabout their enemy), or as anally (who can hire PCsini
taking up pact magic}.

DAILY LIFE

Although the life of an anima mage is difficult it is also h.l]eﬂl
with schelarly wonder. Thase who pursue the study of magic.
enhanced by the power of vestiges spend much of their rime
researching new spells, poring over forbidden tomes and
manuscripts to learn more about vestiges, and training ta.
master these unruly entities. They must remain constantly
on their guard against enemies, however, because those wha
wish ta prevent the spread of pact magic could descend apon’
these renegades at any tHime.

Coven leaders, known as vessels, supervise their fellow
anima mages closely. These senior members acr quickly o
curbinternal disputes, instill discipline’in the junior ranks,
and reinforce awareness of shared dangers. They know berter
than the others that only by standing together can 4 caven
prevail against its foes. Perhaps the most important respon=
sibility of a vessel, however, is to establish and maintaing
network of spies in his adapted city. Though such a covert
arganization is expensive to maintain, these "eyes and ears’
allow the anima mages to moniror the acrivities nfv:sm.ng‘
clerics, witch slayers, and Seropaenean agents (see page 90)
without exposing their presence. No spy knowsany other
spies in the coven's service, so the capture of any one agent;
cannotexpose the network or compromise the security ofths
anima mages. Many spies die mysteriously whena coteriea
witch slayers descends upon a rown, buras far as the vessels
are concerned, individual lives are Ex‘pendable when !.hm
safery of the coven is at stale,

NOTABLES
An exsslaver, sorcerer, binder, and scholar nemed Agra.w:
the first o discover thar binding a vestige carried otherm
cal consequences. Agra was avicious woman who saw lirele
value in other people—let alone these wisps of personality”
called up from who knows where, She cared notat all thae
by using the vestiges asfuel for her spellcasting, she lessened”
theircontact with the world through her.

When ward reached Syfal, the acknowledged founder of &
pactmagic, heexiled Agra, declaring her an enemy roall. Agras
lefr, but not before betraying Syfal to the Seropaeneans,

In larer years, Agra surrounded herself with students and
began to teach them what she had leacned, Asher coven grew
more powerful, many of its members began to resent Agraffor
the knowledge she guarded. One night, her students mur
dered herin her sleep. When the tortured vestige inside her
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wasreleased, it laughed tosee the first anima mage drowning
in her own blood.

ORGANIZATION

Ananima mage coven consists of four to twelve members of
varying levels. The highestlevel anima mage servesas the
leader. or yessel. The vessel names the coven, often incorpe-
rating the name of the vestige that its members most often
bind to creare fanciful monikers such as the Fist of Amonior
the Seekers of Dantalion.

Beneath the vessel, all members are equal in name, though
seniority ranks them in fact. The voices of longsranding
members carry more weight than those of the newcomers,
and the vessel always swards nny contested item to the most
senior member who claims it. Those who disagree with the
edicts of the vessel are free to leave and start their own covens,
but doing so earns them the enmity of the ubundoned caven

‘and offten results in a brutal war,

The inrernal uniry thar vessels maintain ensures that

covens are rarely splintered by factionalism and conflict is

“kept to a minimum, Instead. anima mages save their hatred
for the Order of Seropaenes (see page 90) and the witch slayers
{see puge 67) who hune them. The relentless forces arrayed
‘against anima mages force them 1o cooperate, even when
their personal agendas clash.

PC REACTIONS
‘Binders view the exploitation of vestiges as a hlasphemy,
50t 15 no surprise thar cheir attitude oward anima mages
{8 hostile. Multiclass binders might be unfriendly or even
indifferent to anima mages, depending on their views about
the nature of vestiges. Members of the Order of Seropaenes
\lespise anima mages even mote than they do binders and
wsually attack the former on sight.
Eeww people other than the users of pact magic and their
Immediare enemies know much about anima mages—in fact.
“most can't really distinguish them from other spellcasters.
 Since most people are indifférent toward users of pact magic,
1e same attitude generally extends ro anima mages. Those
ths do know a lirtle about pact magic tend to react paorly
then they learn how anima mages exploit vestiges. Such
‘charactersare nsually unfriendly ar best, although evil ones
“might be indifferent.

NIMA MAGE LORE

Characters with ranks in Knowledge (arcana) can research
“anima mages to learn more abour them, When a characrer

ikes a skill check, read or paraphrase rhe following, includ-
ggtheinrommt[ﬂn from lower DC

'DE 10: Anima mages use a rare
Aets them suddenly augment their spells.

DC 15t An anima mage's power stems from bound spirits.

"DC 20: An anima mage binds an unusual spirit called 2
Vestige, then coerces it into augmenting his spells. This prac-
ice is so abhorrent that even binders oppose anima mages.

orm of spelleasting that

DC 25: These sirange spellcasters gather in covens and
coexistalongside other people. Anyone, anywhere, conld be
ananima mage.

Any PC trying ro contace an anima mage or a coven must
succeed on a DC 25 Gather Information check to locare the
appropriate intermediary for the group. Anima mages rarely
reveal themselves in public.

ANIMA MAGES IN THE GAME

Like other practitioners of pace magic, anima mages hide
from the world. A typical anima mage appears to be an
ordinary sorcerer or wizard, but he harbors a dark secrer,
practicing his forbidden magic only in the safety of his home
or laboratory,

This prestige class appeals o players who like to run darker
characters. Because the morality behind the anima mage's
art is questionable, players who enjoy roleplaying internal
canflict readily seize on this ¢lass. When you have an anima
mage in your campaign, you can propel the storyline forward
simply by populating your world with recurring villains who
exist only to capture or kill these characters. If you adopt
such an approach, however, let the anima mages catch sight
of their pursuers before slipping away, Such staging tends to
enhance the sense that the characrers have made a narrow
escape. Reward players who make an effort to conceal their
characters’ identities and talents by giving them plenty of
opportunities to interace with those hunting them,

ADAPTATION
Animg mages needn't exploit vestiges to pain power—the
vestiges could volunteer the added powers to an anima
mage in recognition of his spellcasting ability. You could
also reliax the prerequisites to open this prestige class o any:
spellcaster—or even a psionic character.

A more sinister version of the anima mage could bind
fiends or celestials instead of vestiges. To do sa, the chardcter
would use the soul binding ability as described on page 10,
An anima mage who succeeds in coercing such an outsider
{DC equals the crearure’s CR + its HD) gains a bonus spell
slot, a5 noted in the exploit vestige ability description, bur
no special ebilities.

SAMPLE ENCOUNTER

PCs exploring an ancient ruin might-encounter a coven of
anima mages looking for old manuscripts. Alternatively, a cell
of anima mages might be working mside a wizard's schocl,
corrupting the students, A group of anima mages might even
atmck the PCs, believing that they somehow know about the
coven's activities.

EL 9: Raeleus, a particulirly ambitious anima mage, has
a tattoo of a second face over his own. He and his lover, an
erinyes (MM §4), ambush the PCs, believing that the party
holds the secret ro contacting a particular vestige.




iefling wizard 5/binder 3/ariima mage 1
iurm outsider (native)

Init +2; Senses darkvision 60 ft; Listen 40, Spot +0
Languages Commion, Draconic, Elven, Infernal, Ore
AC 14, touch 13, flat-footed 12
hp 42 (9 HD)
Resist cold 5, electricity 5, fire 5
Fort +7, Ref +6, Will +11; +2 insight benus on saves against

supernatural special attacks

Speed 30 ft. (6 squares)

Melee mwhk dagger +4 (1d4-1/19-20)

Ranged light crossbow +6 (1d8/19-20)

Base Atk +4; Grp +3

Special Actions disgulse self (DC 14}, Naberius's skills
{Tumble), persuasive words (cammaﬂd), silver tangue

Combat Gear neckloce of fireballs (type ), potion of fly,
wand of magic missiles (CL 3rd)

Wizard Spells Prepared (CL 5th):
3rd—dispel magic (2], lightning bolt (DC 18)
2nd—invisibility, knock, Melf’s acid arrow (ranged
touch +6), web (DC 15)
Ist—charm person (DC 14), expeditious retreai, mage
anmor, magic missile
0—daze (DC 13), detect mogic, read magic, touch of
fatigug (melee touch +3, DC 13)
Spell-Like Abilities (CL 9th):
1/day—darkness
Vestige Typically Bound (EBL 4th, binding check 1d20+8):
Naberius

Abilities Str 8, Dex 15, Can 12, Int 16, Wis 10, Cha 15

5Q familiar {none at present), faster ability healing, pact
augmentation (+5 hit paints), soul binding (1 vestige
2nd level), suppress sign

Feats Comnbat Casting, Defense against the Supernatural,
Scribe Scroll?, Silent Spell, Skilled Pact Making, Still
Spell®

Skills Bluff +11, Cancentration +9 (+13 casting defensively),
Decipher Script +4; Diplomacy +6, Disguise +2 (+4
acting in character), Gather Information +4, Hide +4,
Intimidate +10, Knowledge (arcana) +13, Knowledge
(the planies) +12, Sense Mative +2, Spellcraft +13,
Survival +0 (+2 an other planes)

Possessions combat gear plus masterwotk dagger, light
crossbaw with 10 silvered bolts, ring of pratection +1,
bracers of armior +1, vloak of resistance +2, 50 gp

Spellbook as abeve plus 0—all: 1st—animate rope. mount,
obscuring mist, ray of enfeeblement, shield, sleep; 2nd—
alter self, false life.

NEW SPELL: VESTIGEWRACK

Afier g few failed atrempis at binding vestiges, anima mages
devised the spell known as vestigewrack. This spell briefly
inundares vestiges with rhe sensations of a physical form,
therely making the spirits more amenable to binding. Much
to theit surprise, the anima mages discovered that the spell
also affected other incorporeal creatures, such as ghosss
and wraiths.

Nenwm%my [Evil]

Level: Blackguard 2, cleric 2, sorcerer/wizard 2

Components: V. S, F

Casting Time: 1 standard action

Range: 20 fi.

Targets: One incorporeal creature or apparition/level 1y 4
20-fr.radius emanation centered on you 1

Duration: | round/level (1))

Saving Throw: Will negares

Spell Resistance: Yes

You hold the curved dagger aloft, and as you slice of throtigh the ai
il the ncorporeal creature before you, you speak wards of powver that
yeorind it of the ife it once had and the pain of ifs loss,

Clutchingaeurved blade, you make a downward cutting motion
that produces afield of pulsing, unholy, red light around you:
Each incorporeal crearure within this light must succeed ona
Fartitude save or be wacked with sensations of loss. This efféct
manifests as a -2 penalty on artack rolls, demage rolls. skill
checks, and sayes for as long as the creature remains in range,
and for 1d4 rounds afrerward. In addition, every corporeal
user of pact magic gains a =2 bonus on bmdmgchecksmadt
against any vestige within range of this spell.
Foeus: An ornate sacrificial dagger or kuleri worth 300 gp.

KNIGHT OF THE

“15erve Paimon, g prince wiong men who wusrrmﬂvlrdj'nr fopes
Can you J.nw yourcase to be so righteous?
s, Palmon-Bound Knight of the Saceed Seal

A knight of the sacred seal is never alone because she |
formed a true partnership with 2 single vestige. Her oith
requires her to champion and pratect her parron vestige, o
take its seal as her symbol, and to advance its goals in the
waorld. As her relationship with her parron vestige deepens;
u knight of the sacred seal taps a well of abiliries unavailable
toather binders, becoming more than she once was. 1 huugﬂ
she can bind ather vestiges, she chooses not to beequse th

connection she shares with her companion offers stran;
new powers,

BECOMING A KNIGHT OF THE

SACRED SEAL
The binder cliss i the easiest path into the knight of the
sacred seal presrige class, since binders have Knowledge (the:
planes) as a clags skill plus the required soul binding elass
fearure. Mulriclass binders, especially those with levels in
paladin or bard, also make good knights of the sacred seal,
though such combinations limit the character’s aptions lor
binding powerful vestiges. Charisma (fof contacting vestigesl,
Swength (for melee combat), and Constirution (for it points)
are key abilities for a knight of the sacred seal.




rRY REQUIREMENTS

Alignment: Any nenchaotic

Base Attack Bonus: <4

Skills: Kriowledge {arcana), Knowiedge (religion), or
Knowledge (the planes) 5 ranks

Feat: Weapon Focus (any weapon)

Special: Soul binding class feature

ABLE 1—4:
~ THE KNIGHT OF THE SACRED SEAL
Base
Attack
Level Bonus
st +1

Hit Dig: 010
Fort Ref \Will
Save Save Save
2

2nd +2 +3 40«0

Special
¥0 w0 .ﬁE ined sirike, patror
vestige, soul binding <1
Soul binding +2,
vestige's protection
Soul binding 3,
ivestige's pratection:
aura
Soul binding +4,
vestige's power
Apatheosis, soul
‘binding +5, vestige's
‘surge 8

3rd ESRE S M3

4th
5th

Class Skills (2 + Int modifier per level): Bluff, Climb,
Cancentration, Craft, Diplornacy, Intimidate, Jump,
Knowledge (arcana), Knowledge (religion), Knowledge (the
planes); Profession. Ride, Sense Motive, Swim

CLASS FEATURES

As 1 knight of the sacred seal, you gain an improved rap-
‘port with your patron vestige. This deeper tie allows you
o channel the vestige's abilities to boost your own combat
prowess.

‘Weapon and Armor Proficiency: You gain proficiency
‘with all simple and martial weapons, and withall armor and
shields (except tower shields)

Soul Binding: Ateach knight of the sacred seal level, your
soul binding ability improves as if you had also gained a level
Anthe binder class. Thus, your knight of the sacred seal levels
sand binder levels stack for the purpose of determining your

* Bonus on binding checks, the effecriveness of your vestige-

‘granted abilities, your ability 1o bind higher-level vestiges,

*and the number of vestiges you can bind. You donor, however,
* gain any other benefit a binder would have gained.

Aligned Strike (Ex): Your natural weapons as well

L a8 gy weapons you wield are treated as aligned for the

\purpose of overcoming damage reduction. The alignment

" of your weapons matches your own to as great a degree as

‘possible. Thus. if you're lawful good, your weapons strike

.@s;]mrh lawful-aligned and good-aligned for the purpose of

overcoming damage reduction, but if you're neurral good,
ey strike only as good-aligned. 1f you are neutral, your
pon strikesas one alignment component of your choice:
pric, evil, good, or lawful. You must make this choice
‘wpon entering the prestige class and cannot thereafter

nge it

Patron Vestige (Su): When you become a knighr of the
sacred seal, you selectany one vestige that you have previously
bound as vour patron. You develop a stronger than normal
relationship with this vestige that grants you several ben-
efits as you advance in this prestige class: If you expel your
patron vestige by means of the Expel Vestige feat or do not
renew your pact with it on any given day, you lose access to
all supernatural class featuites gained from this prestige class
until such rime as you contact that vestige again. You can
bind other vestiges in the interim, as normal for the binder
class, but you gain no additional benefits from those pacts,
Youare never ar risk of making a poor pact with your patron
vestige.

Vestige's Protection (Su): When you attain 2nd level, your
relationship with your parron yestige deepens, prompting
itto take steps to ensure your protection: As a swift action,
you cah acquire an insight bonus o your Armor Class equal
to yaur Charisma bonus (minimum 1). The same bonus also
applies on vour Reflex saves. Both of these benefits last for 1
round. Once you use this ability. you cannot do so again for
5 rounds

Vestige's Protection Aura(Su): When youattain 3vd level,
your patron vestige extends its protecrion to all creatures
adjacent to vou whom you designate ss friends. Whenever
you activate your vestige's protection class fearure, those
benefitsapply 1o all designared allies adjacent ro you,

Vestige's Power (Su): At 4th level, you can draw upon
the power af your patron vestige to augment your fighring
abilities as a swift action. You gaina 42 bonus o Strength, a
+2 bantis to Constitution, a +10-foot bonus to your base land
speed, and a +4 bonus on Will saves for 1 round. Once you
have used this abiliry, you cannot do so again for 5 rounds,

Apotheosis (Su): Ar 5th level, vour type changes 1o out-
sider, and you gain the native subrype (see the perfect self’
monlk class feature on page 42 of the Player's Handbook]. You
also gain damage reducrion 10/magic.

Vestige's Surge (Su): At Sth level, once per day, when you
activate one of your patron vestige's powers, or your vestige's
protection orvestige's pawerclass feature, you can choose to
activate thar ability again immediately rather than waiting
the usual § rounds,

Mulriclass Note: A paladin who becomes a knight of the
sacred seal can continue advancing asa paladin.

PLAYING A KNIGHT OF THE
SACRED SEAL

You bear several important responsibilities—to protect your
patron vestige, to treat it as you would have others crear you,
and to protect athers like yourself, Dedicated to all servants
of the vestiges, you make it your business to face down those
who persecute your kind. A person in your position must
expect treachery ar every turn, so be on the lookout for
suspicious individuals who ask o many questions about
your charge; Oné lapse, and not only is your life on the line,
but 5o are the lives of all those wha share your devotion 1o




‘choosing your patton, you have the nppnmmuy to joind
group called a unit, wherein each knight binds the same ves-
tige as you do. The unit's sharéd appreciation for this vestige
allows its members to buttress their resolve in the face of a
wotld hostile to their beliefs, Most units also work with orher
binders, actingas guardians for the users of pact magic, Each
unirt is'led by 2 commander, who is always the highest-level
knighr of rhe sacred seal in the group, Her word is law, and
the members of her unit serve her without question. The
hierarchy within the unit is rigid, reflecting the depth of
understanding and friendship between an individual knighe
and her parron. If the group grows oo large, it breaks into
two separate units, each with its own commander.

COMBAT

Your patron vestige helps youin combar. The versatility thar
its aid provides allows you to madify your tactics depending
on the opponents you face, In general, you prefer a straight-
up fight rather thanamatch based on subterfuge: You prefer
ta press forward into the thick of enemies, swinging your
weapon with a verve inspired by your patron vestige. Make
sure youselect effective combat feats, such s 8pring Actack,
Improved Critical, and Power Artack, to make the most of
your abilities,

Inaddition to your combat proess, the supernatural abili-
ties bestowed upon you by your vestige provide you with a
good mix of combat options. Your tactics should emphasize
the specific powers ro which you normally have access.

As you artain higher levels in the prestige class, your
patron vestige begins to take an active role in your defense.
The bonus it grants 1o Armor Class and on Reflex saves can
often save yourlife. Eventually, the vestige also extends these
benefits to your allies, making you a central Rgure in any
fght.

When you gain the vestige's powerability, you can suddenly
augrient yout combat prowess in much the same way as the
barbarian can with his rage ability. The speed bonus lets you
take berrer take advantage of flanking opportunities, slip
past your enemies, and destroy thinly protected spellcasters.
Furthermore, the boost o your Constitution remporarily
increases your hit points, thereby improving vour staying
power in combat,

ADVANCEMENT
Units remainwatchful for kindred souls who display anaffin-
ity fora particular vestige and an inclination toward combat
They offer membership only to those they feel would make
effective defenders of their parrons.

Your first level in this prestige class is an indication thac
your chosen vestige and those who already serve it approve
ofyou. As a new knight of the sacred seal, you musi do your
part to stand watch over the enclave or safe house of your
unitand patrol its borders with other new recruits. Yoursisa
martial responsibility, and those associated with you depend
an your skill at arms and yaur r::l:mons!'np with the grnups

1

reack down indepmdem binders with outlooks si
yourown. Onee you reach thar point, you have rime to p Y
your own inrerestsand advenrures in addition to your reg w r
duties. _
Your Sense Motive skill is vical for detecting susp ci
individuals and would-be spies, so keep improying
you attain higher levels. Like other martial characters, ye
should spend your gold primarily ro imprave your weap
and armor, though porions and oils are always useful. Do
neglect combar feats thar can make you a powerful combat
when used with your vestige’s surpe abiliry.

RESOURCES

Membership in a unit offers several benefits, but perbaps the
mast importent s that you always have official help available
when undertaking missions for the commander. Fellow
knights in the same unit have starting artitudes of helpful,
so they pitch inwhenever they can, and all are trained and
capable warriofs.

Inaddition, all knightsof the sacred seal who belong to the
same unit have access toits equipment and cash reserves. The
commander makes loans from the unit's treasury o ensure
her unit’s success in protecring its members’ intereses and
the interests of those they protect. Bur while the knights
have access toa reasonable amount Dl‘l‘unding! their cons:
movement is an expense in itself;so even common items
not always available

KNICHTS OF THE SACRED SEAL
TN THE WORLD

“Bew warriovs ave as honorable as these knights. Ifsq shumet!iﬁ“
we st destroy thent”
—sir Michael Ambrose, wirch slayer

PCs who get involved with pact magic in any form are syre
rorun intoa knight of the sacred seal eventually, The typical
binder safe house employs at least one or twa of these war="
riors, and entire units sometimes hire out as mercena
concealing their abilities from their employers, Such
incognito unit might be gathering intelligence abour
enemy's movements or simply fighting fora cause in whi

its members believe. In general, however, their association
with other users of pact magic makes knights of the sacred
seal good resources for locating reclusive binders.

DAILY LIFE

Each unir develops a code of conduct based on the renes |
important to its parron vestige. Different units—even those
serving the same vestige—might develop markedly different
codes, but one tenet remains the same in any unit: Members
must Jayally protect binders and serve the cause of pact
magic hanarably

A knightof the sacred sealis a rrustee of her patron ve!
Senior members of the nit serve s teachers for the juni




s, inviting them ta embark on the journey toa closer
relationship wirh the patron vestige: Many alsa teach the
arts of war, developing their compatriots’ skills with weap-
onty, armor; and tactics, though such exercises are ahways
secondary to perfecting their understanding of a vestige.
When not serving as instructors, knights protect their safe
houses, libraries, or other enclaves, as well as those of other
pactthagic users,

As the face of the unit, the commander serves as an envoy,
diplomat, recruiter, and politician, She seeks out groups of
binders and pledges the service of the unit o
their enclaves. In addition, she ensures that the
unit has the proper foodstuffs, equipment,
and other resources 1o survive
When a mission arises, the com-
mander determines who goes,
and when the unit must leave 1
sife house, she decides who stays
behmd o ensure [th !hL‘ rest
can escape.

NOTABLES

1n the long and storied
history of the knights of
the sacred seal, no indi-
vidual shinesas brightly
a5 Morgunn, or Brave
Warrior, In the tongue
of dwarves. For many years,
Morgunn hid her abilities
anid the vestige that she had
bound herself w0 because
she knew thart few others
would underseand her dedicarion,
For many years, she lived alone ina
small village of gnomes and dwarvesin
the Stark Mounds—a range of old mouniains
that are now lirtle more than hills

Then the giants came. Boiling out of the higher
peaks, these vicious monsters descended rthe
slopes, bent on conquestand destruction
approached, ropes of drool swinging in time with
their tree-trunk clubs, Morgunn revealed hersel f
for what she was, Throwing off her disguise, she let loose 2
wircry augmented by the force of her vestige and charged the
lead giant in an act of ulrimate courage. The fleei

4
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As they

g village
warriors rallied ar the sight and launched themselves agninst
their attackers. Though the gianes destroyed the village and

*slew all its inhabirants, the legend of Morgunn the Possessed

still rings in'those old hills, and in the hearts and minds of
those who followed in her foorsteps.
r

ANIZATION
PA unit generally consists of five to rwenty members. The
hlghesivlevel knight of the sacred seal inthe gmup assumes

use of pact magic. Unprotected binders might also recruit
units of solitary knights of the sacred seal by monitoring
witch slayer movements. But whether binders and knights
find one another through word of mouth, symparhizers,
or simply luck, they regularly join forces against largee
threats.

Within a unit, the commander has absolute authority.
Beneath her are one to three advisors, called sergeants. each
of whem oversees three to five knights. Promotion is based
on merit—the better a knight's performance; the higher

she climbs in status. Most units have high atrrition
rates, 50 opportunities for advancement always
exist for junior members who display ambition and
dedicarion.
Since all members of 4 given unit bind the same
vestige, {nternal conflict is rare, even berween
characters of differing alignments. A knight
\‘E- [j\: SLICTt‘d 5?2{ [C‘“IJ\“S I'hl:
code ofher unitand adheres ro
its structure, regardless of her
moral or ethical outlook. Thus, a
neutral evil knight mighr serve
Agares alongside a lawful good
knight in the same unit. Bath pro-
tect binders and adhere
to the ideals of rruth and
loyaley that they believe
Agares represents, though
they differ in their means
to that end.
Knights belonging ro differ-
ent units might share a friendly
rivalry, often competing wich one
another to prove their tespective
vestiges better. However, not all
knights of the sacred seal share thissense
ome units
viciously oppose one another due
to longstanding enmity berween
their vestiges—for example, the
hatred berween Karsus and Amon
puts their unitsirrevocably ar odds,
Such opposing knights could find
themselves drawn inta bloody battles on behalf of their
patrons. True wars berween units are rare, however, because
knights of the sacred seal quickly learn to stay away from
those who champion opposing vestiges.

of camaraderie: In fact,

iR,
£ knight
red seal

NPC REACTIONS
Binders are generally friendly toward knights of the sacred
seal, since the nwo proups share 2 common interest, Toward
knights who serve as their guardians, theirattitudes improve
to helpful. However, the rwo groups ¢ould have disparate
views &nd morals that ultimately lead to conflict. In such
cases; the knights and binderstypically part rather than fight




reusual]y tense at best, considering the relarionship
berween the knight and her bound vestige. Anima mages
believe the hatred that the knights bear them is misguided,
but they understand irs source; so they tend to avoid knights
of the sacred seal ar all costs, When forced to interact with
their nemeses, the-anima mages are unfriendly.

Clerics, paladins, and other characters opposed to pact
magic see knights of the sacred seal as perversions, or at least
as confused individuals who dabble in the forbidden. At best,
such characters are unfriendly, bur most tend to be hostile.

KNIGHTS OF THE
SACRED SEAL LORE
Characrers with ranks in Knowledge (history) can research
knights of the sacred seal to learn more about them. Whena
characrer makesaskill check, read or paraphrase the follow-
ing including the information from lower DCs.
DEC 10: Knights of the sacred seal belong 1o an esoteric
order of warriors enhanced with otherworldly power.
DC 15: The source of their power comes from a particular spiit
called a vestige, with which they forge 1 deep relationship.
DC 20: Binders often employ knights of the sacred seal as
guardians for their enclaves, Where you find a knight of the
sacred seal, you're bound to find a binder.

KNIGHTS OF THE SACRED SEAL

IN THE CAME
How you inrroduce pact magic into your game best derer-
mines how 1o incorporate this prestige class into an ongoing
campaign. Because knights of the sacred seal are secretive
by necessiry; you could simply decide thar they have had a
presence in your campaign all along bur pperated beneath
the norice of the autherities.

Players wha like the features of the paladin class but nor
its alignment can turn to this prestige class to get the best
of both worlds. A PC knight of the sacred seal is at her best
when paired with another character, preferably a binder.
The interaction berween protector and protected creates
excellent opportunities for roleplaying. If you have a knight
of the sacred seal in your game, be sure to provide plenty of
apportunities for her to express her devorion and dedication
to her bound vestige and its particular agenda.

ADAPTATION
Binders and knights of the sacred seal need rior hive sucha
close connection, Perhaps the knights of the sacred sealare
more militant in their approach to pact magic—or maybe
they actively oppose witch slayers, talking the battle directly
to their oppressors,

Evenifyou don'tuse pact magic in your campaign, you can
still utilize this class. Instead of binding o vestige, perhaps
a knight of the sacred seal voluntarily accepts possession by
& ghnsr or a hend. Such an artangement changes the typical
l.gnmem of thisclass 1o evil, unless you use the guidelines
:eseutgdjn Ghastwall,

seal, decide first what her code is and whether or not sl
works with a unit: Beyond those considerations; the nia
of her patron vestige should make a dramaric differe
how the knight interacts with others. Forexample, ale
devoted 1o Aym might crusade against greed, adoprave
poverty; and help the pooron a regular basis, while a
devored to Focalor might seek to comfort the grieving
addition to protecting binders.

EL 9: Ordered by herunir tostay behind, Kybrinis fig
off a group of six paladins sent by the Order of Seropaeni
when the PCs encounter her. Her foes are bent on destrop
ing the knights simply because the latter are users of pact’
magic,

CR9

KyBRIN
Female dwarf binder 7/knight of the sacred seal 2
LN Medium humanoid
Init -1; Senses darkvision 60 ft., Listen +1, Spot +1
Languages Common, Dwarven; empathic link, true speech

AC 22, touch 10, flat-footed 22; +4 against giants

hp 73 (9 HD); fast healifig 1

Immune disease, fear, poison

Resist slippery mind, stability (+4 against bull rush and
trip)

Fort +12 (+14 against poison), Ref+2, Will +7; +2 on saves
against spells and spell-like effects

Speed 20 ft. (4 squares)

Melee +1 heavy mace +13/+8 (1d2+3) or

Melee +1 heavy crossbow +9 (1d10+1/19-20)

Base Atk <7; Grp +9

Atk Options +1 on attacks against orcs and goblinoids,
aligned strike (lawful), earth and air mastery, Improved -
Sunder, Power Attack, vestige's protection +2

Special Actions earthshaking step once/5 rounds (DC 17),
elemental cornpanion {Small), healing gift (1 or 1d8+9
as a full-round action) 1

Combat Gear 2 pations of cure moderate wounds

Vestiges Typically Bound (EBL 9th, binding check 'Idll}-iv'l]j:-
Agares, Buer

Abilities Str 14, Dex 8, Con 16, Int 10, Wis 12, Cha 14

SQ Buer's knowledge, Buer's purity, delay diseases and
poisons, pact augmentation (+2 on attack rolls).
patron vestige (Agares), soul binding (2 vestiges,
4th level), stonecunning (PH 15), suppress sign

Feats Cleave, Improved Sunder, Negotiator®, Power Attack,
Track®, Weapon Focus (heavy mace)

Skills Appraise +0 (+2 stoneworking or metalworking),
Diplomacy +11, Gather Information +5, Heal +5,
Jump —4, Knowledge (nature) +4, Knowledge
{the planes) +5, Ride +1, Sense Motive +7, Spellcraft +1,
Survival +5 (+7 an other planes)

Possessions combat gear plus =1 full plate, +1 heavp
steel shield, +1 heavy mace, +1 heayy crosshow-with
10 silver bolts, ring of protection +1, cloak of
resistance +1, 15 gp




ON OF DANTALION
e Tight'of fhe Star Emperoy guides me,. His blood vuns i my
veins, and Liam one of his pringes.”
— Breven Hulstoff, human binder

‘Scions of Danralion trace their lineage o an ancient, long-
fargotten human empire—a civilization in which justice,
lave, and art reigned supreme. They maintain that the rulers
of this realm led their people to such a height of beauty and
righteousness that chey tivaled the stars of the heavensin the
awe they could inspire. The gods saw their accomplishments
and grew envious, In their jealous rage, they destrayed the
empite and cursed its nobility, decrecing that no one from
that line could ever join them in the afterlife,

Scions of Dantalion believe themselves to be part of this
line, cursed by the gods but hlessed by association with
Dantalion, the vestige that is the conglomeration of all their
ancestors’ souls. The scions believe thar their destiny is 1o
oneday rake up the crown, bear the sceprer of rulership, and
rebuild the empire that could vival the stars.

'BECOMING A SCION

'OF DANTALION
A scion of Dantalion must be able to bind Dantalion. Since
Knowledge (nobility and royalty) is a cross-class skill for
binders, a level of bard, wizard, ov'paladin eases entry but
slows progression in the binder class, thereby delaying the
canslidare’s contact with Dantalion, Thus, a candidate with
a high enough Inrelligence score to gain more than 2 skill
‘points per level should remain a binder and simply devore
cross-class skill points 1o Knowledge (nability and royalry)
“A binder who manages to gain extra ranks in Knowledge
(nobility and royalty) might wantto take enough 1o gain the
+2 syniergy bonus on Diplomacy checks

ENTRY REQUIREMENTS
Race: Half-elf, half-orc, or human
“Skill: Knowledge (nability and royalty) 2 ranks
Special: Ability ta bind Dantalion

ASS FEATURES

Dantalion favors his scions above all others, When you make
-~ dpact with Dantalion, the abilities he grants become more
* potent, and you gain additional powers as well—some of which
you can use even when you are nor bound to Dantalion,
Soul Binding: At each scion of Dantalion level, your soul
binding ability improves as if you had also gained a level in
Cthe hinder class. Thus, your scion of Dantalion levels and
binderlevelsstack for the purpose of derermining your bonus
“oi binding checks, the effectiveness of your vestige-granted
ibilities, vour ability 1o bind higher-level vestiges, and the
number of vestiges you can bind. You do not, however, gain
other benefira binder would have gained.
Favored of Dantalion (Ex): You need never worryabout
ig to Dantalion’s influence because youautonati-

him. You can hide or show Dantalion’s sign as desived, as
thongh you possessed the suppress sign class feature (see
page 11).

With each new level you take in the scion of Dantalion
prestige class, Dantalion's seal (see page 28) includes another
face. Thus, the sign appears as two vestigial faces on yourtorso
at 15t level and as six faces at 5th level, When you activate an
ability granted by Dantalion or by the scion of Dantalion
prestige class, the eyes and mouths of the faces briefly open
to reveal distant stars ser in darkness.

Scholarship of Dantalion ($u): Your connection to Dan-
talion gives you occasional flashes of insighr into » vaviety
of topics. Once per day per scion of Dantalion level, you can
reroll any Knowledge check you just made. You must abide
by the result of the reroll. even if its worse than the original
l‘l‘n\

Improved Read Thoughts (Su): At 2nd level, whenever
you use the read thoughts ability granted by Danralion, vou
gain full knowledge of the target’s surface thoughis on the
first round of concentrarion, assuming that it fails its Will
save. Normally, you know its surface thoughrs only after 3
rotnds of concentration. Once you have used this abiliry,
you cannat do so again for 5 rounds.

Swift Awe of Dantalion (Su): Beginning ar 2nd level,
YOu can activdte your awe Dl’ U:m(.'llmn ;Ibih[\' asa F“’”’!
action instead of 2 move acrion whenever you are bound 10
that vestige. Onee you have used this ability, you cannot do
so again for 5 rounds,

Overwhelming Thoughts (Su): Beginning at 3rd level,
yourcan choose to overwhelm the thoughts of any creature
you target with the tead thoughts ability granted by Dan-
talion. As a standard action, you send your thoughts out 1o
asingle creature whose thoughts you ate teading (so it has
already fuiled its Will save against yourread thoughts ability),
farcing it to succeed on a Will save (DG 10+ 1/2 your effecrive
binder level + your Cha modifier) or be dazed for 1d4 rounds,
During this time, you can maintain concentration on your
read thoughrs ability and, 252 move action, continue to read
the thoughts of 4 creature you have dazed on subsequent
rounds. A successful save allows the creature to break free
ofyour thought reading

Dantalion’s Glare (Su): From 4th level on, you can use
4 standand acrion to intensify Dantalion’s sign and glare
through its eyes, The starry voids in the eyes of Dantalion’s
sign blaze forth with the brightness of an exploding star,
affecting all creatires ina 30-foot cone. Every crearure within
thisares must succeed on a Fortitude save (NE 10 + 1/2 your
effective binder level + your Cha modifier} or be blinded for
1d4 rounds

You must be showing ar least one face of Dantalion’s sign
to use thisability. 1f the face is hidden benearh clothing, you
can reveal it asa free scrion that does not provoke attacks of
apportunity, so long as you have a hand free. Lf the face is
hidden beneath armor, you must liave o free hand and usea
standard action to reveal the sign. Doing so provakes attacks
ofi oppm:tunfry, and you take -2 penalty to AC while reveal-




you can use the thought travel ability granted by Dantalion
a5 2 move dction.

Read Multiple Thoughts (Su): When you attain Sth level,
the increased strength of your connection with Dantalion
allows you to simultaneously target a number of crestures
equal to your Charismainodifier (minimum 2) with the read
thoughts ability granted by Dansalion, Each of the targets
must be within range (5 feet per effective binder level). You
can use this ability in combination with either your improved
read thoughts o your overwhelming thoughts class feature,
o both,

PLAYING A SCION OF DANTALION

You are part of a truly grear voyal lineage: The human kings
and queens of roday are but pale refléctions of your ancestors,
who ruled overa celestial empire so magnificent thareven the
gods cotld not bear its brilliance. The curse invoked upon
your line by those same deiries prevents you from joining
them in the afterlife: Instead, when you die, you will join
Dantalion, the conglomeration of all the souls in your line
Yetdestiny offers you a reprieve; One day, the scions of Dan-
talion will rebuild the celestial empire and free Dantalion
from the prison of his vestige nature.

Because scionsof Dantalion are all members afan exrended
royal family, your lellow scions deserve great respect and good
treatment from you. Some seions claim closer relarionships
to the celestial royalry than others, bur such assertions are
largely meaningless. The one important fact is that ather
scions of Dantalion belong to the same legacy as you do; and
are likewise committed to guiding humanity toward truth,
justice, and unity. One day, your efforts, and those of scions
like you, will allow all people to understand the essential
righteousness of knowledge, art, and equality among humans,
and the celestial empire can rise again. Unril that day, you
must lead by example, proving your nobility by your good
works and steady guidance.

COMBAT
As 3 low-level scion of Dantalion, you can benefit from the
same tactics as any other binder who makes a pact with that
westige. In particular, you can use your thought tavel abiliry o

TaBLE 1-5: THE ScioN OF DANTALION Hit Die: o8
Base

Attack Fort will

ok i opportiniry.
you hiave access to the swift awe of Dantalion ability, whicl
catt be quite useful in protecting yourself from harm. -

As you grow in power, yout improved read lhuughm"gmﬂ
overwhelming thoughts abilities come into play. By jﬁ =
ciously combining the use of these powers, you can neutra
a powerfulfoe—perhaps long enough for you and your
to achieve victory:

At high levels, vou can use improved thought rravel &
appear amid distant foes, Once there, you can blind them with
Dantalion’s glare, Finally, the pinnacle ability improves voug
read thoughts and overwhelm thoughts abilities by allowing
you to affece muliple foeswith them. )

ADVANCEMENT

As you advance, be sure to devote some of your resources o
increasing your Charisma score. Doingsoimproves the saving
throw DCs of the offensive abilities granted by the scion of

Dantalion prestige class;as well as many abilities granted by

ather vestiges. When you reach the point at which you can

bind multiple vestiges, consider your favored combat strate gy
when selecring a second vestige, Dantalion offers a good mix

of abiliries that can be useful in both combat and noncombat

encotnters, but he does nor provide heightened damage-deal-
ing powers or exemplary defensive capabilities. 1fyou like

the idea of confounding foes so that your friends can mop.

them up, chovse another vestige that gives you the power o
hamper enemies in a different way. Ifyou enjoy wading into)
the thick ofbattle and taking down your foes, be sure to pick

avestige that grants you extra melee damage. Ifyou're happy
with Dantalion’s abilities but-want a betrer defense, selecta®
vestige that will give you extra protection.

RESOURCES
The fact that scions share 1 common plighr and destiny causes,
them 1o treat one another like family, Thus, you canexpes
u helpful attirude from another scion, even one of radicall
different secial class or outleok, Scions generally provide oné
another with hospitality and aid of whatever kind they an
muster. A fellow scion who believes in your personal goals
might go to almost any lengths to aid you, but if your goals
seem at odds with establishing the celestial empire, a bitte
rivalry.can result.

Bonus Save
+0 32
+1 +3
+2 +3
& +4

S =4

Special

F:wo:ed of Dantalion, scholarship of Dantalion, soul binding +1
Improved read thoughts, soul binding 42, swift awe of Dantalion
Overwhelming thoughts, soul binding +3

Dangalion’s glare, improved thought travel, soul binding <4
Reaéf-multip?é thatights, soul binding +5

Class Skills (2 + Int modifier per level): Bluff, Cancentration, Craft, Diplomacy, Gather Infarmation. Intimidate, Knowledge

any), Profession, Sense Motive, Speak Language.




SCIONS OF DANTALION

IN THE WORLD

“Sanctimpnious madmen, thewhole Totaf em. Htimans never hail
weelestial empive. Stll, you caw't say Dantalion doesi('t favor them
Hr gives s scions moye power-than he'll granf-me!

—Morden, dwarl binder

The scions of Dantalion present enor-
motis roleplaying potential. With their
magnanimous goals of educating and
unifying humanity, they can give binders
1 more sympathetic face in the campaign
world, At the same time, their belief in
thieir own nobility and their desire to steer
other people toward a destiny only they
perceive are often viewed as disturbing
and threatening.

Most
Idea that other humans and even
halt-humans might also be seions who
deserve Danralion’s favor and the
chance at rulership of the celestial
empire, bur this artitude is coun-
terbalanced by their myopic focus
on the plight of humans. Ar their

cions remdin open (o the

best, scions can be forces of amazing
beneficence; at their worst, they can
take theirfervor for aiding humans to
horrific extremes

DAILY LIFE
Sctons of Dantalion gener
ally learn of their heritage
and destiny in one of
twe ways. A character
who is already a binder
might learn of Dants-
lion's legend and feel a
special resonance wirh it, or a scion of Danralion mighs
notice a quality of nobiliry in another human (or half-
human) and draw that person into bioth pact magic and
the “family” of Danralion’s celestial empire. Regardless of
how scions of Dantalion come to embrace their beliefs
most seek our other members of their “family

Bre Huls

at some
point and join forces with them, Members of this prestige
‘elass share the common goal of elevating and unifying
humanity, although they might differ in their means of
aceomplishing that end. Because of this mutual goal, rhey
tend ta be more organized and more likely to work te
than other binders are.

On a day-to-day basis, scions of Dantalion attempt o
sadvance the interests of human communir
ing and sustaining security, prosperity, and quality of life
for humans, they hope to return humanity to the greatness
of the past. Scions of Dantalion alse support activities tha

% ‘unify disparate buman groups, be they humans of differear

nationsorjust neighborhoods, The different means by which
thay approach their goals can cause scions to come into
conflict with one another. but should such disagreements
come 1o blows, scions typically resolve them through duels
witnessed by their fellows, in the ancient dueling tradition
of the nobility.

NOTABLES
Scions of Dantalion aften relate tales of
other scions' exploits to one another; and
no name comes up more of ten than Breven
Hulstoff. The influence Breven has man-
aged 1o gather impresses other scions of
Dantalion, and he maintains 3 sterling
reputation for courtesy and honor, However,
like many other scions, he is more

than he seems.

Breven Hulstoff worked as a
palace guard until he meta woman
who claimed to be a seion of Dan-
talion. After she showed Breven

the secrets of pact magic, he

grew convinced of his

own relationship 1o the

ancient rovalty of the

celestial empire. Even-

tually, Breven left the

palace guard on good

ferms fto pursue pact

magic. Years later, he

returned ro help his

kingdom in a time of

trouble Breven swifily

worked his way upin the

ranks of the guard with

the aid of his powers,

crushing anyone who

stoed in hiswayand jus-

ritying his actions with the iden thar he was acting on behalf
of humanity. Now Breven acts as the queen's personal guard

man, scion of Distall

and advisor, He is also secretly her lover and Breven hopes to
cement thar relationship with mavriage ar some point. Unfor-
tunately for him, the king yet lives.

ORCGANIZATION

Scions of Dantalion are somewhat estranged from athers who

pursue pact magic. Theirexistence as outcastsamong outcasts
tends 1o draw them into closer bonds with one another. Thus,
although scions rarely have any official organizational struc-
ture, they often meet in small groups 1o work toward some
larger goal in secrer. Individual scions bring their talents and
those'of their attendants and allies to the project, creating a
loose nerwork of varied foll. The differing attitudes of the
people that can be involved in such a group aften makes
cohesive effort difficult, butar times, the blend provides the
perfect tools for accomplishing the goal.




fuﬂx react to scions of Dantalion ‘the same way they
react to binders becatise they see lirtle difference between the
two. Humans might take issuewith the sclons' assertion thar
their bloodline will ane day rule the race, bur just as many ere
likely to appreciate the image of the past and future celestial
empire: Those who favor the scions! message of justice, educs-
tion, and equality in human communities probably have a
friendly attitude toward scions of Dantalion,

Like all binders, scions of Dantalion can encounter trouble
with teligious organizations, but local leaders and their sar-
vants are often unfriendly or hostile to them as well. After
all, the future celestinl empire will rest upon the bones of
current nations, no marter how noble the means of achieving
it might be.

Scions of Dantalion havea peculiarrelationship with kar
sites (see page 84). Both claim to be descended from human
rulers of a great empire, and hath claim o be destined ro rule
humanity. This similacity of beliefs can bring scions and kar-
sites into conflict, butit can also bring them together. Indeed,
some karsites are also scio
with karsites believe that Karsus's country was the celestial
‘empire, and that thevare the descendants of thar society’s
ruling caste. Such scions oppose deities both far throwing
down Karsus and for destroying the wondroussociety their
ancestors buile.

Maost scions of Dantalion, however, rejéct this idea thar
Karsus's couniry was the celestial empire. They see their
roles less as rulers of humanity than as stewards of the
celestial empire's grace. They don't oppose spellcasters or the
gods; they want 1o show the gods respect while rebuilding
an empire that honors borh humans and deities, Scions of
‘Dantalion accept thar many othér humans and halFhumans
might be members of their “family” whether ornot they show
the signs. Affter all, # scion typically has numerous blood
relations who do net practice pact magic and thus bear no
signs of Dantalion's favoratall, Karsites, on the orher hand,
believe that only those who look like them and have their
abilities are destined 1o rule,

of Dantalion. Seions whowerk

SCION OF DANTALION LORE
Characters with ranks in Knowledge (arcana), Knowledge
{nability and royalty), Knowledge (the planes), or Knowledge
(religion) can research the scions of Dantalion to learn more
about them. When a character makes u skill check, read or
paraphrase the following, including the information from
lower DCs. Each of the DCs below increases by 5 for Knowledge

(nobility and royalty) and Knowledge (the planes) checks.

DC 15: Some powerful binders call themselves scions
of Dantalion. Dantalion is one of the strange spirits they
contact,

DC 20: Scions of Dantalion gain greater power from Dan-
talion than the average binder does. They believe they receive
this benefir because they are descended from the royaley of

 some ancientempire, and that theywill one day rebuild and

)
and mave just by thinking. You will know one by the
he carries on his torso, Beware of them. The faces can shi
you stars that blind you.

DC 30: Characters who achieve this level of success
learn important details abour the activities of a specificsel
of Danralion.

SCIONS OF DANTALION
N THE CAME

Scions of Dantalion are best introduced to the campaig
after your players are at least somewhat familiar with the
concept of pact magic. Uf you first establish the norm fora
pacrmagic user (that is, a binder), the différences displayed”
by members of this prestige class will be all the more obvi-
ous anid meaningful.

Eswublishing anorm also helpsa player have more fun witha
scion of Dintalion as a player character. Give the scion's player
roleplaying and story support by providing opportuniriesfor
the characterto betrerthe plight of humaniry. Such opportu-
nities need not focus solely on the scion character; a mission!
to slay @ marauding dragon also serves the humans of rhe &
region by ensuring their safety. 1f you want to provide satne
roleplaving tension, offer the scion playeran opportunity o
hielp humans in a way that might harm some other humanoid
race. Another scion already involved in such a mission might
even seek the PC scion’s aid in accomplishing his goal.

ADAPTATION
The seion of Dantalion prestige class was designed for humans
because of Dantalion's legend, but a small change in thgt:
legend could easily open the class toany race. Dantalion could!
just as easily wear elven faces, for example, orif the cele:.nn_ﬂ,
empire was populated by all kinds of creatures, many racess
might be represented in his visage.

SAMPLE ENCOUNTER
NPCscions of Damalion can essily fill either heroic orvi -
ousroles inyour campaign. For example, a scion of Dantalion®
might serve as a patron to the player characters, offeri
them rewards for service and helping them to aid humsn®
communities. Such a patcon might nor reveal hisallegianceto
Dantalion orhis philosophy until he has established 4 stronj
bond of trust with the PCs. Such 2 parron could even be v
but trear the PCs very well until they refuse an assignment.
that seems immaoral.

EL 15: Breven Hulstoff (see Notshles, sbove) makesa grear
NPC patron for PCs. His extensive knowledge andconnection:
to the royal family makes him a useful contact and a poweis
ful benefactor. However, he can also act against the PCs fiom
behind the scenes. Depending on the situation at hand, he
could use his influence with the queen o declare the PCs
outlaws, orwith the courts to have them convicted on rumped=
up charges, orwith the prison by relessing criminalswhoare
likely to work against PC interests: Because he keeps his use
of pact magic secret, he is loarh o display Dantalion’s sign.




.comlm Breven prefers to let others do most of the
ﬁghrmg. He begins a fight by using improved read thoughts,
ollowed byempowered overwhelming thoughts to stun his
[oes for 4 rounds. Next, he targets 4 foe that wasn't stunned
with phantasmal killer, using the Sudden Ability Focus feat to
inerease the save DC. Breven then moves toattack a stunned
foe, using phantasmal killer when possible and flesing by
means of thought travel and incorporeal movement should
he take too much damage.

BREVEN HuLSTOFF CR 15
~ Male human fighter 2/binder 10/scion of Dantalion 3
NE Medium humancid
Init +1; Senses Listen +1, Spot +1
Languages Common, Elven

AC 26, touch 12, flat-footed 25
hp 118 {15 HD); DR 1/—
Immune detection of thoughts or ematians, fear, mind-
affecting spells and abilities
Resist slippery mind
. Fort +19, Ref <8, Will +12

* Speed 20 ft. (4 squares)

Melee +1 frost longsword +18/+13/+8 (1d8+5/19-20 plus
1d6 cold) or

Meles dagger +16/+11/+6 (1d4+4/19-20)

Ranged mwk camposite longbow +14/+9/+4 (1d8+4/x3)

Base Atk +11; Grp +15

Atk Options Cleave, Power Attack

Special Actions Empower Superiatural Ability, Extend
Supernatural Ability, improved read thoughts once/5
rounds (65 ft.. Will DT 20 negates), major image once /5
rounds (Will DC 20 negates), overwhelming thoughts
(Will DC 20 negates), phantasmal killer once/S rounds
(130 ft., Wifl DC 20, Fort DC 20), Sudden Ability Focus,
Swift awe of Danltalion ance/5 rounds, thought travel
once/5 rounds (65 ft)

" Combat Gear potion of cure serious wounds

“Rise again, Lord of the Outer Dark. Stand astride the barrievs

of ife and death, of Heaven and Hell, and fake vp thy mantle as
stayer—and king—of gods."

—Suvas I'hond, former priest of Vecna,

now a Tenebrous apostate

No other vestige is quite like Tenebrous. The remnant of the
divinity once possessed by Orcus, Tenebrous is perhaps the
only vestige still worshiped in some places as a god, and s0
tightly bound to a living—if not mortal—being. This unique
status grants Tenebrous the ability to manipulate the world
in ways that other vestiges cannor

Some Tenebrous apostates revere Orcus, seeing Tenebrous
4s part of their sundered god and the seed from which he
will one day sprour anew, Others see the corpulent fiend as
the embodiment of Tenebrous's downfall. These followers
believe that Tenebrous is a separate deity who artempted o
manifest through Oreus, enly to be laid low when the demon
proved unworrhy.

BECOMING A TENEBROUS
APOSTATE

1 you have sufficient mental fortitude and lack of seruples o
devore yoursel[to a former demon god, you might qualify to
join the ranks of Tenebrous's disciples. The vast majority of
Tenebrous apostates are multiclass binder/clerics, though a
rare few are binder/blackguards. Charisma is the key ability
foraTenebrousapostare, since it influences many class abili-
ties. Wisdom and Constitution are also important because
they affect divine spells and hit points, respectively,

EN'mr REQUIREMENTS
Any nongood

 Vestiges Typically Bound (EBL 13th, binding check
1d20421): Dantalion, Haures

. Abilities Str 18, Dex 12, Con 18, Int 12, Wis 8, Cha 19

- SQ Dantalion knows, favored of Dantalion, inaccessible
mind, incorpareal movement, pact augmentation (DR
1/—, -1 insight bonus to AC, +] insight bonus an attack
tolls), scholarship of Dantalion, soul binding (2
vestiges, 6th level), suppress sign

' Feats Alertness, Cleave®, Empower Supernatural Ability,
Extand Supernatural Ability, Improved Sunder,
Persuasive, Power Attack®, Shilled Pact Making",
Stdden Ability Focus, Weapon Focus (longsword)

Skills BIuff +13, Diplomacy +14, Disguise +4 (+6 acting),
Intimidate +15, Jump -4, Knowledge (arcana) +17,
Knowledge (nobility and royalty) +23, Knowledge
(teligion) +17, Knowledge (the planes) <18, Listen +1,
Ride +5, Sense Motive +8, Spot <1

Possessions combat gear plus +2 full plate, +2 heavy steel

shield, +1 frost longsword, masterwork composite

longbow (+4 Str bonus) with 20 arraws, amulet of health

+2, belt of giant strength +4, gloves of Dexterity +2, cloak

of resistanice +3, dagger, 105 gp

sklls: Knewledge (religion) 5 ranks, Knowledge (the
planes) 8 ranks

Special: Ability to bind Tenebrous

Special: Ability to turn er rebuke undead

Special: Must warship Tenebros as a god

CLASS FEATURES
As a servant of Tenebrous, you gain power over darkness
and undeath.

Spellcasting: At cach level beyond tst, vou gain new spells
per day and an increase in caster level (and spells known,
if applicable) as il you had also gained a level in a divine
spellcasting class 10 which you belonged before adding the
prestige class level. You do not, however, gain any other
benefit a character of thar class would have gained. 1f you
had more than one divine spellcasting class before becom-
ing a Tenebrous apostate, you must decide to which class to
add each level forthe purpose of derermining spells per day,
caster level, and spells known.

Soul Binding: At each Tenchrous apostate level beyond
ist, yaur soul binding ability improves as if you had also

binder class. Your Tenebrous apostate
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sand binder levels stack for the purpose of derermining

“yourbonus on binding checks. the effectiveness of your vestige:

granted abilities, yourability ro bind higher-level vestiges, and
the number of vestiges vou can bind. You do nor, however, gain
any other benefita binder would have gained.

Eternal Bondage (Ex): You no longer need 1o summon
Tenebrous every day; you are bound to him constantly. You
cannot chaose to bind adifferent vestige in his pluce, How-
ever; you canstill attempta
binding check each day o
negare his influence

Tenebrous's Rebuke
(Su): When you use the
turn or rebuke undead
ability granted by Ten-
ebrous; your connection
to your dark master allows
you to channel the energy
in a unigue way, You can
use a turn ateempt to deal
1d6 points of damage per
effécrive turning level you
po to every undead
creature within 30 feet
Each alfected undead can
attempra Will save (DC 10
+ your efféctive turning
level + your Cha modifier)
for half damage.

If you use a rebuke

attempt, each wundead
within 30 feer is instead
cured of 1dé points of
damage per effecrive rurn
ing level. Thiseffecroccurs
instead of the normal result
ofa turn or rebuke attempt.
You can still use these
furn attempts in conjunc-
tion with divine feats, as
normal

Visage of the Dead (Su): Whe
body begins to resemble that of an undead creature. Yourskin
darkens, appearing dusky and shadowy in dim illumination
and corpse-gray in bright light, and you lose roughly half your
body weight. Because of these changes, you gain
bonus to Armor Class and a +1 circumstance bonus ofi Escape
Artist and Intimidate checks. Furthermore, mindless undead
believe you ro be one of them and do not attack you excepi
in self-defense, or when ordered to do so by their creator

Destroy/Empower Undead (Su): At 3rd level, vou gain
additional power over mindless undead. You can use rwo furn
or rebuke attempts as a single standard action, each dealing
{or healing} damage as per the Tenebrous's rebuke abiliry
{see above), excepr tharthe damage applies only ro mindless
undead

form yourself iheo pure datkness once per day. This abilj
funcrions like the umbral body shadow magic mystery (see
page 152}, You can remain in this form fora number of rounds
equal to rwice your Tenebrous apostate level or return ta your
normal form early asa swift action, Once you return 1o physs
cal form, vou cannotuse this ability again for 5 rounds.
Blast of the Void (Su): When you attain sth level, yout
<an use a turn or I'P'nu.kb
attempt to deal {d8 points
of damage per effective
turning level to every
living creature within 8
30-foot cone. This abilicy
is usable once per day.

EX-TENEBROUS
APOSTATES

I l‘.‘tjll ever cease [0 revere
Tenebrous asa god, you lose
vour Tenebrous apostare
class [features as well as
most of your cleric class
fearures, if any (see Ex
Clerics, page 33 of the
Player's Handbook)

PLAYING A
TENEBROUS
APOSTATE

You are commitied to

returning Tenebrous to

diviniry, While you might

not spend every waking

hour furthering this

agenda, it dominates youe

raking precedence over

all other matters, You might

serve and worship alone, or

partof a rare Tenebr wshiping cult, or within aculeof
s that seeks to return the demon prince to godhood.

Howeveryou choose to serve, you must hide what you are

from everyone except other worshipers of your patron. i

the greater world, those who would not hate you for being

a binder would certainly persecute you for your chaice of

ik FiedR  Ae ~ .

TENEBROUS AS A GOD
Although Tenebrous. exists only as a vestige, clerics wha
worship him receive spells from somewhere. Perhaps the
remnants of his divinity are sufficient that he can still grant
perhaps the spells come from some other saurce
as the spells “granted” by demon lords do). His elerics
have access to the Chaos, Death, Evil, and Trickery domaing.
As a deity, consider Tenebrous to be neutral evil.




LE 1-6: THE TENEBROUS APOSTATE HiT Die: 8
Base

Attack Fort Ref
Bonus  Save
Lo

Will

—+3

+1 | d\ng +1,v agenf

= | Destioyfermpower indead, solil binding 42
+3 Soul binding +3, urnbral body
3 2 Blaste t!mmfd <oul binding +4

Spellcasting

+1 level of existing divine spellcasllng class

+1 |evel of existing diving spellcastiri class.
1 level ofemstmg divine spellcasting class

+1 level of existing divine spelleasting class

Class Skills (2 + Int modifier per level); Bluff, Concentration, Craft, Diplomacy, Gather Information, Intimidate, Knowledge
{arcana), Knowledge (history), Knowledge (the planes),

patron. This wide-ranging persecurion might cause you to
resent others and even seel vengeance upon them,

Lf you are a member of a Tenebrous cult, your ranl is
probably based on experience and prior service to the sect.
Considering how small such cults are, however, rank might
hald litrle meaning, since you're one of probably only a hand-
Ful of people.

COMBAT
Upon becoming a Tenebrous apostate, your best strategy is 1o
either hang baclc and use your spells to aid yourallies, or select
4 lightly armored foe. close swiftly, and bring your rarget
“down quickly in melee combat. As you advance in the prestige
class, you gain much greater power over undead, and your
abilities rival those of single-classed clerics of comparable
character level with respect to mindless undead. When you

reach the pinnacle of your abilities as a Tenebrous apostate,

" Wou can engage foes with little risk because your umbral
body form offers both protection from physical attacks and
‘unparalleled mobility.

DVANCEMENT
You might have come to this prestige elass through member-
‘ship in an Orcus sect or a cult of Tenebrous, or you might
imply have discovered thesecret narure of this vestige while
rogressing as & binder. [f you belong to a sect dedicated to
‘either Orcus or Tenebrous, you begin yourservice by serving
‘s the eyes of your cult in other organizations and communi-
ties. At higher levels, you could become an enforcer for your
sect, or even a seeker of ancient lore.

As you attain higher levels, focus on improving your
\Charisma score, but don't neglect your Wisdom score elther.
Study which monsters make the best skeletons and zom-

es—not merely from a combar perspective, but also in terms

tealth or speed. Your ability to control and possess such
ereatitres opens up a wide range of strategic and ractical pos-
sibilities for you. When you select skills and spells, consider
focusing on those that enhance your deceprive abilities, such
‘a5 Bluff and anti-divination spells, since you cannot afford
o be exposed as 4 Tenehrous apostate,

aps the greatest resoutce others in your sectcan offer you
ssupportand companionship. Everyone else in the world is

Knowledge (religion), Profession, Sense Motive.

likely 1o hate you if they ever learn what you really are, so your
compatriots within the cult might be your only allies.

Consider acquiring equipment thataids you in hiding your
true allegianee, augments your abiiliry to command undead, or
offers you some long-range offensive capability. In addition,
try toacquire some magical protection and decent weaponry
so that melee becomes a viable choice for you.

TENEBROUS APOSTATES
IN THE WORLD
“They sell theirsouls not merely to n dark god, but lo a false ane, 1
can think of no allegiance more vile”
—Jozan, adventuring cleric and servant of Pelor

A Tenebrous apostate can help intraduce the backstory of
Oreus and Tenebrous into your campuign, perhaps etting
up his divine resurrection as a future plotline, Even if you
have no intention of desighing an adventure around this
vestige, a Tenebrous apostate serves as @ wonderful foil for
other binders, Even the binder, so widely hated and feared
himself has reason to hate and fear the Tenebrous apostate,
This character should seem quite alien ro the PCs because it
combines the abilities of two classes normally considered 1o
bearodds, Finally, an apostate’s powers and patron prove that
even the most experienced binder does not truly tinderstand
the nature of the vestiges with which he deals.

DAILY LIFE

Daily life for most Tenebrous apostates resembles that of
the ordinary people around them. Since they cannot allow
others (particularly civil and religious authorities) to find
out that they are binders, let alone o which vestige they
are constantly bound, they make every effort ro behave like
their neighbors, Rites to revere Tenebrous are held in secret,
often hidden chambers ar underground complexes. Only in
the most depraved societies—those in which entities such
as Orcus are already worshiped openly—do followers of
Tenebrous make themselves known.

Tenebrous apostates who manage to seize political power
usually make horrific dicratars. Such leaders advance their
agendas by enslaving the people and forcing them to work
for the benefit of Tenebrous's cult. The most rroublesome
are sacrificed and converted into tireless undead workers
and soldiers. No non-evil rulers who adhere o the




Within the vanks of the Tenebrous apostates, three names
stand out. The firstisSuvas I'hond, 2 convert from the worship
of Yecna wha now leads 4 sizable Tenebrous cult. The second
is Urluran Kafael, a powerful ghoul. Though she belongs tono
sect, she is perhaps the greatest undead Tenebrous apostate,
The third is the mysterious' Luxx, who remains an enigma,
Legend has painted him as an orc, 4n elf, a hobgoblin, or an
ugly human, depending on the teller. Whatever his irve race,
L is said to have risen through the ranks of several Ten-
ebrous cultsand destroyed them'all from within. Despite this
history; he maintains his abilities and Tenebrous's favor, much
to the confusion of other apostares. Luxx is something of a
bogeyman to the various Tenebrous cults, all of which would
dearly love to capture him, learn his rrue goals, and find our
why Tenebrous has not punished his transgressions.

ORGANIZATION

No two cults of Tenebrous (or Orcus, for that matter) are set
up in the same way. In most instances, the more powerful
metnbers— be they clerics, Tenehrous apostates; ormembars
ol some ather class— hold sway over the others. Advancement
often comes through the death of a superior. The only rrue
commonality among Tenebrous sects is the burning desive
to see the former god return to his divine stare and rise
higher. eventually becoming the ultimate power of death
and darkness.

NPC REACTIONS
Most people who know the nature of Tenebrous apostates
react to them with hostiliry. Some hate them just for being
binders; others despise them for theirworship of Tenebrous
as well as their perceived connection to the demon prince
Orcus.

Tenebrous sects are opposed by nearly all religious arga-
nizations and churches (parriculady but not exclusively
good-aligned anes), by most governments, and even by some
Oreus culis. Oddly, Tenebrous apostates sometimes receive
kind rreatment from devils, and a devil knowledgeable abour
the prestige class might even be helpful

TENEBROUS APOSTATE LORE
Characrers with ranks in Knowledge (the planes) or Knowl-
edge (religion) can research Tenebrous apostates to learn
more abour them, When a character makes a skill check,
read or paraphrase the following, including the information
from lawer DCs,

DC 10: The Tenebrous apostates are devout followers of a
spirit thatwas formerly a dark god of undeath:
DC 15: Tenebrous apostates combine clerical magic with
the ability to bind unholy spirits. They command undead
| manipulate darkness.

-

 say tTm‘an were once one and the same,
thar t_hev somechow splitinfo two entities.

TENEBROU S APOSTATES
IN THE GAM

Tenebrous apostates mlgh: first appearin your camp
members of a religious sect opposed to the PCs.as a hi
threatwithin an apparently normal community, or as
thar PC binders must thwart lest they do even more harm'
the cluss's already poor reputarion.

The Tenebrous apostate appeals ta players who enjoy pore
traving darker characters and prefer to focus en less direct
methods of confrontation. So long as they aren'r constantly
encolmtering situations that render their abilities yseless;
and they can portray their need to hide from others without
turning every game intoa “run from the law” situation, play-
ers should continue to enjoy the class.

ADAPTATION

Tenebrous apostates need not be connecred inextricably o
Oreus. They could be operatives of any god or vestige of death,
although if you choose wlift the binder prerequisite fromthe:
prestige class, you'll need o find some ather source for th
abilities that Tenebrous would normally grant, Alternarively,
the Tenebrous apostate class can serve as inspiration for the:
creation of prestige classes specific to other vestiges.

SAMPLE ENCOUNTER

PCs facing a Tenebrous apostate for the first time are unlil i
to know whao their enemy really is. Tenebrous is not widely
Jenown, and those who have heard of him believe him eithg!l:!,,
dead or wholly reverted to his Orcus persona. Thus; a Tens
chrous apostate might remain cloaked in mystery fora lo
time before his true nature is revealed.

EL 15; The doppelganger Luxx learned pact magic from.
the binder who enslaved him. He always bristled under his:
mastet’s command because he felr that he could not achieve
his rrue potential while working in his master's shadews
Binding to Tenebrous, however, inspired him to win his
freedom.

Lusxx saw himselFin Tensbrous's story, and after murdes
ing his master, he began to worship Tenebrous as a deiry,
Now Luxx seeks out other Tenebrous worshipers 1o set
them on what he sees as the proper path—total disengage-
ment from Orcus. In disguise, he infiltrares Tenebrous
cults and kills those who seem to sympathize with Orcus
worshipers. Luxx is a perfectionist in all he does, and he
hates distractions.

The party mighr encounter Luxx as either a member or
leader of a Tenebrous cult. He could act as an ally or as an
enemy, depending on the PCs' velationship with the targetof
his nextassassination atrempt. If Luxx has been in the same
place long enough to establish a base, he probably al.rearly
has several undead under his command. True to the being
he worships, Luxx prefers shadows as servitors.




uxx CR15

Doppleganger binder 8/cleric 1/Tenebrous apostate 3

NE Medium monstrous humanoid (shapechanger)

Init +1; Senses all-around vision, darkvision 60 ft., seein
darkness; Listen +6, Spat +10

Languages Common, Elven

AC 28, touch 11, flat-footed 27; Dodge

hp 120 (16 HD}

Immune charm, fear, flankmg, sleep

Fort +18, Ref 11, Will +18; +1 on saves against
supernatural abilities

Speed 20 ft, (4 squares)

Melee+1 shock heavy mace +15/+10/+5 (1d8+2 plus 1d6
electricity) or

Melee dagger +14/+9/+4 (1d4+1/19-20) or

Melee slam +14 (1d6+1)

Ranged masterwork light crossbow +15 (1d8/19-20)

Base Atk +12; Grp +13

Atk Options Supernatural Crusader, touch of the void

Special Actions acidic gaze (30 ft.; 2d6 acid; Will DC 18
negates), deeper darkness, detect thoughts
(Will DC 15}, rebuke undead 6/day (+5, 2d6+12, 9th),
swift flight oncef5 rounds, Tenebrous's rebuke (30 fi..
hieal 11d6 to undead only), vessel of emptiness
(up to 10d6)

Combat Gear pation of displacement, potion of invisibility,
potien of pass without trace, potion of shield of faith+2

Cleric Spells Prepared (CL 3rd):
2nd—desecrate (CL4th), invisibility”, undetectable
alignment
Ist—cure light wounds, divine favor, entropic shield,
protection from good® (CL 4th)
O—detect magic, light, read magie, resistance
B: Domain spell, Deity: Tenebrous. Damains: Evil,
Trickery,
Vestiges Typically Bound (EBL 10th, binding checl
1020413): Geryon, Tenebrous

‘Abilities Str 12, Dex 13, Con 16, Int 13, Wis 14, Cha 16
'SQ change shape, eternal bondage, pact augmentation
(+1 insight bonus on attack rolls, +1 insight bonus on
| saves), soul binding (2 vestiges, 5th level), soul
guardian, suppress sign, visage of the dead
Feats Defense against the Supernatural, Dodge, Great
Fortitude, Lightning Reflexes, Mability, Spring Attack,
Superpatural Crusader®
Skills Bluff +15 (+19 when detecting thoughts},
Concentration +4, Diplomacy +8, Disguise +11
(+13 acting in character; =17 when detecting thoughts;
additional +10 when using change shape), Escape Artist
—d, Gather Information +6, Intimidate +6, Kriowledge
{arcana) +3, Knowledge (religion) +6, Knowledge
[the planes) +9, Listen +6, Search +5, Sense Motive +6,
Spot+10
| Possessions combat gear plus +1 glamered full plate,
+2 fieavy wooden shield, +1 shock heavy mace,
masterwork light crossbow with 20 bolts, amulet af
 health +2, cloak of Charismia +2, boots of speed, dagger,
31 gp

“At wisidious group, these binders. They ave dangerous and unpre-
dictable. and they pose a significant yisk to the divine order”
—Sybelan, Seropaehean Witch Slayer

Witch slavers devore themselves to capturing and destroying
those wha share their souls with other entities. Not content
with hunting only binders and other practitioners of pact
magic, they seek out and destroy anyone who gives up com-
mand of his soul. To awitch slayer, it doesn't matter whether
the targetis a possessed wizard or a virtuous binder; anyone
who harbors two souls in the same vessel is an abomination.
Though they are often found in the employ of organizations
that oppose binders and demanolagists, witch slayers serve
many different kinds of masters, so long sis the pay is wotth
the risk.

BECOMING A WITCH SLAYER
Theranger class offers a good selection of class features that
complement those giined from the witch slayer prestige class.
However, both of the skills required for entry into the class
are cross-class skills fora ranger. Fighters and paladins often
become witch slavers as well, and paladins have no problem
meeting the skill requirements. Clerics and wizards can make
excellent witch slayers, but the class is not popular among
spellcasters becanse it lucks 4 spellcasting progression.

The key ability fora wirch slayer is Charisma because vari-
ous class features—including the smite ability—depend on
it Wisdom is also important because it improves both Will
saves and awareness skills,

ENTRY REQUIREMENTS
Base Aftack Bonus: +5
Skills: Knowledge (religion) 4 ranks, Sense Motive 4 ranks
Special: Must have fought a binder or possessed creature

TaBLE 1-7: THE WITCH SLAYER
Base
Attack Fort Ref Will
Level Bonus Save Save Save
st 1 42 2
2nd [ +3
3rd +. +3
4th -4
5th 45+

Hit Die: b8

Special

S;el:te spirit sharer
Mettle

Locate poassession
Slippery mind
Momentary disjunction

Class Skills {4 + Int modifier per level): Bluff,
Concentration, Craft, Decipher Script, Gather Information,
Intimidate, Knowledge (arcana), Knowledge (history),
Knowledge (local), Knowledge {religion), Knowledge

(the planes), Listen, Profession, Search, Sense Motive,
Spellcraft, Spot, Survival.

CLASS FEATURES
Asawitch slayer, you gain abilities thar help you fight super-
natural agents possessing other beings
Sm,me prnt Sharer (Su) Once per day perwimh sleyen “ g
aind




SGE85C
ind. orany similar ability) witha normalmelee artack,

v ; Youadd your Charisma bonus (if any) to your attack roll and

deal 1 extra point of damage per wirch slayer level. If you
accidentally smite a creature that is not either pnssesaed ar
bound to a vestige, the smite has no effecr, but the ability is
still used up for that day.

Mettle (Su): Beginning at 2nd level, you can shrug off

magical effects that could harmyou. If you make a success-
ful Will or Fortitude saving throw that would normally
reduce (rather than negate) a spell or other magical effect,
the magic has no effect on you at all. Any spell that is nor-
mally negared by a successful saving throw is unaffecred
by this ability.

Locate Possession (Su); By the time you attain 3rd level,

you have attuned your senses to discern the presence of

possessing forces, By concentrating for o full round, you
can derermine the presence or absence of any possessing
mind within a 60-foor cone. By concentrating for a second
full round, you can determine the location of the possessed
crearure or object, A possessing creature whose Hit Dice
are higher than your character level can attempt a Will
saving throw (DC 10 + your witch slayer level + your Cha
modifier) to avoid detection. An opponent that succeedson
the saving throw has immunity to your locate possession
abiliry for 24 hours.

Slippery Mind (Ex): At 4th level, you gain the special
rogue ability slippery mind (PH 51)

Momentary Disjunction (Su): At 5th level, vou can rem-
porarily disable the spellcasting, spell-like; and supernatural
abiliries ofa single creature within 30 feetas a swiftaction. If
the target failsa Will saving throw (DC 20+ your Cha modi-
fier), it cannot usespells, spelLlike abilities, or supernatural
abilities of any kind, as il affected by an antimagic field, for
1 round. Onee you have used this ability, you cannot do so
again for 5 rounds.

Multiclass Note: A paladin who becomes a witch slayer
can continue advancing as a paladin.

PLAYING A WITCH SLAYER

When hunting those who share their souls with other beings,
you must keep your wits about you and your weapon handy
atull times. You take pains to look like any other mercenary
because keeping a low profile helps you track your quarey.
Be prepared o face any challenge. Many of those who house
extra souls are just fools who dabble in the forbidden, but
a few choose to accommodate demans, ghosts, or worse in
their bodies.

Asawitch slayer, you perform tasks fora loosely strucrured
organization that is an outgrowth of the Order of Seropaenes
(see page 90), This organization is divided into numerous
local groups called coteries, each of which is led by three
senior witch slayers collectively known as the council. Inall
p‘rvbabi]itm you were recruited by a senior memberof one of
these coteries.

In your firse batcles as 4 witch slayet, it's best to focus o
eliminating lackeys and minions with your sword wh
you develop your defenses against magic, As you advance,
you gain the ability toavoid many magieal effects that lmgh
otherwise dissuade or damage you. Your mettle and shippe
mind abilities in particular protect you from many kin
magical artacks,

When you reach the pinnacle of your abilities, momen
disjunction becomes your mosr lethal weapon in a fight
against binders or spellcasters. Use irwhen you are in posi-
tion to make a full attack, o to use some other maneuver
that disables the rarger when its defenses are down. Pair with
a tough melee specialist, such as a fighter or barbarian, to
maximize the amount of damage you can deal, and always try
to eliminate your opponent quickly before she hasa chance
ta escape.

ADVANCEMENT

Witch slavers hungrily recruir followers to their cause.
As 4 new recruit, you are expecred to perform the scur
work, cooking, cleaning, guarding, and a variety of other
menial tasks for your coterie. During this period, you earn
the respect of your peers and prove your skillsin combar
with either steel or spell. Upon artaining your first leyel of
wiich slayer, you are welcomed as a full-fledged member
of the corerie,

As a low-ranking member. you are assigned many dan-
gerous jobs. You often work ahead of a group o raot out
the possessed, or to scout a haunred site. All such tasks are
intended to test your mertle and help you prove your worth ©
to the group. The council might also disparch you to kill &
wanted binders, or possibly to capture them on behalf of
some employer and escort them ro a designared location:
In time, you can freelance, raking any side jobs you wish ta
supplement your income and expand your experience.

Awareness skills are critical for a witch slayer, so keep your
Listen, Search, Sense Motive, and Spot modifiers as highias
possible: Gather Informationand Knowledge skills can give you
an edge in seeking out soul sharers, soit’s wise 10 devote some
skill poins to those as well. Feats that augment your defenses
could also prove useful, so pick up Combat Expertise and:
Maobility if ar all possible: For equipment, purchase items that
boost your saving throws. Cloalsof veststanee, periaptsof Wisdon,
amuletsof health, and gloves of Dexterity ave all great choices:

RESOURCES

Even the smallest coterie of witch slayers mainrains a nee
work of sympathizers and conracts. The infermation that
such @ network can provide about known and suspected
binders is perhaps the greatest resource a coterie ean offer,
since knowledge of a mark's movements uind habits is criti:
cal 1o the success of yourmissions. Membershipin a coterie
grants you 1 +2 circumstance bonus on Gather Information
checks regarding users of pact magic in communities that
are friendly to wirch slayers.




In addivon, witch slayer careries have a reputation for get-
ting the job done when it counts. Thus, witch slayers from 2
particularly well-known group can gain andiences with high
priests and influential nobles immediarely,

Finally, coteries enjoy steady employment. Even members
who do jobs on the side have an easier time finding work
than do independent adventurers. A member of a coterie

receives a +2 bonus on Garher Information checks made w

seek employment

WITCH SLAYERS IN THE WORLD
“Relentless jackals, every one.”
—Maduvan, Dantalion
Bound Knight of the

Sacred Seal

Any party of PCs that
includes a binder can
expect to face a witch
slayer ar some point. Bur
when you need z sinis-
ter group of warriors for
your campaign, considera
coterie of wirch slayers. Its
rtl:rnbt’ are ulrimld.llmg
verering of supeinatural
Lartles, hardened by their
experiences, and rhey
make unrelenting, impla-
cible foes. Many large
religious institations rely
exclusively on witch slay-
15 to track down hererics
and enemies of the faith.
In fact, wirch slavers enjoy
such prominence in the
major churches thar they
can typically come and go
as they please and ser their
sights on any targets they
choose.

A g lin
Malser

DAILY LIFE

Most days, o witch slayer does nothing but wait—either for
the next job, or for informartion about 4 suspect to trickle in
from his spies. Thus, he has plenty of time to adventure and
is velatively free to undertake whatever side jobs or quests
he chooses. Even for such diversionary excursions, however.
witch slayers ustially prefer missions that involve tracking
down undead, fiends, or rogue spellcasters

NOTABLES
Oddly, the most famous witch slayer no longer claims to be
one. Michael Ambrose, a former paladin wha is now garrison
commanderat the Seropaenean Tower of Woe ($ee page 100},
once served on the council of a wirch slayer coterie known

as the White Swords, During his tenure with the coterie;
Ambrose and his allies single-handedly caprured or killed
nearly fifty binders. The Whire Swords served the Church
of 1. Curhbert and became famous throughout the civilized
waorld for their effectiveness and righteous zeal
However, the glory of this nearlegendary group did
not last aps because of his overly zealous efforts at
exterminating binders, Michael eventually lost his paladin
abilities. Still he pressed on, believing that his god was merely
testing his faith. Slowly, Michael became less and less able
to distinguish berween the hereric and the innocent, and
the atrocities he commirted in the name of righteousness
became infamous, At last,
the White Swords cast
him out of their coterie,
lest he rarnish their name
further
Michael

joined the Order of Sero

Appalled

paenes so that he could
continue his mission for
his god directly inst

through intermediaries
who had obviously been
blinded by evil. On occa-
sion, the fact that he still
cannol communicate with
his god disturbs him. He
remains convinced; how-
ever, that this difficulty is
merely a test, and thar one
day St Curhbert will show-

er him with blessings.

ORCANIZATION
No o witch slayer core-
ries are the same. Somie
consist exclusively of
palading, while others wel-
come only witch slayers
with elerical background
and still others are open
to witch slayers who come
ch coterie consists of ten to farty core

members (witch slayers) and up to one hundred support
staff, including spies, servants, craftsmen, and mercenaries

Each coterie has o name that is selected ar its inception by its
three founders. Corerie names tend to be somewhat flashy,
such as White Swords, Rooks, Conventicle of the Thirteen,

Crimson Moon Slayers, or the like
The council rhar leads each coterie is made up of three
seniorwirch slayers—one with a rogue emphasis, one with
tial emphasis, and one with a spellcasting emphasis.

Their ritles are Stealth, War, and Magic, respectively. War

oversees the coterie’s military arm, Stealth controls espio-
nage and assassination, and Magic manages the spellcasters.
Asa bady, the coupcil makes all decisions aboutwhat jobs:
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1anages the expenditure of resautces, and confirms
candidates. Tts members also represent the graup.

to potential employers—often the Order of Seropaenes.
though various churches milke extensive use of witch slayers
as well.

The three leaders parcel out jobs to members of the cote-
rie based on their skills and seniority. Though they tend 1o
give new members rather dangerous tasks: they know their
members abilities quire well and don't risk lives needlessly. 1f
agiven mark is unusually pewerful, the council itself mighi
even undertake the job.

The council confers with the leaders of other coreries by
means of spells and messengers on matters thar affect witch
slaversar large orissuesthat cross boundaries between areas
of influence, but they orherwise maintain little contact with
other coteries. Once a year, each coterie’s council sends one of
its three members to a meeting held at a newly chosen secrer
locarion. There the leaders discuss plans, mediste disputes,
determing territories, and manage iny other business for the
upcoming year.

Although the council controls much of the coterie's busi-
ness, ah intricate hietarchy guides those beneath them. Each
leader hastwo advisars known as hands, wha carry ourordets
and passalong commands to underlings. Beneath each hand
are up to five fingers, each of whom conrrols a squad of wirch
slayers, Promotion is based on both merit and seniority.
Senior members receive first consideration forany vacancies
in higher positions, but the council sometimes does promote
newer memberswho prove more effective and useful to the
larger organization than their senior fellows.

Bach witch slayer coterie stakes a claim to a parricular
fegion, and rivalries sometimes erupr where territoties
overlap. Rivalries also exist within the coteries themselves,
since the members of each branch tend to see themselves as
better and more useful than the others. The council members
encobitage such comperition butare careful (o prevent ir from
getting out of hand.

NPC REACTIONS
Mostpeople fear witch slayers. Commoners tend toshun them,
displaying an unfriendly attitude ar best. Those few ordinary
folk who do not go out of their way toavoid witch slayers nev-
ertheless resent them, treating them swith indifference.

Clerics associated with the Order of Servpaenes are
genetally friendly toward witch slayers, bur even they have
reservations abour such individuals. Overall, they consider
witch slayers an undesitable means to a good end. Clerics
notaffiliated with the order tend to be unfriendly becanse
they see wirch slayers as zealots—mercenaries who accept
gold for the blood of innocents.

Biriders are another matter entirely. Since witch slayers
exist to destroy users of pact magic, they represent a threat
wot only to the binder's livelihood, burt also o his freedom
and his life. Binders and their ilk are always hostile ro witch
slayers,

wm:!.\ slayers to ieam more sbout them. When a chara
makesaskill check, read or paraphrase the following, inelud-
ing the information from lower DCs,

DC 10; Witch slayers form groups called coteries thatsep 3
various churches by hunting down and killing heretics,

DC 15: Always give deference to-a witch slayer, lest h-
suspecr you of beinga hereric

DC 20: Witch slayers are not beholden 1o any particular
god. A coterie that serves the Church of Vecna one week
might work for the Church of Heironeous the nexr.

DC 25: Witch slayers are most concerned abour crearures
that share their souls—both those thar are possessed an
those that give up their souls willingly. To them, both kinds
of soul sharing merir death.

Contacting a group of wirch slayers is easy. A successful DE
15 Gather Information check reveals whether a coterie exists
ina given city. A character wishing to hire a coterie gains a
+4 circumstance bonus on this check if she is a cleric, ora
+2 bonus otherwise. Alrernatively, a PC can contact a local
church of Heironeous, Wee Jas, Vecna, or St. Cuthbert, sinice
all these institutions tend 10 keep coteries in their employ.

WITCH SLAYERS IN THE GAME

Wiich slayers are narural foils for hinders. A coterie follove
ingupon a lead about a coven of anima mages or binders can’
appear in the vegion where the characters are based ar any
time. Alternarively, since witch slayers do know the value
of discretion, a coterie mightalways have been present—its’
members might simply have chosen to act cavertly unsil it
served their purpose to do ptherwise,

A witch slayer can be a great character choice for a player
who liles mystery and intrigue. Witch slayers have the inves:
tigarory skills ro track down their quarry and the combat
prowess to deal with foes when they find them. 1fyou haye
a witch slager PG in your group, be sure to ler him do some
investigation and interact with NPCs during his hunr.

ADAPTATION

Altheugh witch slayers ate designed as apponents for binder
PCs ov NPCs, you can use this class even if you don't use.
pact magic in your game. A witch slayer might, for exampleg
function as a maverick slayer of evil ifyou simply change the
smite soul sharer ability to smite evil.

SAMPLE ENCOUNTER

In an effort to ferret out a nerwork of spies in the employ of
a binder, a group of witch slayers comes to town and begins
to burn down homes and capture citizens without expla-
nation. A witch slayer might approach the PCs for help i
locating an evil anima mage, or perhaps a fugitive bindex
hires the characters to escort him rhrough territory held by
the White Swords.
EL 12: Croius Malter, a wilch slayer and part-time cleric

of St. Curhbert, corners the PCs in an alley with the aid




three mercenaries; Heaccuses a speUcastef in the party
ng a hereric and binder.
ZROIUS MALTER CR 12
Male human ranger 4/cleric 3{witch slayer 5
‘N Medium humanoid
Init +4; Senses Listen +7, Spot +12
Languages Common

‘AC 19; touch 14, flat-footed 15; Two-Weapon Defense
hp 112 (12 HD)

Resist mettle, slippery mind

Fort +13, Ref 410, Will +7

Speed 30 ft. (6 squares)

Melee +2 human bane short sward +16/+11/46 (1d6+4/19~
20) and
mwk short sword +15/+10 (1d6+1/19-20)

Ranged longbow +15/+10/+5 (1d8/x3)

‘Base Atk +11; Grp +13

Atk Options feat of strength 1/day (+3 Str for 1 round),
smite 1/day (+4 attack, +3 damage]), favered enemy
humans +2, smite spirit sharer 5/day (+0 attack, +5
damage)

Special Actions momentary disjunction ance/5 raunds
(Will DC 19 negates)

Combat Gear scrall of lesser restaration, scroll of remove
fear, scroll of shield of faith

‘Ranger Spells Prepared (CL 2nd):
1st—speak with animals
Cleric Spells Prepared (CL 3rd):
2nd—bull's strength®, zone of truthy (DC 13)
Ist—detect vestige*, divine favar, entropic shield, infiict
light wounds® (melee touch +13, DC 12)
D—detect magic (2), light, resistance
D: Domain spell. Deity: St. Cuthbert. Dornains:
Destruction, Strength.
“New spell described at right

Abilities Str 15, Dex 18, Con 14, Int 10, Wis 12, Cha 8

‘8@ animal companion (warhorse stabled at inn), locate
‘possession, wild empathy +3 (-1 magical beasts)

- Feats Alertness, Endurance®, Improved Two-Weapon
Fighting, Investigator, Track®, Two-Weapon Defense,
Two-Weapon Fighting®, Weapon Finesse, Weapon Focus
(shiort sword)

Skills Concentration +7, Diplomacy +5, Gather Information
+10, Hide-+3, Intimidate +9, Knowledge (local) +2,
linowledge (religion) +4, Listen +7, Move Silently +8,
Ride 10, Search +5, Sense Motive +11, Spot +12,
Survival +8, Use Rope +9

" Possessions combat gear plus +1 mithral shirt, +2 human
bane short sword, masterwork short sword, longbow
with 20 arrows, gloves of Dexterity +2, eyes of the eagle,
dagger, 16 gp

ERCENARIES (3)
Male human fighter &
'N Medium humanoid
~ Init +5; Senses Listen +1, Spot +1

CR&

Speed 20 ft. (4 squares)

Melee +1 longsword +9/+4 (1d8+6/19-20)

Ranged longbow +7(+2 (1d8/x3)

Base Atk +6; Grp +9

Atk Options Spring Attack

Combat Gear potion of cure light wounds, potion of cure
moderate wounds, potion of shield of faith +3

Abilities Str 16, Dex 13, Con 14, Int 10, Wis 12, Cha 8

Feats Dodge. Improved Initiative, Iron Will, Lightning:
Reflexes, Mobility®, Spring Attack®, Weapon Focus
(langsward)®, Weapon Specialization (longsword)®

Skills Climb =7, Intimidate +8, Jump —13, Ride +7

Possessions combat gear plus +1 half-plate, tower shield,
+1 longsword, longbow with 20 arrows, cloak of resistance
+1, dagger, 5 gp

NEW SPELL: DETECT VESTIGE

Several witch slayer Magics warked rogetherto develop this
spell for detecting the presence of vestiges.

DETECT VESTIGE
Divinarion
Level: Cleric 1, paladin 1, sorcerer/wizard 1
Components: V, 5, DF
Casting Time: 1 standard action
Range: 60 fi.
Area: Cone-shaped emanation
Duration: Concentration, up to 1 minute/level (D)
Saving Throw: None
Spell Resistance: No

You focus your mind and let your senses probe the voom, questing
and seeking for any trace of a bosnd vestige.

You can detect an aura emanating from anyone currently
baund toa vestige who is within the spell’sarea. The amouny
of information revealed about each shared soul depends on
how long you study a particular area, as follows.

13 Round: Presence or absence of vestige auras.

nd Round: Number of vestige auras in the area and the
strengrh of the strangest vestige present.

37l Round: The strengrh and location of each vestige-bound
individual. If an aura is outside your line of sight, then you
discern its direction but not its exact location.

Aura Shrengtl: The strength of a vestige aura is determined
by the minimum effective binder level necessary to summon
it,as given on the following rable.

Minimum Effective
Binder Level
Tst-dth

5th-9th

10th-14th

15th or higher

Aura Strength
Faint
Moderate
Strong
Overwhelming

Each raund. you can turn to detect vestige-bound individuals
ina new drea, The spell can penetrate most barriers, but ¢
[ common metal, a thin sheet of lead
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‘Both those who practice pact magic and those who opposeiits
practitioners must learn a variety of specialized techniques
and strategies. The following fears offer binders and their
foes many different ways to-interact with pacr magic. Sev-
eral might also proye usefiil to monsters with supernarural
abilities.

BIND VESTICE
You know how to make pacts with otherworldly spirits
called vestiges,

Benefit: By employing a short ritual; you ean contact a
vestige and male a pact witlyit. You are treared as a 1st-level
binder for this purpese, repardless of your character level.
Thus, only 1stlevel vestiges are available to you, and you
can bind to only one vestige at a rime, Furthermore, unlike
characrers with the soul binding class feature; you gain only
one power from the vestige you bind, as given on Table 1-8:
Bind Vestige Feat Abiliries.

To contactavestige; you must draw its unique seal visibly
an a surface (generally the ground), making the image at
least § feer across. Brawing o seal requires the abiliry to
mark a surface and 10 consecutive rounds of concentra-
tion, and the act provokes attacks of opportunity. A seal not
used within 1 minute of its drawing loses all potency, and
you must draw a new one to contact the vestipe. A vestige
might also have other requirements for contact, as noted in
its entry {see page 18).

Once the seal is drawn, youmust perform a rirual requiring
a full-round action 1o summon the corresponding vestige.
During this time, you must touch the seal and call out to the

TaBLE 1-8: PacT MAGIC FEATS
General Feats
Hind Vestige
Bind Vestige, \mpmved
_ Practiced Binder i
Defense against the Supernatural

Prerequisites

Bind _\_{E“shge

Supernatural ability, € HD
Supernatural ability, 4 HD
Soll binding

Empower Supernatural Ability
Enlarge Supernatural Ability
Expel Vestige

Rapid Pact Making

Extend natural Ability
Favore

Supernatiral ability, 4 HD
Soul binding
Favored Vgesttgn Focus Favored Vestige
Rapid Recovery Favoted Vestige
Ignore Specidl Requirements Saul binding

|mproved Bindin
Skilléd Pact Making:
Sudden Ability Focus
\Sﬁgamaiural"_cwsidet

SUul binding
o« Will

Special attack

Supernatural Opportunist Supernatural Crusader

Widen Supernatural Ability Supernatural ability, 8 HD

Knowledge (arcana) 2 ranks

Expel Vestige, Intimidate 8 ranks

Il save 14, soul binding

Knowledge (arcanaj 2 ranks

in the seal’s space 4s soon as you ﬁnisb the ritual. This image
is not the actual vestige; it is merely a hgment—an i

that cannot harm or be harmed by any creature: Creature
that interact with the image or study it carefully aute
cally recognize it as illusory. The summoned image ignote
everyane but you, and if you fail to address it for 1 round,”
disappears whence it came. The vestige speaks in whateve
language you used o call it.

To make a pact with your summoned vestige; you musi
make 2 hinding check (1d20 + your effective binder level #
your Cha modifier), This process requires 1 minute; but you
can choose to make a rushed hinding check as a fullsround
action ara—10 penalty. The DC for this check is provided in
the description of each vestige. You must make your perilous
puact alone; others cannot aid you inany way.

Whether the binding check succeeds or fails; you gainthe
power granted by the vestige for 24 hours, During that tine,
you cannat rid yourself of the vesrige unless you possess the
Expel Vestige feat. If you fail the binding check, however, the
vestige influences your personality and your netions, andyoy
are said to have made a poor pact. (Specifically, the vestige’s
presence changes your general demeanor, and it can force
you 16 perform or refrain from certain acrions. The influence
of each vestige is described in its individual encry.) 1f your™
binding check is suceessful, the vesrige has no control over
youractions and does not influence your personality. In this
case, you are said to have made a good pact.

While under theinfluence of a vestige, you must adhere
1o its requirements 1o the best of your abiliry. 1f you are con®

Benefit
Gain one power fram a chosen Tst-level vestige
Bind one vestige ofup to 5th |evel

second power from a bound vestige
“lin ght bonus on saves against supernatural
attacks
Empower supernatural ability 1/day.
Enlarge supernatural ability 1/day
Attempt to prématurely expel vestige 1/day
1/day bind vestige as a full-round action
Extend supernatural ability 1)
+1 binder level with specific vestige
+1. DC with favored vestige abilities
Reuse abilities of favored vestige faster.
Ignore special requirements vihen surimoning.
vestiges
+2 binder level when determining eligible vestiges
+4 bonus on binding checks
+2 to DC of any supernatural attack 1/day
41 Insight bonus an attack rolls and damage.
againsk o creature with 3 supernatural special attack
Make an attack of opportunity against creature
activating a supernatural ability
Widen supermatural ability 1/day




and freewilled and'you encounterasituation mwhich
you catmot or will Aot refrain from a prohibited action ot
perform a required one, yau take a—1 penalty on attack rolls,
saving throws, and checks until that vestige leaves you.

Aslong asyouare bound toa vestige, you manifesta specific
physical sign of its presence, as givenin its entry, This sign is
real, notan illusory or shapechanging effect and someone
using friee seeing perceives it just as it is. You can hide a sign
by mundane or magical means withour penalty.

The vestige is bound to yout soul by the pact. It cannot be
targeted or expelled by any means except the Expel Vestige
feat, nor can it be suppressed except by an antimagic field or
similareffect.

The Difficulry Class for a saving throw against any super-
natural powers granted by a vestige is 10 4 1/2 your effective
binder level + your Cha modifier.

Special: Characters who have the abiliry to bind vestiges
through other means fsuch as the soul binding class feature|
cannot take this fear. If you become abinder after taking the
feat, you lose its benefit.

- BIND VESTIGE, IMPROVED
You can bind a wider range of vestiges

Prerequisite; Bind Vestige.

Benefit: When you bind a vestige using the Bind Ves-
tige feat, you do 5o as though you were a Sth-level binder.
Thus, you have access to vestiges up to 3rd level, though
you still can bind only one af a time and gain only one
power from ir.

Yaur 1.n-depth knowledge of supernatural forces grants you
greater ability to resist their effects.
‘ Prerequisite: Knowledge (arcana) 2 ranks.

Benefit: You gain a +2 insight bonus on saving thraws
imade to resist supernatural special attacks,

MPOWER SUPERNATURAL ABILITY

Xou can use a supernatutal ability with greater effect than
‘normal.

‘Prevequisites: 6 HD, supernatural ability.

Benefit: Once per day, you can empower a supernarural
ability. When you use an empowered supernatural ability,
all variable, numeric effects of the supernarural ability are
‘increased by one-half, An empowered supernarural ability
deals halfagain as much damage as normal, eures halfagain
s many hit points, affects halfagain as many rargets, and so
onas appropriate. Saving throws and opposed rolls (such as
the one made when you cast dispel magic) and supernatural

ifities without random variables are notaffecred. You must
declare use of this fear before you use the ability. A contin-

ily 1 round. Empowering » supernatural ability tdoes not
],&ir 4 separate action.

An empowered supernacural ability cannor be maxi-
mized.

Special: This feat can be taken multiple times. Each time
it1s taken, you can empower a supernatural ability one addi-
tional time per day. You cannor empower a particular use of
asupérnatural ability more than once.

ENLARGE SUPERNATURAL ABILITY

You can increase the range of a supernatural atrack,

Prerequisites; 4 HD, supernarural ability,

Benefit: Once per day, you can enlarge a supernatural
ability. When you use an enlarged supernacural ability, its
range increases by 100%. You must declare use of this feat
before vou use the ability. A continuous use abiliry (such as
a gaze attack) can only be enlarged for 1 round. Enlarging+
supernatural ability does not require » separate action.

This feat does nat affect the length of a line or a cone, the
digmeter of an emanarion (such as a gaze attack or frightful
presence), or the range of any supernatural ability not defined
by distance,

Special: This fear can be taken multiple times. Each time
it is taken, you can enlarge a supernatural ability one addi-
tional time per day. You cannot enlarge a particular use of a
supernatural ability more than once,

EXPEL VESTIGE
You can expel a vestige 1o which you are bound before the
dutation of its pact with you has expired,

Prerequisite: Soul binding.

Benefit: Once per day, you can attempt to expel a vestige
to which you are bound. Te do so, you mustdraw itsseal and
go through the entire process of summoning it again, Ifyou
succeed on the new binding check, you expel the vestige
before it would normally leave you, and you can summon:
a different one to replace it if you wish. Regardless of your
success or failure in expelling the vestige, you take a —10
penalty on your next binding check with any vestige, and
apply the same penalty on your binding check the next time
you summon the vestige you expelled.

Normal: A bound vestige does not leave you until 24 hours
have passed since its summoning.

EXTEND SUPERNATURAL ABILITY
You can cause & supernatural ability with a duration to last
longer thanmormal.

Prerequisites: 4 HD, supernatural abiliry.

Benefit: Once per day, you can extend a supernatural
ability that has 8 duration, When you use an extended super-
natural ability, it lasts twice a5 long as normal. A supernatural
abilify that has a duration of concenrration; that happens
instantaneously, or that permanently affects a target is not
affected by this fear, You must declare the use of this feat
before you use the ability. Extending a supernatural abiliry
does noi require a séparate aciion,




ken, votrcan extend a §upcmumml ability one addi-

nal time per day. You cannior extend a particular use nfa
supernatural ability more than once.

FAVORED VESTIGE
Choose one vestige to which you have aceess, You establish
a close, mystical affinity wirh that spirit.
Prerequisite: Soul binding.
Benefit: Your effective binder level increases by 1 when
you use the abilities pranted by your chosen vestige.
Special: You can take this feat multiple rimes. Its effects
domnot stack. Each time you take the feat, it applies to a new
vestige.

FAVORED VESTIGE FOCUS

The supernatiiral abilities of your favored vestige are more
potent than normal.

Prerequisite: Favored Vestige

Benefit: The DC of sach supernarural ability granted by
your favored vestige increases by 1

Special: You can take this fear milriple times. Its effects
do not stack: Each time you take the fear; it applies to a new
{avored vestige (for which you must have a separate Favored
Vestige fear).

IGNORE SPECIAL REQUIREMENTS

The strange constraints that vestiges place on theirsummon-
ing are meaningless o you.

Prerequisite: Soul binding

Benefit: You can ignore rhe special vequirements of ves-
tigeswith which you make pacts

IMPROVED BINDING

You are so adept at binding vestiges that you can contact
powerful ones mare easily than other soul binders can.
Prerequisites: Soul binding, Intimidare 4 ranks
Benefit: Your effective binder level is 2 higher than normal
for the purpose of determining the leve! of vestige you can
bind. Thisbenefit does not increase your binder level inany
other circumstance

PRACTICED BINDER

When you bind a vestige, you gain an addirional power
associated with it

Prerequisite: Bind Vestige.

Benefit; When you bind a vestige using the Bind Vestige
feat. you gain a second power, according to Table 1-9: Bind
Vestige Feat Abiliries.

n )
Andromalius® Se

Nalura? armar
Water breathing

Weapen proficiency

Heavy magic
Weaipon proficiency
Bird's eye viewing

Mad soul
Aura of sadness.
Immunity to

Aym
Dahlver-Nar*
Facalor®
Haagenti®

Karsus*
Leraje
Malphas*
Naberius
Paimon®

155 senses
Hide bunus
Pojsan use
Naberius’s skills
Paimon's skills
Ronove Feather fall
Savnok¥ Call artmor Savnpks armor

*These vestiges are available only ta nonbinders who have
the Improved Bind Vestige feat.

RAPID PACT MAKING

Your skill with pact magic lets you bind a vestige extremely
quickly, even in rhe heat of combat.

Prerequisites: Soul binding, Intimidate 8 ranks; Expal -
Vestige.

Benefit: Once per day, you can bind a vestige asa full-round
achion.

Normal: Binding a vestige normally requires | minute:

RAPID RECOVERY

You can use the abilities of your favored vestige mare {re=
quently.

Prerequisite: Favored Vesrige.

Benefit: You can acrivate the abilities granted by your
favored vestige once every 4 rounds rather than once every
5 rounds. You must be bound 1o the vestige to use irs abilities
with this feat

Special: You can ke this fear multiple rimes. Its effects
do not stack. Each time you take the feat, it applies toa news
favored vestige {for which you must have a separate Favored'
Vestige feat).

SKILLED PACT MAKING

Your strong will serves vou well when making pacts with?
vestiges,

Prerequisites; Soul binding, base Will sive +4.

Benefit: You gain a +4 bonus on binding checks.

SUDDEN ABILITY FOCUS
One of your special attacks becomes more potent than|
usual.
Prerequisite: Special artack. i
Benefit: Once per day; you can increase the save DE of
any special ability you have—including the special abilinies.
granted by avestige— by 2. You canstill use the Abiliry Focus|
feat normally if you have it, and the DC increases stack You




Moarden mak d pact with
must declare the use of this feat before you use the ability
A continuous-use ability (such as a gaze attack) can benefit
from this feat for only 1 round.

Special: This feat can be taken multiple times. Each time
you take it, you can apply the Sudden Ability Focus feat one
more time per day. You cannot apply Sudden Ability Focus

more than once to a single use of a special abiliry.

SUPERNATURAL CRUSADER

You are adept at fighting supernatural creatures.
Prerequisite: Knowledge (arcana) 2 ranks,
Benefit: You gain a +1 insight bonus on art

weapon dama

specialability.

» rolls against a crearure wirh @ supernatural

SUPERNATURAL OPPORTUNIST
You are adeptat exploiting a creature's momentary distract
while it acrivates its supernatural abilities

Prerequisite: Supernatural Crusader.

Benefit: Whenever a creature that you threaten activat
supsrnatural ability, you can make an attack of opportuity
against that creature. This feat does not give you the abilicy
10 make more than one artack of oppartunity in

§ round,

a single

dras, aided by Sk

WIDEN SUPERNATURAL ABILITY

You cian inc al abilities.
Lability.

Benefit: Once per day, you can widen a supernatural abil-
ity. When you use a widened supernatural ability, its area
. Thus, awidened line or cone isdouble the
normal length; and a widened burst, ems
rwice the normal diameter. You must dec

se the area of your supernat
Prerequisites: 8 HD, supernatu

increases by 100%
read has
e use of this f

before you use the ability: Widening a supernatural ability

tion, ¢

does not require a separate action.
Special: This feat can be taken multiple times. Each time
itis taken, you can widen a supernatutal ability one addi-

tional rime per day. You cannot widen a particu

v use of 2
supernatural ability more than once.




inders rarely possess the power to craft magic irems because
pact magic is oo dissimilar o spellcasting for its use to
facilitate item creation. Even so, some binders who become
pawerful spellcasters choose to apply their knowledge of
arcane ordivine magic fo the creation'of implements useful
in pact magic.

CHIME OF SUPPRESSION

Acchime of suppression helps you gain control of an unruly
vestige.

Lore: During the time of Syfal, hinders created
and used these items to concenl the vestiges they
bound while they were hunted by the Serapaene-
ans, (Knowledge [religion] DC 25)

Description: This triangular brass instrument
isinscribed with strange runes and feels unusu-
ally light. One end features 2 hinged handle
made of rosewood and a chain, also brass,
that ends ina meral striker.

The runes are the confounding
seals of the vesriges, reinforced with
additional markings thar suggest
control and power. When struck,
the instrument produces an unser-
tling, echoing chime that can be
heard only hy the wielder.

Prervequisite: This item func
tions only if the wielder is bound
to a vestige.

Activation: Asa standard action,
you touch the striker to the chime,
You can use a chime three times per dav, und its effect lasts
for' i minute. You can only target a vestige within yourself
with a chime of suppression.

Effect: A chime of supprossion temporarily stifles one of
vour bound vestiges (chosen by vou at the time of use),

Dmplenments
of finding

forcing its willinto the dark corners of your mind. For the
duration of the effect, you lose access to all rhe abiliries
granted by the spirit, but it has no influence pver you, and
you do nat show its sign.

Aura/Caster Level: Moderate abjuration. CL 7th.

Construction: Craft Wondrous Item, soul binding
ability, dismissal, 1,900 gp, 152 XP, 2 days.

Weight;: 1/2 1h.

Price: 3,800 gp

TT'C

Taiploments of binding enhance your ability to hind fin
control vestiges, They help 1o focus your concentration)
during the binding process and provide incentive for the
spitirto be amenable to your will
Description: Inside an intricately carved teak bax, &
set ol unusual objects rests upon a red velver cushion. Th
irems are an ivory chalice, 2 bronze serpentine knife, a
thrée perfectly spherical crys
When you use iplentents of binding, the knife vibrares
and the chalice creates a soft ringing sound, while (he
three stones glow with the brightness of candles.
Prerequisite: Only characters with the soul binding
clags feature can use this item.
Activation: As partof the time it takes to draw a vesrige'’s
seal properly (see page 17); vou can use smplementsof
bindimg o aid the process of pact making. You
must begin by placing the three crystals
around the seal to form an inverted
triangle. Then you use the knife (o0
cut a small incision in each of your
palms, dealing a total of 1 point of
damage, and squeeze the blood into
the chalice.

Effect: Implements of binding provide
a+2competence bonus on your binding
check to make a pact with a summoned

vestige. In combar, the knife funcrions as
a nonmagical masterwork dagger.
Aura/Caster Level: Faini transmuta-
tion. CLard
Construction
binding ability, eag
2da
Variants: +1 on binding checks (-600 gp), 44
on binding checks (+2,400 gp), +6 on binding checks
{+6,4D0 gp), <8 on binding checks {+12,000 gp).
Weight: 10 [b,
Price: 1,530 gp.

“raft Wondrous Item, soul
s-splendor;, 1130 gp, 32 XTI

SOUL LENS

A soul lens refines and augments the abiliries granted' byd
avestige.

Description: A soul lensis asapphire monocle held inside
a gold ring, Whenever the wearer uses a supernacural abils
ity granted by a vestige and augments it with this item; the
lens Hlashes with a soft blue light

Prerequisite: You muse be bound to a vestige 1o use
this item

Activation: Using a soul lens is notan action; you simply
wear the item. It fills the goggle slot.

Effect: While vou wear a soul lens, the save DC of any
supernatural ability bestowed upon you by a vestige
increases by 1




Aura/Caster Level: Faint transmutation, CL 3rd,

Construction: Craft Wondrous Irem; soul binding
abilirg, cagle's splendor, 6,000 gp, 480 XP, 6 days.

Weight: —

Price: 12,000 gp.

SEAL OF THE SPIRIT
A seal of the <pivit provides a permanent and reusable seal
for summoning a particular vestige.

Lore: Each seal is keyed to a specific spirit. (Knowledge
[arcana] or Knowledge [religion] DC 25; Knowledge [the
planies] DC 30}

T'he Seropaenean Ovder is desperate to acquire and
destroy these items. (Knowledge [religion]

DC 35)

Description: This silky black
bundle of cloth unfolds into a
Square § feet across. A wide cirele
with peculiar lines inside it is
embroidered on the fabric with
gold thread.

When activated, a seal'of the
spinitbindsitsel Fro a surface
and remains fixed until the
binding process is finished.

Throughour the entire bind-
ing process, the seal emits a

pulsing and flickering red light

with the brightness of a torch.

Prerequisite: Only characters
with the soul binding class feature can
use thisitem.

Activation: As a standard acrion, you activate
asenl of the spurit by speaking its command word
{usually the name of the spirit keyed to it and placing it
on aflacand steady surface. Once activared, the seal furic-
tions until either you bind the vestige or it leaves of its
own accord. You can use a particular seal of the spirit once
perday,

Effect: Once activated, a seal of the spirit serves as the
seal you would otherwise draw during the ritual required
10 contact a vestige. Since you need not draw the seal to
conract the spirit, the item considerably reduces the time
it takes to conjure the enrity. The seal does not negare any
othier tequirements for summoning a particular vestige
Far more information on binding vestiges, see the binder
class description (page 9).

Aura/Caster Level: Moderate conjuration. CL 7th.

Construction: Craft Wondrous [tem, soul binding
nbﬂity‘ minor creation, 3,000 gp, 240 XP, 3 days,

Weight: —

Price; 6,000 gp.

b of Dabifver-Ner

TEETH OF DAHLVER-NAR

The strange and wondrous teeth of Dallver-Nar give you'a

physical link to the vestiges and their power

Lore: The tecth of Dahlver-Nar bear the name of the first
human 1o use them. Rumor among the ignorant holds thar
the teeth tie your soul to fiendish forces, granting them
conttol over your body and even your thoughrs. (Knowledge
[history] DC 30)

No'one knows who created the teeth, ar even how it
was done, Binder scholars debate whether the items can
be created a1 all—many contend that 4 new one simply

comes into being when a soul transforms into a vestige.
(Knowledge [arcana] DC 30)
Individual teeth of Dahlver-Nar have oceasionally
been destroyed, but a new version of a destroyed
tooth always crops up ar some later date.
However, no more than one version of a
parricular toorh ever exists atany given
time, (Knowledge [ history| DC 35)
Several versions of the story about
the origin of the teeth of Dahilver-Nay
exist, but one aspect of it remains
constant: Dahlver-Nar, a human
cleric, discovered the teeth and
made them known through his
use of their powers. (Knowledge
[history] DC 30)

Legend says that using rhe teeth
toa often or using too many of them
at once can drive the user mad or turn
her into a tooth heast (sec page 88). How
much 6f this tale is truth and how much is
fiction remains ro be seen. Many binders have
attempted 1o find out by collecring all the
teeth, but as yer no one has managed 1o obrain

all of them at once, (Knowledge [history) DC 30}

Description: Teeth of Dahlver-Nar differ in appearance
according to their associated vestiges. Many look like the
teeth of various humanoids; athers appear more unusual.
Eurynome's woth, for example. is a molar as big as a dwarf's
fist, Acererak’s tooth is a ruby shaped like a cuspid, and
Zagan's tooth isa snake fang the length of an elf's hand
Each tooth isinscribed with the seal of a vestige—though
iris unbound by the outer circle commaon 1o vestige seals,
The reeth change size ta fit the user's mouth, but only just.
Chupaclops's tooth juts our of the user's mouth in the form
of a tusk, beside the twa created by his sign.

Activation: To employ one of these items, you must
remove one of your own teeth and put the tooth of Dahlver-
Nar in its place: This bloody process requires a full-round
action and deals | point of damage, Afterward, your tooth is
permanently gone; you cannot later replace it aftér remov-
ing the looth of Dahlver-Nar. A regenernte spell replaces lost
teeth, so longas no feeth of Dahiver-Nar accupy the spaces
of missing reeth at the time of casting. Replacing your
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give you a bite attack if you normally lack one.

You must have a looth of Bahlver-Nay in your meuth for
one full day before you can use itsability. During thar time,
you show the signof the associated vestige and are under
its influence, as described in the Effect section below.

Afer the tooth hasbeen in your mouth for 24 hours, you
canactivate or deactivate any continuous abilities it grants
as a standard-action. Other abilities require a standard
action to use. Use of an ability granted by this item never
provokes an artack of opportunity; but effects produced
by a tooth of Dulilver-Nar are nol supernatural; they can
be dispelled and suppressed in the same way as those of
other magic items. A creature cannat tavger atooth in your
mouth for the purpose of sundering or magic effects other
than dispel magic. The only way a foe can get your tooth is
to render you helpless and physically remove it. Such 4
remoyal deals no damage.

Using feeth of Dahluei-Nar does nor give
yau the ability to bind a vestige for the
purpose of meeting the prerequisites
of a feat or a prestige class. Teeth of
Dahlver-Nar do not aecupy a magic
item body slor.

Effect: Placinga (oot of Dahlver-

Nar in your mouth grants you a

special magical ability, buriralse links

your soul and body to the vestige with

which the tooth is associaced. When the

tooth is in your mouth, you show the sign

of the associated vestige, just as you would

if you had actually bound it. In addition, you

are automatically under its influence, as though

you were a binder who had failed a binding

check. 1f you chopse to ignore the vestige's influ-

ence, you take the normal penalty for doing so. The penalty
lasts until the tooth is removed, bur you can still use its
power. As normal, the penalties of ignoring the influences
of multiple vestiges stack.

These effects of a tooth of Dahlver-Nar cannot be avoided
by making a binding check, or by using the suppress sign
ability. If you have access to multiple teeth of Dahlver-Nar,
YOu can use as many as you \\’lbh ‘)il'l'lllll‘.ll!L‘DLI::l}'. bul you
show the signs and are under the influence of all of them.
Although some vestiges grant natural arracks associared
with their signs, yvou do not gain those artacks—even
thaugh you show the same sign—unless the rooth acrually
granis that power.

Each tooth of Dahl
granted by the associat
are not supernatural,

Nitt: grants an ability similar o one

1 vestige. The effects of the teeth

arespelldike effects and follow
all the normal rules for such—rhey can be suppressed by
a rargered dispel magie. for example, A tooth of Dalifver-Nar
is activated by a command word—specifically, the name

The e utsnhhespﬁ’ c
are given below, nlnng with their saving throw DEs,
Acerérak: You can use command undend three rimes et
day (Will DC 14 negates), Faint necromancy; CL 5th; Prlc;
10,800 gp.
Agures; You can use earthquake once per day. Strong,
cation: CL 15th; Price 43,200 gp. '
Amon: You can use burning hands ar will (5d4 fire; Refles
DC 11 hall). Faint evocation; CL Sth; Price 9,000 gp.
Andras: You can use tagic civele against evil or magic civeled
agninst good (chosen when expending the use) once per dage
Faint abjuration; CL 5th; Price 5400 gp.
Andromalins: You can use discern location once per diys
Strong divination; CL 15th; Price 43,000 gp:
Aymz You can use produce flame once perday:
Faint evocation; CL 5th; Price 9,000 gp.
Balgn: You can use polar ray once per day,
Strong evocation; CL 15th; Price 43,206
2p
Buer: You can use neutralize poison
once per day. Faint conjuration; €L Sthy
Price 5,400 gp.
Chupoilops: You can use etherenl
jaunt once per day. Strong evoea-
tion; CL 13ch; Price 32,760 gp.

Dahlver-Nar: You gain a +2

enhancement banus to natural
armor. Faint rransmuotation; L
sth Price 8,000 gp.
Dantalion: You can use coms
mand three dmes per day (Will DC 13
negates), Faint enchantment; CL Sth; Price
5,400 gp
Eligor: You gain a +4-enhancement banus
to Strength. Moderate transmutation; €L
10th; Price 16,000 gp.
Eurynome: You can use water walk once per day, Faint
rransmutation; CLSth; Price 5400 gp.
Foealor: You can use all lightmng once per day (Reflex DEY
14 half nt evoeation; CL Sth; Price 5,400 gp.
Gerymn: You can use fly once per day. Faint transmutationg
sth; Price 5,400 gp
Haagenli: Yon can use lesser confuston ar will (Will DE1Y
negates). Faint enchantment; CL $th; Price 9,000 gp

Halphax; You can use imprisonmenl once per dny'

(Will DC 23 negates), Strong abjurarion; CL 17th; Price
55,000 gp.

Haures: Youcan use phantasmal killer three times per day
(Will/Fortitude DC 16 negates/parnal), Moderare illusiong
CL 7th: Price 30,240 gp.

1pas: You gain a +4 enhancement bonus ta [melligeu:e.
Moderate transmutarion; CL 10th; Price 16,000 gp.

Karstis: You can use dispel magic three times per day, Faine
abjuration; CL Sth; Price 16,200 gp.




eraje: You can use grealel magic weapon once per day

|t grant your weapon 4 45 enhancement bonus. Strong
rransmutation; GL 20ch; Price 21,600 gp:

Malphas: You can use grealer invisibility once per day.
Moderate illusion; CL 7th; Price 10,080 gp.

Marchosias: You gain a +4 enhancement bonus to Charisma.
Maoderare transmutation; CL40th; Price 16,000 gp.

Naberius: You can use lesser estaration three times per
day. Eainy conjurarion; CL $rh; Price 10,800 gp:

Orthos: You can use displacement once per day. Faing illu-
sion; GL Sth; Price 5,400 gp.

Ofax: You can use¢ fog cloud three times per day. Faint
conjuration; CL Sth; Price 10,800 gp.

Pitimon: You gain a +4 enhancement bonus 1o Dexterity.
Moderate transmutarion; CL 10th; Price 16,000 gp.

Ronowe: You can use expeditious rebreal ac will, Faint trans-
mutation; CL 5th; Price 9,000 gp

Sgunok: You move at your normal speed even when
wearing medium or heavy armor or when carrying a
medium or heavy load (unlike other creatures, whose
ispred is reduced in such siruarions). Faint transmutation;
\GL 5th; Price 2,000 gp.

Shix: You can use freedom of mevement once per day.
Moderate abjuration; CL 7th; Price 10,080 gp.

Tenchrous: You can use deeper darkness once perday. Faint
evacation; CL Sth: Price 5,400 gp.

Zagan: You can use patson three times per day (Fortitude DC
14 negates). Faint necromancy; CL Sth; Price 16,200 gp.

Aura/Caster Level: See each tooth for detai

Construction: The means of constructing teeth of
Dahlver-Nar, if it was ever known, is lost. Each tooth of
Dahlver-Naris 2 unique magic item.

Weight: —.

Price: See the description of each tooth for details,

STIGE PHYLACTERY

A vestige phylactery allows you to bind an alternate vestige

“s0 that you can swap one spitit for another without having
10 go through a second ritual. Vestige phylacteries are always
found empty.

Lore: Vestige phylacieries were the lastmagic items crafred
ky the first followers of Syfal. They were designed o give
“binders better tools with which to combat their enemies
{Knowledge [history] DC 35)

Description: A vestige phylaclery is an ornately carved

* jade cube measuring about 6 inches on a side, Runes of
L power and magical inscriptions of binding cover every
* surface, The box has no apparent means of opening,

When a phylactery housesa vestige, irshakes and moves

* asifalive. Whenever you exchange a bound vestige for the

“one in the box, it flares brightly and turns translucent,

Diminutive figments of the vestiges momentary grapple
they cross paths going to and [rom the phylactery,

Prervequisite: You must have the soul binding ability to
use this magic item.

Activation: As a full-round action, you can call forth
a vestige you have previously bound into the box, willing
it 1o leave the phylactery and enter your body. To bind a
vestige into the box, resolve the binding as normal, except
that the binding DC increases by 10, You can bind a spirit
ifrtoa westige phylactery once per day, and you can call a spirit
from itonce per day. The box does notoccupy an item slot,
but you must hold it in one hand ro activate it

Effect: Upon activating the phylactery, vou immediately
bind to the vesrige inside ir. If doing so would cause the
number of vestiges bound to vou to exceed vour normal
limit, you expel a vestige of your choice (prematurely
ending its binding) releasing it to make room for the one
from the phylactery. The released vestige does not auto-
matically enter the phylactery. You can only call a vestige
from the phylactery if you bound the vestige yourself. If
you have not bound a vestige inro the phylactery when
youactivate this item, you gain no benefit and instead are
stunned for 1d4 rounds, Once the exchange is complete,
you lose all the abilities granted by the departed vestige
and gain those granted by the new vestige. You show the
vestige's sign (ornot)as normal. Youware influenced by the
new vestige if you failed your binding check when you
placed. it into the phylectery. You remain bound to the
vestige from the phylactery based on the time you bound
irinto the phylactery. A vestige can only be bound into a
phylactery for a maximum of 24 hours, after which time
itis auromatically released.

Aura/Caster Level: Moderate conjuration. CL 10th.

Construction: Craft Wondrous Item, planar bindmg or
planar ally. 7500 gp, 600 XP, 8 days.

Weight: 5 1b,

Price: 15,000 gp.
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MAGIC MONSTERS

. Vestiges nibble ar the edges of the world, Their interaction

with i1 remains impercepiible hut extanr, like a presence
unseen and unheard that nevertheless raises hairs on the
backs of people's necks and sends chills down their spines.
Binders bring vestiges more fully into contact with reality;
but another connection might also exist. Gertain creatures
bearastriking resemblance ro vestiges, whether because they
are acrual descendants of the vestiges' once-living forms,
creatures warped by contact with vestiges, or the results of
some cosmic synchronicity. Their resemblance (o vestiges
might also be no more than a strange coincidence.

— DEADLY DANCER

Medium Aberration

Hit Dice: 448412 (30hp)

Initiative: +6

Speed: 60 fr. (10 squares)

Armor Class: 18 (+6 Dex;, +2 natural), rouch 16, flat-
footed 18

Base Attack/Grapple: 43/+5

Attack: Appendage blade +9 melee
(1de42/18-20/x3)

Full Attack: 3 appendage blades +9
melee (1d6+2/18-20/3)

Space/Reach: 5 ft./5 fr.

Special Attacks: Augmented criri-
cal, improved whirlwind attack

Special Qualities: Darkvision
50 ft., improved uncanny dodge

Saves: Fort +4, Ref +7, Will +3

Abilities: Str 14, Dex 22, Con 17,
Int 11, Wis 8, Cha 15

Skills: Balance +8, Hide +7,
Jump +21, Listen +1, Move
Silently +7, Spot +1, Tumble
+15

Feats: Alertness, Weapon
Finesse

Environment: Warm land and
underground

Organization: Solitary, pair, o
troupe (3-8)

Challenge Rating: 3

Treasure: 50% goods or irems

Alignment: Often chaotic neurral

Advancement: 5-8 HD (Medium}; 9-12
HI (Large)

Level Adjustment: -

A gray and white figure whirls i the aw, its
rapidly spinming form bavely distinguishable as
Humanoid because of the specd atwhich it turhs.
i hops from one bony, bladelibe appendage fo

" in blood at least once a week or starve, Thus, evena
N\

g earfwhiecls whil afes ik @ tap—sonietim
balancing on i Leg amd at other times on an arn. At last, i sto)
s stands ereck revealing w lithe, gray-skinmed body almost 8
fall, a monthless face with blank yellow eyes, and legsand aymsihial
resemble sword blades from the knees and elbows down,

The wild and alien creatures known as dead ly dancers mike
terrifying foes. Humans dubbed them dancers because ol
their unique method of locomotion, and deadly for theie
bladelike appendages and relentless attacks.
When adeadly dancer stands erect and still, its lithe body
approaches 8 feet in height. When it spins, however, it seems
closer to 5 feet tall because of the way its bodv bends: & deadly
dancer has tough gray skin and pale vellow eyes, and i typical
specimen weighs about 200 pounds. Its arms and legs end in
long bone blades thar seem smooth but are actually poraus,
This quality allows deadly dancers to draw in the blood that
SErves as ll\L‘ir nou Hshmﬂlﬁ.
Deadly dancers need o soak theirarm and leg blades

N short period of poor hunting can drive them to
attack humanoid settlements.

Deadly dancers lack mouths, so they
cannotspeak. They communicate withone
another through complex gestires—in
fact, their language takes the form of
adance. However, they can learn to

understand other languapes.

COMBAT
A deadly dancer never stops moving:
in combat. 1t tumbles into the midst of
foes, slashes at all within reach, and then
rumbles to & different spot to slash'ar the
same enemies agamn. Even when not using
its impraved whirlwind attack, a deadly
dancer can balance on one leg or arm,
and lash out at foes with each of its threg
other appendages.

Augmented Critical (Ex): Each of i
deadly dancer’s appendage blades threats
ens a critical hir on a natural atack rall
of 18-20 and deals triple damage on 3
successful eritical hir

Improved Whirlwind Attack (Ex);
As a standard action, a deadly dancer
can make one appendage blade atrack
at irs full base artack honus against each
opponent within reach

Improved Uncanny Dodge (Ex)i
A deadly dancer retains its Dexterity
bonus to AC when flat-footed or seruck
by an invisible arracker, and it cannot
be flanked except by a rogue of at least
sth level.



Deadly dancer communities are little more than small
nomadic hunting parries that hide from the civilizations of
other races. Since they cannot easily manipulare objects or
build shelters, they gravitate toward warm climartes thar offer
ready safe havens, such as caves, During a hunt, every deadly
dancer in the troupe participates, including the young.

Deadly dancers are sexless creatures. Each can procre-
ate alone simply by breaking off an armblade in the fresh
corpse of a Medium creature, The blade then grows into a
new, full-grown deadly dancer overa
period of seven to ten days. Break-
ing off an armblade is a painful
process for the parent, which
taktes 2d8 points of damage and
loses one appendage attack from
its full atrack routine, as well
as the ability 0 make improved
whirlwind attacks, The dancer can
heal the damage narurally, but it
does not regainits lost attack and
the ability to make whirlwind
attacks untl the lost blade
fully regrows—a process that
ralees about a month. Further
more, roughly half the rime;
breaking off the armblade
causes a wound thar con-
tinues to bleed ata rate of 1
hit point perminute. Since
the deadly dancer culture has
no clerics and the creatures
lacle the ability to manipulate
bandages or bind wounds, such
bleeding usually means death for

 the parent. Thus, a deadly dancer
i usually willing to procreate only
iftts own death or the destruction of
ifs troupe seems cerrain,

Knowing howattached deadly dancers are to
heirtroupes, some unscrupulons slavers have cap
tuted the creatures for use as assassins, glidiators,
‘or guards, Because deadly dancers can learn ro understand
ather languages; a patient sliver can teach them to take orders,
and by holding the majority of the troupe captive, he can
ensure that those individuals he releases comply precisely
with those orders

Deadly dancers revere Paimon as a deity, although none
“seem 10 draw any power from this worship. They mark their
tetritary by scoring trees and stones with Paimon's seal, and
‘troupes of them sometimes gather to engage in week-long

Crevelries: During such events, they dance togerherin compli-

earted parterns designed to scribe Paimon'sseal acrossa large

clearmg Although they have the ability to draw Paimon's
seal, none of them seem to be binders,

Deatbhend

Beyond these details; deadly dancer culture and society
Temain mysterious. Few members of other races have been
able to get past their dancing language and violent narures,
to discover any hard facts. Binder scholars theorize tharthe
ancestors of the deadly dancers were human or elf binders
who dedicated rthemselves 1o Paimon and somehow drew oo
much of the vestige into their beings.

Small Undead
Hit Dice: 10d12 (65 hp)
Initiative: +5
Speed: 20 f1. (4 squares), climb
20 ft., swim 20 fr.
Armor Class: 19 (+1 size, +1
Dex, +7 natural), touch 11,
flar-footed 17
Base Artack/Grapple: +5/+15
Attack: Hair lash +11 melee
(1de+4)
Full Attack: 6 hair lashes +11
melee (1d6+4) and bite +& melee
(1d4+2)
Space/Reach: 5 f1./5 ft.
Special Attacks: Dominating con-
tact, improved grab
Special Qualities: Damage reduction
10/cold iron or good, darkvision
60 ft, freedom of movement, scent,
spell resistance 15, undead traits
Saves: Fort +3, Ref +6, Will +9
Abilities: Str 19, Dex 13, Con —,
Int 16, Wis 15, Cha 18
Skills: Bluff +12, Climb +12,
Diplamacy 12, Hide +5, Intimi-
date =12, Jump =2, Knowledge
(all) +17, Listen +11, Ride 47,
Sense Motive +11, Spor +11,
Swim +12
Feats: Improved [nitiative,
Lighrning Reflexes, Multiar-
tack, Weapon Focus (hair lash)
Environment: Any
Organization: Selitary
Challenge Rating: 7
Treasure: Standard
Alignment: Usually chaotic evil
Advancement: 11-20 HD (Medium)
Level Adjustment: —

Ancobyect that resembles a severed gant's head tangled i its oum
hair unexpectedly flips upside doiwn, 1fs long tresses twine fogether
to faem vopy tentackes, wiich it uses to Jift itself off the ground.




it totted g, I vaseb e s Yok eniales e
it of a man-

Binders don't like to admir i, but deathshends were probably
first created by a binder necromancer who had an affinity
for the vesrige called Shax, Now, the crearures come into
being through the depraved actions of evil spellcasters and
a ritual that involves the drowning of a gianr, Initially, the
spellcasters who used this ritual were also giants; bur over
the years, wicked members of other races have learned the
practice and come to understand its value.

Deathsheads are valuable to necromancers because they
possess great knowledge abour all subjects and can act as
otdcles. In fact, a deathshead shows great ability with all
qualities associated with the head. For example; each pos-
sesses keen perception and a silver tengue in addition o
grear knowledge, While these qualities make a deachshead
invaluable, its powerful mind can also endanger a careless
creator, since it can dominate other creatures simply by touch-
ing them. A deathshead often climbs onto a dominated foe
and rides it as though it were 2 mount.

Deathsheads most often serve powerful spellcasters, but

somie escape contral or survive after their masters'
When notunder anyone's control, a dearhshead usually seeks
todeminate either the most powerful crearure inthe areaor
the leader of 2 powerful group of creatures. Although most
living creatures find undead disturhing, muny communities
leven those of ostensibly good-aligned ereatures) willingly
submit to the rule of o deathshead ro benefir from its great
knowledge. Once in power, a deathshead does everything it
can to maintainand increase that power, including disguis-
ing its influence,

Adeathshead looks like the partially rotted head of a giant
with long hair marred into several ropelike tendrils. The rype
of giant varies, but the hairless stone giants are never rurned
into dearhsheads. By the same logic, female dearhsheads are
slightly more common than males, since male giants often
keep their hair shorter than their female counterparts, The
size of a deathshead's body depends on the type of giant
head used to create it, hut most range between 2 and 3 feetin
diamerer. A deathshead rypically weighs about 100 pounds
and stands approximately 4 feet tall on its hair rentacles

Adeathshead speaks Common. Giant, and up to three other
languages spoken by its creator,

COMBAT
Althotigh it can be fearsome in melee, a deathshead generally
prefers to employ a foe as a weapon against other enemies.
Typically, it dominates the best combatant sent against it,
then rides that individual into combat against its other
enemies. During the ensuing melee, it often tries to capture
and dominate a spellcaster so that it can finish off the others
or escape. Because adeathshead usually rides foes withoura
saddle, ir tkes a -5 penalty on Ride checks for riding bare-
back. A deathshead thar dominates its mount automatically
 succesds on Ride checks made w guide with knees, leap, spur

-

: tin battle, and ch

edttire is considered a war-trained moune.

Aspelleasterof 15th o 17¢h level can create adeathshe:
casting acreate undead spellan the severed head ofa drown
giant with long haic.

Dominating Contact (Su): When in a grapple. a death
head can deminate its-foe as if using the dommate ma
spell (caster level equal to irs Hir Dice; Will DC 19 negates)
asmndard action. Only the sustained contacr of a grapple
sulficient for the deathshead 1o establish deminance, a s
reuch artack has no effect. The save DC is Charisma-base

A deuthshead can contral a dominated creature only se
lang as it maintains physical contact with it. Doing sousually
requires the deathshead to remain in the dominated creamure’s’
square and either ride on or be carried by its vietin, Thus:
deathsheads typically attempr 1o dominate very strong op

iduals thar can suppert them easily unless they
intend to gain a brief benefit—such as forcing a spellcasten
to use some spells against his allies. A deathshead canstand S
next to a dominated creature and simply hold itwith a ten=
tacle, but such an arrangement is risky in combat.

Improved Grab (Ex): Touse this abiliry, a deathshead must
hivan opponent with a hair lash artack. It can then dttempt
tostarta grappleas a free action without provoking an attack
of epportunity, 1fit wins the grapple check, it establishesa®
hold and can try to dominate the opponent in the following:
round. 1

A deathshead has a +10 raciel bonus on' grapple .chgc‘k_gf
which isincluded in the statistics above.

Freedom of Movement (Su): A deathshead hasa continus
ously active freedom of movement ability, as the spell (castep
level equals your effective binder level).

Skills: A deathshead hasa+10 racial bonus on Knowledgé'
checks. fralso has a <8 racial bonus on Climb checlts and can’
always choose to take 10 on a Climb check; even if rushed or8
threatened, In addition, 2 deathshead has a+8 racial banus ot
any Swim check 1o perform aspecial action oravoid a hazard:
It can always take 10 on a Swim check, even if distéacrod
or endangered. 1t can use the run action while swimming
provided it swims ina straight line. '

Medium Magical Beast

Hit Dice: 4d10412 (34 hp)

Imitiative: +0

Speed; 40 [t. (8 squares)

Armor Class: 17 (42 Dex, +5 nart
footed 15

Base Attack/Grapple: +4/+8

Attack: Gore +9 melee (1de+4)

Full Artack: Gore +9 melee (1d6+4) and bite +8 melee (1d4+4
plus poison); or bite +8 melee (1d4+4) and bite <8 meles
{td4+4 plus poison)

Space/Reach: s fu./s f.

Special Attacks: Breath weapon, poison, superior natusal
sweapon fighting

Y wuch 12, fae




‘Special Qualities: Davkvision 60 ft., light sensitivity, low-
light vision, resistance to fire 10

Sayes: Fort +7, Ref +6, Will =2

Abiliries: Str 18] Dex 15, Con 17, Int 2, Wis 12, Cha 7

Skills: Jump +8, Listen +7, Move Silently +5, Search -2,
Spor=+3

Feats: Improved Initative, Powerful Charge", Weapon
Focus [gore)

Environment: Temperate and warm hills and mouhtains

Organization: Solitary, pair, or pack (5—14)

Challenge Rating;: 4

Treasure: None

Alignment: Usually neutral evil

Advancement: 58 HD (Medium}; 912 HD {Large)

Level Adjustment: —

Ablack-furred creature with curling
vam’s horns lowers 1fs head to
charge. Although if possesses

w goat's head, 1t has a wolf's
powerful body and a black
adder for a tail. Asit begins

1o vum, a sceeching howl
issues from its throat, and its

tail liiss: scapes from
huge jaws studded with
fangs too vicious for vither a
ol or walf

Horned beastsare horrible
creatures that rove over

rocky rerrain hunring food

and seeking new victims to
tertorize. Despite their dimwir-

1ed nature, harned beasts enjoy
malicious acts and delight in

the fear and horror they can
create, Packs of these creatures
have been known ta harry prey
for hours before anacking to kill,
and 4 pacle that atracks
creatiires might purposely leave a few injured bur alive in
ardertoenjoy their heightened terror during the nextartack
Although horned beasts can never be truly tamed, same evil

group of

falk capitalize on their cruel natures and keen hearing by
using them as guardians.

medsures between 4 and 5 feet long and

s pounds. It hunts ae night, howling in the

distance ar the sight of prey then creeping silently toward
it before charging out of the darkness. During the day, it

Tetredats into @ cave or rests in a (lﬂrk copse Ur'[n‘.‘fs bEc:lusE
it finds bright light painful

Pact magic grimoires say thar when Amon was a god of light
and law, a cadre of wise golden rams served him as messen-
gets and helpmates. When he fell into obscuriry, his golden
rams lived an. Over the centuries, however, they changed
as Amon did, eventually becoming the horned beasts. Thus,
mast binders refer to horned beasts as the flock of Amon.

COMBAT

A horned beast charges into
L‘Umbul to ram 1ts foe, Thi’,“
it lashes out with its bire
attacks, often biting dif
ferent creatures with each
ateack and then swirch-
ing who gets bitten by
which head. Whenever
possible, it employs its
powerfill charge agatnst
its enemies, sometimes
even retreating briefly
from the fray so that it can
come charging back,
Breath Weapon (Su):
20-foot cone, once every Ld4
rounds, damage 3d6 fire damage,
Reflex DC 15 half. The save DC is
Constitution-based,
Poison (Ex); The horned beast's
snake head delivers poison with its
bite attack. Injury, Fortitude DC 15,
initial and secondary damage 1d8 Dex.
The save DC is Constitution-based.
Superior Natural Weapon Fighting (Ex): A horned
beast bites opponents with both its goat head and its snake
il Becatse each of its two heads controls a bite actack, both
bites are considered primary natural attacks, and neither is

M,

" POWERFUL CHARGE
The Powerful Charge feat appears on page 207 of Monster
‘WManuol l1l. and is reprinted here for convenience.

POWERFUL CHARGE

A creature with this feat can charge with extra force.
Prerequisites: Medium or large, base attack bonus 1.
Benefit: When the creature charges, if its melee attack hits,

ft deals an extra 1d8 points ofidamage (if it is of Medium size),

Far Large creatures, the extra damage is 2d6 points; for Huge,
3d6; for Gargantuan, 4d6; and for Colossal, 6d6.

This feat only works when the creature makes a charge: It
does not work when the creature s mounted. |Fthe creature has
the ability to make multiple attacks after a charge, it can apply
this extra damage only to one of those attacks.

Special: A fighter can select Powerful Charge as one of his
fighter bonus feats,

v, g ]




ge rollsasa secondary

Light Sensitivity (Ex): A horned beast is dazzled while
in bright sunlight or within the radius of a daylight spell,

Skills: Because of its two heads, a horned beast gainsa +2
racial bonus on Listen, Search and Spot checks.

KARSITE

1st-Level Warrior

Medium Humanoid (Human)

Hit Dice: 1d8+5 (9 hp}

Initiative: +0

Speed: 20 fi. in breasiplure (4 squares); base speed 30 fi.

Armor Class: 17 (+5 breastplate, +2 hieavy shield), wouch 10,
flar-footed 17

Base Attack/Grapple: +1/+2

Attack: Longsword =2 melee (1d8+1/19-20 plus magic drain)
or throwing axe +1 tanged (1d6+1)

Full Attack: Longsword 12 melee (1d8+1,/19-20 plus magic
drain) or throwing axe +1 ranged (1d6+1)

Space/Reach: s [t./5 fi.

Special Attacks: Magic-draining atticks

Special Qualities: Human traits. damage reduction 5/magic,
spell healing, spell resistance 11, spellcasting inability

Saves: Forr -4, Ref +0, Will -1

Abilities: Str 13, Dex 11, Con 14, Int 10, Wis 9, Cha 10

Skills: Climb -3, Intimidate +3, Ride +3

Feats: Ability Focus (magic-draining attocks), Toughness

Environment: Any land

Organization: Solitary, pair, strike team (3—7 plus 1 2nd-level
sergeant and a leader of 3rd—6th level), orelan (2050 plus
10% noncombatants plus 1 2nd-level sergeant per 5 adults,
2d# sth-level lieutenants, 1d4 7th-level caprains, and 1
leader of 8th—10th level)

Challenge Rating: |

Treasure: Standard

Alignment: Often neutral evil

Advancement: Iy character class

Level Adjustment: -2

tipad 18|
eyes 1s blu, hr: other is brown. A :hncl-aj'whrh TS ﬁ-mmghh >
long, davk hiir:

Karsites are a subrace of humans born at random ameng the
human population

When the vestige called Karsus yer lived as a powerl
wizard, he fathered many- children among his slaves
supplicants. Then his failed attempt to steal power from:
deity of magic shattered his people’s empire and spread ther
across the world, Thus, over more than athousand years, his
blovdline has rainted nearly every human population, and
artimes it grows strong enough for a human to give birth ta
4 karsite, When two karsires mare, they breed true.

Karsites appear human overall, but they have rwo distin-
guishing traits. First, each has one pale blue eye and one eye of
another color common to humans. A karsite also has 4 shoclk
of white hair on his head. These trairs appear infrequently =
among normal humans, and almost never at the same time.
In communities where karsites mate exclusively with one
another, other features also become common, such as seraighs L
blond or black hair, & sharp widow's peak, and a small nose
and mouth.

Karsite infants appear as normal humans, but as they
mature, their strange appearances and powers appear. Most
karsites gain their birthright by the time they reach puberty,
but for some it comes sooner or later: Superstitious humans
often view the change in an emerging karsite's appeavance as
asign of a blessing or curse, but few suspect thar it is borh.

Karsus's bloodline allows a matured karsite to resistnon-
magical blows and to turn spells cast against him into healing
magic, but it also prevents him from ever casting any spell.
Karsites born among humans might live and die without
ever knowing that their unusual appearance comes with’
wondrous abilities, but athers discover cheir birthright swhen
they artempr to take up the path of aspellcaster, or when vio:
lence leaves them less harmed than it should. Communities
of karsites often seek our such “foundlings” ro indoctrinate

N,,\/\M/\hf

QUICK AND EASY KARSITES
You' don't have to build karsite NPCs from the ground up.
Simply add the racial traits described above to any nonspell-
casting human NPC you already have. Even NPCs the player
characters have known for years might secretly be karsites.
In fact, you can dispense with changing statistics by simply
assuming that the human in question has already benefited
from the karsite racial bonus 1o Constitution and Charisma
Just adjust the NPC’s challenge rating and add the special
abilities, and you're done

Consider allowing the same kind of conversion for players
with human PCs who want ta play karsites. Perhaps the char-
“acter has been a karsite all along, but his powers matured late

in his life. The karsite abilities come with a level adjustment,
hawever, so consider this option carefully. It might not be fun
for other players to see the karsite player's PC suddenly surpass
their character's capabilities. On the ather hand, if the hurman.
PC has fallen behind in levels, or if other party members have
benefited from templates that grant level adjustments, convers
sion to a karsite might be a great way to allow a player to keep
up with his friends’ characters,

IFhumans aren't prevalent in your campaign (or ifincluding a
subrace of hurnans doesn't appeal to you), cansider giving kar-
site abilities to half-elves or half-orcs; or even an elf or.orc wha
has a half-elf or hall-arc (and thus a Karsus-blooded human] in
his family tree.




nto their philosophy, hoping to swell their numbers and
4dvance their evil agenda (see Karsite Society: helow).
Karsites speak Common

COMBAT

A karsite advances into melee asquickly as possible. He pre-
férs to engage foes thar lack magic weapons, but if attacked
with such an item, he focuses hisattacks on thatindividual
A karsite generally saves enemy spelleasters for lastinafight,
relying on his spell resistance to fend off their spellsand his
spell healing ability to keep him on his feer, He might try to
capture enemy spellcasters for later torture, butifa
Eﬂf SPE]I 1er r:gl.ihl‘]\‘ l"t‘“L"[r‘Jll.‘.‘ his ﬂPL‘H I tance, h(’
changes ractics and attemprs to defear that enemy as quickly
45 possible.

Magic-Draining Attacks (Su): A karsite's melee atracks
can weakena foe's m

Tich-

ic armor, weapon, or shield, Ifa cres
ture struck in melee by a karsite fails a DC 12 Will save, one
afthe combat-oriented magic items (armor; shield, or weapon
inits possession is suppressed for 1 round. IFa karsite knows
a particularweapon, armor, or shield in his foe's possession is
magical, he can choose to drain thatitem, provided tharhe can
seeit. Otherwise, the item is chosen randomly. Drained irems
still derecras magical, but the magic appe
save DC is Charisma-based, and it includes the
the Ability Focus (magic-draining attacks) feat

Spell Healing (Su): Whenever s karsite’s spell resistance
prevents a spell from affecring him, he heals 2 p
damage per spell level. Thus
penetrare o karsite's spell res
of damage

Spellcasting Inability: A karsite cannot cast arcane or
divine spells, even if he takes levels in o
spellcasting ability. He can use spell-lik
powers, and magic items normally.

suppressed, The
+2 bonus from

s of
il a 7th-level spell failed o
ance, he would heal 14 points

ass that grants
bilities, psionic

KARSITE SOCIETY

Qver the centuries, karsites have discovered one another
and founded communities of their own kind, Many of these
communities existwithin human society, and their members
pass off their unusual karsite appearance as a simple family
trzit: The karsites of these regions hide their abilities, their
philosophy, and their agenda while doing their best to seem
like normal members of society.

Long age, the humans of a forgotren nation persecured
the karsites out of fear of their abilities. Countless karsites
wete hunted down and executed during this period, Broughr
together by this and fled
thearea. They found safery in numbers, s well as a strong

S feeling of camaraderie based on their shared past.

In the process of investigating their history as a group
these karsites discovered the legend of Karsusand the process
of binding vestiges. By summoning Karsus and consulting
with hitm, they ‘discovered” their purpose: to rid humanity

ter, some karsites joined forces

arsile

of arcane spellcasters and establish the worship of Karsus
asthe anly god. Accomplishing this larer goal would make
the karsites the ruling caste of humanity because of their
divine Bloodline

Communities of karsites work toward this goal in many
wiys, such as discrediting the good works of heroic spell-
casters, preventing the founding of temples and schools of
magic, stealing magic irems and ruining their creators, and
taking leadership rolesin human settlements. However, they
carry ourall their work in seeret. Despite their evil natures,
karsires loathe killing other humans, primarily because
doing so is robbing them of their future servants, who afrer
all don't know any better now. However, they do relish the
opportunmty o hl]l'"] bpt'll'.'ﬂﬂt‘l"" ot a ny race.

KARSITES AS CHARACTERS

Most exceptional karsitesare fighters or binder:

ome choose
ns, arroguies, and a few discover
psianies-and follow that path. Almest no karsite becomes
nger or paladin, however, and none are clerics, druids,
SOrcerers, or \Vl?.ﬂl'd.c.
Karsite characters possess the following racial trairs.

to become monks, barba
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Traits: Karsites possess all the traitsof humansas v “x“ m ]
: e = 1 NG MAUL
escribed in the Player's Handbook, excepr as noted here. i -
* 42 Constitution, +2 Charisma; Karsites are exceptionally : ‘-H : Maggcal e i)
Hit Dice: 4d10+8 (30 hp)

hardy, and their bloodline gives them a commanding pres- T s

ence, \
+ Damage Reduction: A karsite has damage reduction 5/ SRERITS O sy glinb 30 ﬁ"
skl Armor Class: 16 (+3 Dex. 43 natural), touch 13,

flac-foored 13

Base Attack/Grapple: +4/+7

Attack: Claw +8 melee (1d8+4)

Full Attack: Claw +8 melee (1d8+4)

Space/Reach: 5 f1./5 ft.

Special Attacks: Tumbling attack 2d8+4

Special Qualities: All-around vision, darkvision 60 ft.,
fast healing 1, immunity to disease and poison, low-light

vision, scent, spell resistance 10

Saves: Forr +6, Ref +7, Will 42

Abilities: Str 17 Dex 16, Con

* Spell Resistance: A karsite's spell resistance equals 10 + his
class levels,

9 * Magic Draining Artacks (Sul A karsite's
melee attacks can weaken a foe's magic
armor, weapon, or shield. If a creature
struck in melee by a karsite fails-a Will
save (DC 10 + Cha modifier), one of the
cambat-oriented magic items (acmor,
shield, or weapon) in its possession

is suppressed for 1
round. If a karsite

i M 14, Int 2, Wis 13, Cha 17

E AN knows ticu- s ,

A Inmu a patticu Skills: Balance +12,

| N Aar weapon, armaor, (.I b+l|. Jum 416,

orshield in his foe's Lun 3' S P‘h 1
l possession is magical, Sls:“; T en;;: 4;5.
. he can choose to drain that PO
> Feats: Skill Focus

item, proyvided that he can
— see it. Otherwise, the item
is chosen randomly. Drained
items still detect as magi-

(Tumble), Weapon
Focus (claw)
Environment: Warm land or

= cal, bur the magic appears unOeEpEnd
‘.-.r 4 BiC app > Organization: Solitary, pair, or pride
() suppressed. The save DC is (6-10)
harisma-based. Hee
?““““a_l"'se‘i Challenge Rating: 3
+ Spell Healing (Su): Whenever TreaR i e

o a karsite’s spell resistance
"” [ preventsaspell from affect-
ing him, he heals 2 points of
damage per spell level. Thus,

Alignment: Neurral
Advancement: 5-8 HD (Medium):
9-12 HD/(Large)

Reviug mauies Level Adjustment: —

i if a 7thlevel spell failed 1o
rate o e 0| 15~ r
=t z:’?:"'!“: :vkzll':]“;:aslplﬂl r:i:ll:m A furious thumping sonnd—is Iff
of da,;-;agu B & sanieoiie was vimng, bul imore r‘ti’pl(f—

emanafes from the davkness. Suddenly an odd ereature rolls inta
sight. Claws flagh as it cartwheels end over end on five furred legs.
It turns as it tumbles by, displaying two leanine faces, one snarling:
on each side of its strange, star-shaped body.

= Spelleasting Inability: Karsites cannet cast arcane or
divine spells, even il they take levels ina class that grants
spellcasting ability. They canuse spel-like abiliries, psionic
powers; and magic items normally.

* Proficiencies: Karsites are proficient with light and
medium armor, and with martial weapons.

= Favored Class: Binder.

* Level Adjustment: -2,

* Challenge Rating: The CR of a karsite with levels in an
NPC class equals his character level. The CR of a karsite
with levels in a PC class equals his character level +1.

Though theyare simple-minded magical beasts, roving maul
ers bear a disturbing resemblance ro Buer, and they possessa:
few of the abilities that the vestige grants to hersummoners,
These similarities have led some binders to theorize that
either the creatures are her servants, or Buer had some con-
nection to them in life. The truth of their origins, however, =
remains a mystery.

Aroving maulerstands about § feettall and weighs roughly
150 pounds. Its five legs resemble those of a lion, Irs fur is
brown or tan-colored, with stripes that change color by season:
and territory. Hunters have even reported green-striped
roving maulers living in forests.

The karsite warrior presented here had the following ability
scores before racial adjustments: Str 13, Dex 11, Con 12, Int
10, Wis 9, Cha 8.



‘Roving maulers live in prides [ ike those of lions, and
Fhié two creatiires sometites occtipy the same territory:
Both typieally hunt ar night, but roving maulers tend to
[avor larger prey. They do nothunr lions orany creatures
that have exceptional grappling abilities, and they have
even been known ta give up theirkills to such creatures
when challenged. Neatly aniy other prey, however, is
falr game. In particular, roving maulers have earned
4 veputarion for artacking caravans and campsites al
night Theyusually kill only beasts of burden, atticking
humanoids only if they interfere, If a campsite has no
animals, however, the roving maulers roll ourof the
darkness and rend the flesh of anyone unfortunate
enough to be in their path.

Roving maulers can track by scent, though pootly,
and they possess keen eyes and ears, bur they lack
stealth. In the daytime, they rypically lounge in trees
ot rocky prominences waiting for prey to wander near.
At nighr, they roam rhrough the wilderness, hoping to
find a group of ereatures bedding down for the night.

COMBAT

A roving mauler rolls into combat and never stops
moving. Although it stand in place and fight, it pre-
fers to tumble over its foes, raking with its claws as it goes.
Ifa fight goes poorly, 1 roving mauler tumbles away 10 heal
then rerurns to finish the combat. Both ofa roving mauler's
faces possess sharp teeth, but it can’t bring them to bear in
combat. Similarly, the orientation of its legs allows it only
one claw arrack in melee or a grapple.

Tumbling Attack (Ex): A roving mauler can lirerally run
bver opponenis—even those larger than itsel£ Asa full-round
fietion, ir can move up (o 40 feef, tumbling over any creatures
inits pach. Any c
aroving matler tumbles is subject toa claw attack regardless
of its size

13 roving mauler rumbles over part ofan occu
th{' creature \Vili'lin 1t can l“"llit‘ an lll'fm.'k of L‘PT‘E"I"ITH\["
against the maulerara —4 penalty, A roving mauler can negare
the attack of opportunity if it succeeds on a DC 25 Tumble
theck to move through the creature’s spice and reach. A
failed check does not cause a roving maler to stop; bur it

a space through which

d space,

does allow the target an arrack of apportunity
Arovingmauler can attack each target only once per round,
no matter how many times its movement tikes it through
that targer's square
All-Around Vision (Ex): A roving mauler’s tw
four eyes allow it to look in any direction, granting it a +4
maeial bonus on Search and Spor checks. Oppenents gain no
benefits when flanking a roving mauler.
Skills: A roving mauler a +4 racial bonus on Listen
"ehecks, and its all-around vision grants ita +4 racial bonus on
Search and Spoi checks. A roving mauler also has a+8 racial
" bonus on Climb checks and can always choose 1o take 10 on

s and

Murder of eraws

SWARM,

Tiny Animal (Swarm)

Hit Dice: 4ds (18 hp)

Initiative: +6

Speed: 10 ft. (2 squares), fly 40 ft. (average)

Armor Class: 14 (+2 size, +2 Dex}, touch 14, flat-footed 12

Base Attack/Grapple: +3/—

Artack: Swarm (1dé)

Full Arrack: Swarm (1ds)

Space/Reach: 10 ft./0 ft.

Special Artacks: Blinding distraction
ecial Qualities: Half damage from slashing snd piercing,
low-light vision, swarm traits

Saves: Fort +4, Ref 46, Will =3

Abilities: Str 1, Dex 15, Con 10, Int 2, Wis 14, Chaé

Skills: Listen +5, Spoi +8

Feats: Alertness, Improved Initiative

Environment: Temperate [orests

Organization: Solitaty, pair, gathering (3—4 swarms), or
plague (7-12 swarms)

Challenge Rating; 2

Treasure: None

Alignment: Always neutral

Advancement: None

Level Adjustment: —
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tbs of @ nearby tree comes a vaucons valling sound

edsf raveris—maybe as many as a thousand—roost mnang

leaves and branclies. Upon noticing a nearby creature; theyall

~ become silent. Then ane bivd flaps up from its perch, and suddenly

they all fly upward en masse. The flock gathers in a fight knot as it

spivals high info the sky, then it suddenly swhivls back down, like

a black clowd of frathers with thousands of sharp elaws and beaks
strotched toward its prey.

A swarm of crows, also called o murder of crows or an
unkindness of ravens, often gathers in the evenings and
eatly morning hours on battlefields that are littered with
casualties. Hundreds of birds feast upon the dead and dying;
and when the battle begins again, they fly off to rcost in
nearby trees as spectators of the blood sport. Some say the
crows learn to kill by warching war, but regardless of how
it happens, these large flocks sometimes sct communally
to attack other creatures and create the carnage on which
they long to feed.

Crows have always gathered in great flocks, but the first
records of such flocks attacking creatures appear after
Malphas's dearh and transformation into a vestige, Binder
scholars note that it was not until this time thar such flocks
were ealled unkindnesses.

Once gathered into a murder, crow swarms remain together
until dispersed by damage or the strong winds of a storm.
These swarms can plague communities by ravaging crops
and wounding or killing people

Telling a murder of crows from a simple gathering of many
black birds ¢an be difficulr. Individually, the birds appear
the same. but when a murder of crows flies, the birds brush
up against each another, sometimes even crawling over one
another in the air, The sight is ghastly, and the noise the
swarm makes is both piercing and thunderaus,

. AcdR de A~ .

OTHER BIRD SWARMS

You can use crow swarm statistics for any swarm of similarly
sized birds. |f you want to represent a swarm of smaller birds,
such as a pitying of doves, substitute the following statistics
in place of the corresponding lines In the statistics block
above,

Diminutive Animal (Swarm)

Armor Class: 16 (+4 size, 42 Dex), touch 16, flat-fopted 12

Special Qualities: Immune to weapon damage, low-light
vision, swarm traits

—_— . wr . —~ .

Likeallswarms, irdes oferows articks by moving

and dealing swarm damage. For informationon the swarm

typé and important rules about it, see page 315 of the Mnmj ,il
Manyal. Unlike many swarms, a crow swarm is hind

its attacks by its flying maneuverability. A flying crow sy vai
must move at least 20 feet each round, it can rurn 45 deg

itcannot turn more than 90 \icgrues inone pince. Ab
these rules allows a murder of crows 1o fly in a small

s keeping one square of its space covering a single §-fo
square. The swarm can land and move on the ground, butata
much slowerspeed. See Tactical Aerial Movement on page 20°
af the Dungeon Mast tde for more details.

Amurderof crows can be summoned in place of a bat, rat,
ar spider swarm using the summon swiarm spell.

Blinding (Ex): A crearute damaged by a crow swarm must
succeed ona DC 14 Reflex save or be blinded. The creature can
regain its sight by healing the damage naturally, byany applics
tion of zcurespell orsome orher healing magic, orwicha remous
Blindness/deafness spell. The save DC is Dexteriry-based.

Distraction (Ex): Any living crearure thar bepins its turn
with a crow swarm in'its space must succeed on a DE 12
Fartitude save or be nauseated for 1 round. The save DC i5
Constitution-based

Large Aberration

Hit Dice: 8d8+40 (76 hp)

Initiative: —1

Speed: 10 ft, (2 squares)

Armor Class: 22 (-1 size, =1 Dex, +14 natural), touch |
flar-footed 22

Base Attackfﬁrnpp]n: +6/418

Attack: Claw +14 melee (1d8+8)

Full Artack; 2 claws +14 melee (1d8+8) and bite +11 melees
(1d8+4)

Space/Reach: 10 f1./5 fi.

Special Attacks: Frightful moan, pounce, rake

Special Qualities: Blind, blindsight 120 It., sprint afrer feay

Sayes: Fort +7, Ref +1. Will +6

Abilities: Str 27, Dex 8, Con 21, Int 2, Wis 10, Cha 8

Skills: Hide +5, Jump —4, Listen +19

Feats: Multiattack, Power Artack, Weapon Focus (claw)

Environment: |Inderground

Organization: Solitary or pair

Challenge Rating: 7

Treasure: 50% goods oritems

Alignment: Usually nearral

Advancement: 9-16 HD (Large}; 17-24 HD (Huge)

Level Adjustment: —




Anursinecreature the sizéofa polar hear lumbers into vietw, Instead
of fur, thousands of sharp teeth of Varions types and sizes stud its
riide. Teeth of every kind cover its enlire body, including its head,
wihtich has teeth for eyes. The saw flesh betiween (e toeth is pink
ard has the moistness of gums. Despate its apparent blindness, the
ereature seems fo sense the presence of prey; turning suddenly loward
acreature that has passed and emitting a terrifying mogn.

Tooth beasts roam the Underdark, making their homes in
caol caverns that provide easy access to water; Occasionally,
they rravel nearer 1o the surface, living in caves and venturing
out when prey wanders near, or when the weather duplicares
the conditions of their favored environment.
Tooth beasts use their keen sense of hearing
to hunt. They listen for distant prey and
move slowly toward the sounds, hoping
10 el close enough to frighten the
creatures. The noise of a combat
often draws tooth beasts,
and many Underdark
denizens simply leave
their dead and dying
on the feld of bartle
wyhen a tooth beast
shows up to avoid facing
the creature themselves.
None who know of
Dahlver-Nar can dispure
the tooth beasts' resemblance
0 him, bur the cause of that
similarity rematns dispured.
Some think tooth beasts are
* degenerate descendants of
~ Dahlyer-Nar: others believe they
“are binders whe bound them-
selves too often o that vestige.
‘Those who believe in the legendary
Miethof Dahlver-Nar theotize that tooth
“beasts exist because binders lost them-
selves to the power of those items, just as Dahlver-Nar did.
A oth beastweighs abour 2,000 pounds and stands nearly
10 feer tall on irs hind legs.

OMBAT
“A taoth beast moves as swiftly as possible (o place [oes within
range of its frightful moan. 1t then uses that abiliry w divide
and conquer, charging any foes who remain nearby before
ursuing those chat have fled. When it encounters foes thar
‘remain our of range, the tooth beast usually flees, hoping to
. either escape the encounter altogether or lure its enemies
into fighting in closer quarters.

-

Thoth eayt

Frightful Moan (Su): As astandard acrion, @ tooth beast:
can emit 4 frighttul moan. Every creature within 30 feet
thar hears it howl must succeed ona DC 13 Will save or be
frightened for 1 round and shaken for 1 round thereafter,
All tooth beasts have immunity to this attack. Frightful
moan is a sonic mind-affecting fear ability, and the save DC
is Charisma-based

Pounce (Ex): If « tooth beast rhurgc& a foe, itcan make a
full attack, including two rake attacks,

Rake (Ex): Attaclk bonus +14 melee, damage 1d8 4. A tooth
beastmakes rake attacks by rubbing its body—and the many
sharp reeth that cover it—against a foe.

Blind (Ex): A tooth beast's blindness gives it
immunity to gaze attacks, visual effects and
illusians, and ather attack forms that rely
on sight
Blindsight (Ex): A woth beast
has blindsight our 1o 120 feet.
Beyond thar range, it trears
all targets ss having total
concealment.
Sprint after Fear
(Ex): A tooth beast can
sense fear in creatures
within range of its
blindsight, and it can
move at a speed of 60
feer (or charge ar 120
feer) to end its move-
ment next [o a creature
affected by any sort
of fear condition.
During such a
charge, a tooth beast
is slowed in the usual
fashion when moving
through squares that nor-
mully slow movement (such as
difficulr terrain), and it must follow
allotherrules for charging.

Skills: A rooth beast has 4 <8 racial bonus on Listen

checks:




This section details two of the mostimportant organizations
that focus on pact magic.

“Thay area threat to the Trath. To falter imowr task spefls cevtain
doon for all”!
—$ir Michael Ambrose, Seropaenean leader

The Order of Seropaenes is.an alliance of various religious
groups swort o destroy pact magic and conceal its existence
Although the specific faiths are often ar odds abour other
issues, their members are willing to work together in order
to negate the greater threat posed by binders.

OINING THE ORDER OF

EROPAENES

Characters with some divine connection are the most likely
candidates for the order. Clerics, paladins, favored souls (see
Complete Divine), and even blackguards often seek member-
ship, However, the leaders of the orderare so dedicated o their
mission thatthey ncceprcandidates from nearly any class. Over
the years, the order hos used witch slayers, rogues, assassins,
rangers, and even barbarians to combarthe binders.

ENTRY REQUIREMENTS
Skills or Spellcasting: Knowledge (religion) 3 ranks or the
ability to cast Ist-level divine spells

The order makes extensive use of its darker elemenrs to locare
suspected binders, using rogues for espionage, wizards for
divination, and blackguards o Jearn what they can from the
darker agencies. Based on the infarmation gained from these
soutces, palading, fighters, and favored souls ga ro hinder

‘underra

king specific missions for the arder. You can )
permanent magic items whose value equals your charaef
level % 200 gp.

Since the Orderof Seropaenes consists largely of rel
groups, its members have no shorrage of divine magic. N
bers receive cure spells, vemove curse, remove disease, and ré
poison at ne cost. The order also provides powerful magie,
as yawse dead, resurrection, and the like, for 75% of the no
price. Finally, you can purchase curative porions and wani
at 50% the list price.

PLAYTING A SEROPAENEAN

A fundamenral order guides the universe, and pacr magic
perverts thar order. By exploiting spirits thar the gods have
banished, binders endanger the delicate halance between pods
and men, and reveal secrets that should remain unknown o
mortal minds, No matter how they present theiracrivities, the
factis that binders dabble with damned spitits, allowing these
abominations to possess them and adding to their power with
each binding. If nor stopped. these wretched spivits could one
day supplant the gods themselves.

You were once one of the blind, unseeing and unable
comprehend the larger framework of the planes. Then ithe
Serapaeneans removed your blind fold, and you left yourold
life behind tw fight the good fight. What's one life against
the benefit of all? How can 2 mortal life measure against the
sancriry of the divine? Your rask is to eliminate the hereries.
known as binders before they erode the relationship between
mortal and immortal any furcher,

To be effective as a Seropaenean, you must gain some
fundamental knowledge about your enemy. Thus, for the
first yeqror so after joining the order, you learn e\'eryliii-ng
you can about binders and the fundamentals of pact magies
I particular, you study the nature of the vestiges, the gifts
they confer, and the technigues for summoning and bind-.
ing them.

hideouts w capture or kill their enemies, The order sends COMBAT

only irs good members on such missions because they are
more likely to caprure their foes alive and bring them back
to the stronghold for questioning than evil members are. The
higherranking members of the order consider interroga-
tion an invaluable tool for learning where to find other pact
magic pracritioners and ro what ather areas the cancerous
knowledge might have spread.

SEROPAENEAN BENEFITS

The Order of Serapaenes isa welHfunded and powerful secrer

society. Members receive equipment and can acquire different
types of services at discounted rates.

The orderoffers a bounty for each heretic captured. A live
binder earns you a bonus equal to his binder level x 100 gp.

Adead one earns a benus equal to his binder level x 25 gp.

Rinders are unpredicrable, so make sure you have a goad!
mixture of offensive and defensive abilities when facing.
against them. Purchase or botrow magic items to minimize
your weaknesses. In particulay, items that ineréase your saye =
modifiers are good tools for your missions.

Anticipating what kinds of spirits a4 given group of bind=
ers draws power from can be difficult. So in smaller-scale
combars, be sure you have a good mix of allies, es‘pet:i:l‘l‘l‘p
spelleasters. [f you don't have access to divine magic of your
own, pair up with a divine spelleaster who can keep youon
your feet.

In large conflicts, » broad selection of allies is best. Form
units thar include a paladin, a rogue, a cleric,and a wizard or
soreerer. This mix of abilities helps you compensate for the
binders' unusual pssortment of powers.




The mission requires yourabsolute loyalry. You might regu-
larly face situations that challenge your morality, forcing
yourto make difficult decisions berweén mercy and justice,
or between the end and the means. But the order chose you
for your ability to follow orders—even difficult ones.

Once you are found worthy of membership, the order
assigns a mentor t you! This instructor teaches you all
abouit pact magic, its history, the crimes commirted by its
practitioners, and the threat they pose 1o che doctrines of
the represented faiths. Depending on who you were prior
1o membership, you might gain advanced rraining at this
stage as well. Assassins and rogues develop skills wirth
espionage and poison, while palading learn how 1o marry
their code o the sometimes questionable ractics employed
by the order.

After your training, be prepared for a hard voad ahead.
Fighting binders is not easy. These insidious tricksters are
swilling ro sell their souls and commit nearly any crime in
pursuit of power. Thus, facing themexposes you to dangers
far greaver than you might expect. The end always justifies
the means for a Seropaenean, because the end is so impor-
‘ant. Thus, if a Seropaenean assassin murders a binder you
found to be virtuous and noble, you must accept the act
because ultimately, it preserves the authority of nor just vour
awn deiry, but all the divine powers.

MISSIONS

‘Asa Seropaenean, your general mission is to hunt out and
“destroy cells of binders wherever you find them: If you're
evili you gather information, infiltrate binder enclaves, and
destroy them from within. IFyour personal morals incline
taward good, you use the information that your evil fellows
have learned to take the fight direcely to the enemy. When
| you emerge victorious, yourerurn the captured binders to the
‘Tower of Woe—rthe heart of the arder—for interrogation.
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SEROPAENEAN TEAMS
When members of the Order of Seropaenes travel together,
they do so in groups where each indjvidual complements the
‘others. Encounters with groups of Seropaeneans at various
ELs are outlined below, All of the characters are human,
EL 3: A trio of watchers Includes a 1st-level rogue. a 1st-level
‘diviner, and a 1st-level ranger
EL 5: This team of inquisitors consists of a 3rd-level cleric,
two 1st-level rogues, and a Tst-level paladin.
~ EL10: A strike team of Seropaeneans includes a Sth-level
cleric, a Sth-level ranger, a Sth-level rogue/2nd-level assassin,
2nd a Sth-level wizard,
EL 15: This high-powered group, known as purgers, boasts
@ 10th-level cleric; a 10th-level evoker, four Sth-level ranger/
. Znd-level witch slayers, and four Sth-level rogue/2Znd-level
dssassins,

SEROPAENEANS IN THE WORLD

“Howcan they claim fo fight for Heironcous whern they would ally
with his enemies?”
—Dekelor, Shining Blade of Heiraneous

The Order of Seropaenes presents an interesting way to unite
disparate religious groups underone common banner. Inthe
same manner, the order can help to unite an unusual mix of
player characters with wildly varyving alignments. Alterna-
tively, the Seropaeneans malke excellent recurring villains o
seragainst binder PCs and their companions, Because they
canappent when least expected, they can help to propel the
campaign forward when the action has stalled.,

ORGANIZATION
The very existence of the Order defies logic. It unites
adherents of many opposing réligions, who agree to work
together for one reason only: tooppose, contain, and destroy
pact magic.

Ages ago, a-scholar and archeologist named Syfal uncov-
ered a Jarge cache of writings. He found a trearise on the
existence of a pantheon that simply could not exist, and a
theory on haw ta bind and centrol the rogue spirits thar were
its members. The problem was nor the binding, but the fact
that these essences somehow existed independently of the
divine order. They were beings of grear power thar existed
samewhere between the gods and their servants, but were
beholden to neither.

When Syfal began to spread the news of these vestiges, as
hecalled them, word of his teachings eventually reached the
larger churches Knowing that the gods hold power primarily
through mortal belief, the church leaders feared thar Syfal's
spirits would decrease the power of the deiries by drawing
mortalsaway from the established religions. Their fears were
not unfounded, since the mortals who regularly contacted
these vestiges gave them attention bordering on worship—in
fact, many did worship the spirits. If the churches allowed the
binders to persist, the vestiges might rival or even displace
the gods

While religious organizations scrambled to contain the
damape, a priestof Vecna named Seropaenes called a meering
of the elders from the established churches ata remote site in
the Crystalmist Mountains. Attendance was spatse, with anly
clergy trom the churches of Heironeous, St. Cuthberr, and
Wee Jas in artendance, Seropaenes began by describing the
implications and dangers of pace magic to his fellow clergy.
He then proposed thar the churches unite undera common
banner—one that would not compromise the strictures
of their faiths and would guarantee the integrity of their
respective dagmas. Desperate toavert the threat posed by pact
magie, the high priests from each church agreed, forming
the Order of Seropaenes,

Atfirst, the orderoperated secretly, with members devored
1o certain gods kept isalated from those devoted ro oppos-
ing deiries. Still, it was highly effective. 1ts members swept




mders ami crushmgdweheremal u‘prlsmg Wurdspnead
and soon other members of the parent churches realized
what was happening. Although they agreed that the threat
jpresented by binders was indeed great, the alliance wirh
agents who served the gods of their enemies caused a great
upheaval. How could paladins of Heironeous band together
with Vecna's necromancers? Was the threar so great that
good and evil had ro unite against 1? Publicly, the member
E religions banned the Order of Serapaenes, but some secretly
- funded it, thus continuing the crusade,

The order veiled irself in a cloak of secrecy, and ayer the
years, mostof the churches forgot about it, Records of irs
existence were quietly cleansed from the annals
and sacred rexcs of all faiths. So complere was
the destruction of the evidence that not
even the highestranking members of
the Church of Heironeous now know
Vi about the order and its mission.
( Rumor holds that the Seropae-

t neans now receive funds not
[ from theirconstituent religions,
but from some other; larger
organization. In fact, same
| paranoid binders believe that
the Regulators (see page 244 of
Epic Level Handbook), a myste-
(0 rieus and super-powerful
¥ organization that regulates
powerin all forms, pulls the
strings of the order.

NPC REACTIONS

Members of the order erjoy wharever reputation their vari-
ous religious leanings provoke. Thus, paladin members are
usually viewed favorably, and good clerics and other NPCs
are generally friendly if not helpful to them. Clerics or black-
guardsin service to Vecna receive the same unfriendly stares
and comments from locals that they would if they were not
members, In short, membership in a secret coalition neither
aids nor hinders the Seropaeneans.

Few clerics and members of the order's constituent
churches actually understand the significance of the order.
Such 4 character must succeed on a DC 25 Knowledge (reli-
gion} check to identify a Seropaenean for what he is, NPCs
who recognizea memberof the orderas such are nearly always
unfriendly:

‘Cltnmm.e!wmh Tanks in Knuwledge (rehgmn} can reses

Syl of the
Order of Sercpacns

the Orderof Seropaenes 1o learn more about it. Whena cha
dcter makes a skill check, read or paraphrase the fqllowm«g;,q
including the information from lower DCs.

DC 10: In the past, apposing religions have occasional
ovetlooked their differencesand united o end an even greati
threat.

DC 15: The Order of Seropaenes was founded to destre
practitioners of 4 rare form of magic.

DC 20: Anyone, anywhere
can be a Seropaenean. Goad'
or evil, commoner or pali<
din—they exist ar every
level of sociery.
DC 25; The founder of the
Seropaeneans was a powerful and
charismatic clericof Vecna.
Many of the more schol-
arly bards also know the early
exploits of the Seropaeneans. Thus,
a bardic knowledge check reveals
the same information, and the
DCs given above are each reduced!

bys.

THE TOWER OF WOE
The Tower of Woe, the nerve center of the.
Order of Seropaenes, stands on the very site
where the original church representatives
met and founded the organization: Tall.
impressive carvings and bas-reliefs depicting:
the holy symbols and religious icons of Heironeous, Wee Tas,
St. Cuthbert, and Veena decorate the exteriorof the structure)
The tower has no visible entrances except for a narrow band
ofopen space near the top, .,
As its firstact, the fledgling order constructed this tower
1o serve as a neutral ground where the servants of the vari= =
ous gods could meet ro pursue their joint mission in peace
and unity, The tower functioned as a jail for hereries and s
holding avea for their tools. In addirion, it served as a home
for the leaders of the order, who discovered thar they coulds
guide the operations of the organization and monirtor the
flow of information mare efficiently in person. )
Although it has stood for many years, the Tower of Woe:
remains unchanged from itsearliest days, Today, however. the
lower frequency of visitors makes the place seem sbandoned,
Asinister air hangs about it, suggesting hlind commitment to:
acause thatis {lawed and perhaps even evil, despire protests
1o the contrary trom its adherents.




Members of the Order of Seropaenes conceal their actions,
For the most part, they bide their time, wirching for binder
activity, As a sectet society operaring on the fringes of civi-
lization, the order might have existed all along in a given
campaign world withour ever coming to the atention of
the PCs,

Membership in the order provides players with a chance
1o develop their purposes and roles within the campaign
world, Theorder is a perfect venue for those who enjoy moral
ambiguity, shady plotlines, and intrigues.

When designing a campaign featuring the Seropaene-
ans, make sure you present binde -and ongoing
nemesis, so that PC members have 4 good teason to remain
affiliated with the organization. Tailor your adventures to
highlight the PC's strengths, focusing on research and inves-
tigation. Missions for the order could easily take characters
all over the world to peruse ancient volumes that describe
the nature of pact magic. With each discovery, characters
should feel the temptation to try pact magic themselves—a
desire that might pur them at odds with their benefactors.
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APTATION
‘The Order of Seropaenes opposes pact magic and the threar
it represents o organized faiths, You can, however, pir this
arganization againstother spelleasters instead, such as psions,
wilders, necromancers, shadowcasters, or even fruenamers.
Infact, you can essily broaden the focus of the organization
fo encompass anyone who does not practice divine magic,
‘thus creating an interesting tension between arcane and
~ divine spellcasters.

'SAMPLE ENCOUNTERS
Any PC binder should encounter the Seropaeneans at some
point. Even just brushing apainst them should create tension
Ayithin an adventuring party, since the binder’s allies must
come to terms with opposing agents of good and noble gods
such as Heironeous and even St, Cuthbert,

“The leaders of the Order of Seropaenes understand the
ethical tensions among the various members, sa they orga-
nize their soldiers by religion. Regardless of their individual
outlooks, all Seropaenedns remain committed 1o purging
\pact magic from the world

BL16: Leaving his career as a mercenary witch slayer,
Michael Ambrose joined the Seropaeneans as their garrison
commander ar the Tower of Woe. He embodies the principles
espoused by the order and truly believes that the hererical

- practices of pact magic present a real risk to the world and
1o divine authority.

Sik MICHAEL AMBROSE CR 16

Male human fallen paladin 6/rogue 1/blackguard 4/
witch slayer 5

LE Medium humanoid

Init +3; Senses Listen +1, Spot +1

Aura despair (10 fi., -2 on saves)

Languages Common

AC 28, touch 11, flat-footed 28

hp 113 {16 HD)

Resist mettle

Fort 19, Ref +9, Will +12; slippery mind (second Will save
against enchantments)

Speed 20 ft. (4 squares)

Melee +3 longswerd +24/+19/416 (1d8+8/19-20)

Ranged -+1 flaming composite longbow +15/410/+5
(1d8+4/x3 plus 1d6 fire)

Base Atk +15; Grp +20

Atk Options smite good 3/day (+4 attack, +10 damage),
smite spirit sharer 1/day (+4 attack, +5 damage),
sneak attack +3d6

Special Actions cemmand undead 6/day (+3, 2d6+5, Znd),
lay on hands 48 points/day, momentary disjunction
once/5 rounds (Will DC 24 negates)

Blackguard Spells Prepared (CL 4th):
2nd—acure moderate wounds
Ist—cause fear (DC 12), cure light wounds

Spell-Like Abilities (CL 4th):

At will—detect good

Abilities Str 20, Dex 8, Con 14, Int 10, Wis 12, Cha 18

5Q |ocate possession, overwhelming aura of evil, poison
use, trapfinding

Feats Cleave, Great Cleave, Impraved Initiative, Improved
Sunder, Power Attack, Track, Weapon Focus
{longsword)

Skills Concentration 6, Diplomacy +8, Gather Information
+14, Handle Animal +9, Heal 43, Hide -2, Intimidate
=13, Knowledge (histary) -4, Knowledge (local) +7,
Knowledge (nobility and rayalty) =4, Knowledge
(religion) +2, Ride +1, Sense Motive +10

Passessions combat gear plus +3 fill plate armor, +3 heavy
steel shield, +3 fongsword, +1 flaming composite longbow
{+3 Str bonus) with 20 cold iron arrews, ring of
protection +2, amulet of natural armor +1, belt of giant
strength +4, cloak of Charisma +2




and one day, 1 fornd the Trith”
—Tamsin Cutterbuck, gnome binder

Formerly scholarsand philosophers, the Theurgians are bind-

you gain g ather Informatian
Enowledge (arcana), Knowledge (religion), and Knowledge
(the planes) checks:

ets who contact vestiges i attain 4 deeper undersiandingof PLAYING A THEURGIAN

reality. Aceording 1o their derractors, such information is
not meant to be known, so the Theurgians are considered
the mast heretical binder group of all.

JOINING THE THEURGIANS

Theurgians are binders, bur many had careers as clerics,
bards, or wizards before discovering the power of pact
magic. Faced with extinction due to the depreda-
tions of those who oppose pact magic, they

have begun to dccept some nonbinders

into their ranks for protection. Only

thosewho share their commitment ro

knowledge, however, are considered

for membership.

ENTRY REQUIREMENTS
Skills: Knowledge (arcana)
6 ranks, Knowledge (history)
3 ranks, Knowledge (religion)
6 ranks

Binders form the inner circle of this
organization. Rogues and bards serve
as its eyes and ears, helping their
compatriots escape from witch slayers,
scouting old ruins, and recovering lost
knowledge: Fighters and knights of the
sacred seal act as guards and bodyguards
for their fellows,

Theurgians undergo an intense period
of study to learn the lore of pact magic. Since few ancient
tomes were written in languages that are still in use, many
Theurgians purchase ranks in Decipher Script or learn dead

languages to better understand the central renets of pact
magic.

THEURCIAN BENEFITS
The Theurgian Sociery offers its members access to s library
ofinformation and shelters them from enemies. In addicion,
the Theurgians have built a large nerwork of sympathizers.
Thus, membership provides connections to hirelings the

world over and enables you to procure hireling servicesar half

the normal price (sce Hirelings on page 105 of the Dungeon
Master's Guide for derail

Inaddirion, the Theurgians know forbidden informa
of all kinds. As a member of the society, you gain accese

esoferic bits of informarion, language translation services,

rare manuscripts, and pertinent informarion abour all the

Symbsl of i
Thenrgian Sociery

You've been branded a heretic, a heathen, and a disrapten!
the balance, but those labels were applied by the igno
Yout enemies fear what they cannot understand and des|
that which you pursue to preserve their close-minded
ways. )
It's not that you don't believe in the gods; you simply
don't believe in their servants. Clerics, paladins, and theip
ill obfuscare the Truth and hide behind their own narrow
interpreations of the relarionship berween morral
and immortal. Through callous perses
cution, they force you to rake drastic
megsures to protect yourself and those
dearto you

COMBAT
Your knowledge of your foes deter-
mines yout tactics in battle. You
have access toall the resources you
need to research your enemies and
gather information abour them; so
you should never go into battle without
knowing what kind of apposition you
face. Use your knowledge of your foes'
weaknesses to best effect by employing
atracks tharmight be especially damaging
or hindering, and trick them by present=
e opportunities that use tp theif
miost viluable resources.

ADVANCEMENT
Information on pact magic is forbidden in most lands because
it presents too great a threat to the doctrines of the various
churches. Perhaps you stumbled onto a forbidden manuseripts
during an advenrure and uncovered the essential naturea
pact magic, then discovered thar practitioners of pact magie
have many enemies. Witch slayers converged on you. niacking
you down wherever you went unril ir seemed thar all hope
was lost, Then the Theurgians plucked you upand brought
you into their fold.

Once you became invalved with the Theurgians, youcould
not return to normal life You soon realized that you would
always be on the outside because the world stands against
you and all you work for. So you study under the masters of
the craft, poring over the ancient tomes and manuseripts
of other heretics who have since been condemned 1o spend,
their last days languishing in the Tower of Woe. But although
some would curse the insatiable curiosity that brought them
1o this lifestyle, you embrace it; ravenously consuming the
wrirings presented by your mentor.




As 2 Theurgian, you are sworn to protect the boaks you
and your fellows have collected through the generations,
defend apprentices, to rescue fellow members pursued by
witch slavers, and to hide binders from the Seropaencans.

* The leaders of the organization might send you ro infilirate
‘the Tower of Woe and rescue a powerful binder, or ask you
1o stay hehind and stall the enemy long enough for the rest
of the enclave 1o eseape,

- THEURCIANS IN THE WORLD
“leretical fools! For all theiv vaunted knowledge, they know nof
what they do! Their reckless explorations foree iis fo expunge theiy
taint."
—Sir Michael Ambrose, Seropaenean Inquisitor

The dedicared intellectuals who belong to the Theurgian
Society favor sacrificing all else to the pursuir of Truch. In
your campaign, the Theurgians might be social elites who
gather in secret to explore the possibilities offered by pact

- migic, or they might be members of @ group on the run,
constantly moving from place to place and communicating
by means of secret runes and ather symbols left inconspicu-
ously for these who fallow,

DRGANIZATION
The Theurgian Sociery lacks the rigid structure of other
| Btpanizations. A strong commitment to pact magic and o fear
-pf'perser.minn are the only factors that unite its members
as abody. 1n fact, the Theurgians' loose assembly and lack
ol structure is perhaps what allows them 1o continue in the
ice of their opposition.
4 Sylal, an enigmatic mystic and scholar. Sometime {n thie mists
of antiquity, Syfal uncovered the location of a mysterious
“sanctuary cccupied by a fringe group of theologians. The
frescos and murals he found there depicted an unusual eer-
emonyinvolving svmbols and invocations. His explorations
culminatedinasingularly important event: He uncovered a
* hidden vaulr containing hundreds upan hundreds of manu-
Seripis—a treasure trove of ancient lore

Insubsequent years, Syfal spread the word abour the new
kind of spirit he had discovered. 1n the pracess, he realized
‘that many other schalars had hypothesized the existence of
lost spirits, and some had even gone so far as 1o name them
Unti] Syfal's discovery, however, no one knew how to conract
thens.

Syfal's teachings rippled through the world, creating excite-
ment in scholarly communities everywhere. In response,
several influential churches banded together 1o scour Syfal
qmd his followers from the land. These eadly movements were
Pk period in the history of Heironeous and St. Cuthberr,

put the followers of those gods managed 1o purge Syfal and
the att of pact magic from the world—ar least for a time.

The Theurgian Society developed our of the teachings of

NPC REACTIONS

Like nonaffiliated binders, Theurgians are not widely known
The artitude of any NPC who learns what Theurgians de
immediately shifts to unfriendly or worse. The Order of
Seropaenes has agents everywhere—primarily common and
unassuming folk whose sole duty is 1o warch for suspicious
types bearing the equipment used by binders and showing
the odd physical signs of a vestige's presence. These spies not
only teport to their contacts but alsospread rumors tharrurn
the locals against binders.

THEURGIAN SOCIETY LORE

Characters with ranks in Knowledge (religion) can research
the Theurgian Society to learn more about it. When a char-
acter makes a skill check, read or paraphrase the following,
including the information from lower DCs.

DC 10: A cerrain group of scholars attains knowledge by
binding spirits.

DC 15: The Theurgians, if they still exist, are almost
exclusively binders who follow the teachings of an ancient
sage named Syfal.

DC 20: The Thenrgians are concerned with knowledge,
not power, Their persecution is unjust.

DC 30: Characters who achieve this level of success can
learnimportant details about the specific Theurgiansin your
campaign, including notable members, the areas where they
operate, and the kinds of activities they undertake.

A PC wha wishes to contact the Theurgians should make a
DC 20 Gather [nformation check to find local sympathizers
iand allies. IFthe contact is an assassin, blackguard, cleric, or
paladin; the DC increases 1o 30.

THE HIDDEN LIBRARY

For generations, archeologists and explorersalike overlooked
thistuin. Exploration of it uncovered little of interest, thanks
wthe wisdom of Syfal, founder of the Theurglin Society, and
the skill of his supportets,

When the scholar first discovered the library. he realized
the risk he would face if he ever exposed it to the world.
Whilepressure from the Seropaeneans mounted, Syfal moved
hundreds of texts o this site, while his supporters hastily
constructed avault to hold them, Although a cleric of Vecna
murdered Syfal before the library was completed, his allies
managed to finish the project withour his guidance, creating
alabyrinth of corridors and passages designed toconfuse and
confound intruders.

In time, Syfal's followers died out, taking the secrets of this
place co their graves. Bventually, however, another group of
scholars and archeologists came acvoss the ruin. Intrigued
by its unusual mosaics and frescoes, they stayed for months,
carefully searching for clues. Fimally their persistence paid
off,and they locared the hiddén entrance to the library. Thus
was the Theurgian movement resurrected.




new oversees the site and i1s continued excavation.

has made incredible progress in learning the essential

“symbols of the spirits and has bound several of them so far.

The Order of Seropaenes has not yet uncovered this site, or

even noted the sudden resurgence of interest in pact magic,
bur it is only a marter of time unril it does.

THEURGIANS IN THE CGAME
The Theurgians, might already exist in your campaign,
whether vou yse the Serapaeneans or not, If your characrers
are searching fora bit of lost lore, a loremaster might refer
them to local Thevrgian, This method of introduction is
especially useful ot low levels, before the PCs have access to
spells such as contact ather plane and divination.

Chatacters using pict magie might also encounter the
Theurgian Society, Those pursuing knowledge of ves-
tiges might stumble across the group at some pomnt in
their careers, making the Theurgians 1 useful vehicle for
propelling the campaign forward—especially when the
Seropaeneans closg in.

ADAPTATION

The Theurgians! lack of a rigid hierarchy combined with the
fact that the Seropaeneans destroyed much of their history
makes adaptation relatively easy, The biggest difficulty is ser-
ting up their oppanents. In the Foncorren Reatms Camipaign
Selting, for example, you could pii the Theurgians against the
Harpers, ormaybe even against the clerics of Azuth, Mystra,
and Shar. In the Escenon Campaign Sething, the Theurgians
might have uncovered a cache of ancient pact magic tomes in
Ken'drik, causing wizards to hunt them across Khorvaire.

SAMPLE ENCOUNTER

The best encounters with Theurgians involve a grear deal
of mysrery. The PCs might never directly encounter the
group, but intermediaries loyal to the organization mighr
protect them from those who would do them harm. Uln-
marely, involvement with the Theurgians is sure to make
the characters' lives more exciting. As word spreads about
their conmnections to this group, the characters mighr have
1o explain themselves 1o witch slayers, Seropaeneans, and
religious authorities.

EL 10: Though Tamsin is committed ta the expansion of
pact magic, she fears the Seropaeneans, who killed her lover
to get to her. After finding the site, she sent the other binders
away while she remained behind to study the lore inside,

nale-gn b

LN Small humanoid

Init +4; Senses low-light vision; Listen +3, Spot +1

Aura sadriess (adjacent creatures other than Tamsin have
~2 on attacks, saves, skill checks)

Lang Common, Elven, Gnome

AC 21, touch 15, flat-footed 19; +4 AC against giants

hp 98 (10 HD); DR 3/—

Immune fear

Fort +12, Ref +9, Will +10; +2 on saves against illusions;
slippery mind (second Will save against enchantment

Speed 20 ft. (4 squares)
Melee mwk light mace +11/+6 (1d4-1)
Ranged mwk light crossbow +11 (1d6/19-20)
Base Atk +7; Grp +2
Atk Options +1 on attacks against kobolds and goblinoids
Special Actions Focalor's breath (blindness 1 round;
Fort 22 negates), icy glare (gaze attack deals 2d6 cald
damage; Will negates), lightning strike (5d6 electricity
damage; Ref DC 20 half), rebuke undead 8/day (47,
2d6+15, 10th)
Spell-Like Abilities (CL 1st):
1/day—dancing lights, ghost sound, prestidigitation
(Will DC 15}, speak with animals (burrowing
mammials only) -
Combat Gear elemental gem (earth), potion of barkskin +2,
2 potions of cure light wounds >

Vestiges Typically Bound (EBL 10th, binding check
1d20-+15): Balam, Focalor

Abilities Str 8, Dex 14, Con 20, Int 16, Wis 13, Cha 20

$Q Balam's cunning, pact augmentation (DR 3/—),
prescience, soul guardian, soul binding (2 vestiges,
5th level), suppress sign, water breathing

Feats Ability Focus (Focalor’s breath)”, Empower
Supernatural Ability (Focalor's breath), Favored
Viestige (Focalor), Iron Will, Lightning Reflexes,
Weapon Finesse®

Skills Concentration +10, Craft (alehemy) +5,
Decipher Seript +16, Knowledge (arcana) +8,
Knowledge (history) <8, Knowledge (religion) +8,
Knowledge (the planes) +8, Listen +3, Survival +1
(+3 on other planes)

Paossessions combat gear plus +2 mithral chain shirt,
masterwork light crossbow with 20 bolts,
masterwork light mace, dagger, amulet of health +2,
cloak of Charisma +2




PACT MAGIC
ADVENTURE SITES

‘The following adventure sites focus on pact magic. Each lc

tion s fully detailed, bur no specific adventure hooks or plots
are included. Thus, you can adapr them to use as you see fit

— THE HIDDEN LIBRARY

On a peak in a grear mountain chain stands an old ruin.
Although archeologists and explorets have combed the site
many times for clues to irs purpose (or out of simple greed)

few realized that the temple was only a diversion builr to

conceal what lay beyond.
spread that the p
others from expl
buil this p

Behind the ruin is a na

ith each failed expedition, ward
ace was only an empty ruin, discouraging
git. B

tsome know hetter. The binders

e, and to them, iris sacred

w runnel thar extends ut 1
cal shaft
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mile into the mountain, ending at an octagonal v

nid nearly 500

housing a set of stairs
walls of the shaft are strange
dedicating the place to the vestiges. The stairsend ata

glyphs, seals, and other sigils

reat

adamantine door fitted with a massive seal. Beyond it lies the

Hidden Libr:

The library is a strange place. 1t consists of more than fifty
rooms, each fw hich
of dusty b
only one entrance and one exit, navigating the i
er, the The
this site, placing cry 1\t things here and there o

is filled with ra

holding scrolls, piles
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be simple. Howe
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deter exploration

-\‘uh\nui\ the crypt thin,
afthe Theurg

e remain iirmlyun

1s, few bind

rs remain here, since the library

lacks the amenities foran extended stay, Furthermore, most
1,

binders avoid the Hidden Library inan effort to prevent witch

slayers or Serapaeneans from uncovering and destroying
the place. Defended by its caretaker an
this place holds m
dan,

a few guardians,

ny secrets for those willing to brave the

. THE STAIR (EL 8}

This hug

e Spir: |] staircase leads up the shafr through the

e shaft, leaving
e in the center. Thus, a single misstep could

mountainside. The sta

rs hug the walls of t

an epen sp:
send an intruder falling to an abrupe death far below, The
stair treads are 10 feet wide, but each is set
heightfrom the last, so concentration and care i

a different
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requi

i

he Hiddew Lib




-gﬂve-n'mnhral and other metals cross lhruug!\ lbehe sigils.
At the top of the stairs is a great adamantine door bearing
the seal of Otiux scribed in the blue-white fire of continual
flame spells. The door is not locked,

Creature; Tamsin Cutterbuck (see Sample Encounter,
page 96), the current leader of the Theurgians, befriended an
ogre mage nameil Thurgesh in heér planar travels, Alter she
saved the ogre mage's life from a group of eladrins in Sigil,
the City of Doors (see page 141 of Planar Handbook), he vowed
to serve her for ten years: During his service, Thurgesh grew
interested in the library's secrets and the pracrice of pact
magic. Althaugh his service to Tamsin ended years ago, he
remains with her siill, guarding the sacred Hidden Library
and his friend’s life.

Thurgesh, Ogre Mage: hp 37; MM 200,

Tactics: Thurgesh patrols the entryway by flyingalong the
staircase invisibly. Ifa group of nonbinders begins wascend,
he urges them to turn bagk and forget the place, warning thar
no good can come from exploring it. If they persist, he artacks.
Any hinder who is with the group can convince Thurgesh
to let the PCs pass by improving his indifferent artitude 1o
friendly.

Development: Il the PCs do not kill Thurgesh, he lingers
invisibly near the top of the stair, listening for any sounds of
combat that might indicate that Tamsin isin trouble.

2. GUARDPOST (EL 5)
This chamberis empty except for its guardian.
Creature: An advanced crypt thing lurks in rthis room.
For more information on erypr things, see page 36 of Fiend
Fohe.

ADVANCED CRYPT THING CRS

N Medium undead

Init +7; Senses Listen +7, Spot +8

Languages Common

AC 17, touch 13, flat-footed 14

hp 78 (12 HD)

Resist turn resistance +4

Fort +4, Ref +9, Will +10

Speed 30 ft. (6 squares)

Melee claw +10 (1d6)

Base Atk +6; Grp +6

Special Actions scatter defilers (DC 20)

Abilities Str 10, Dex 16, Con —, Int 11, Wis 15, Cha 13

5Q undead traits

Feats Ability Focus (scatter defilers), Deflect Arrows®,
Improved Initiative, Lightning Reflexes, Weapon
Finesse, Weapon Focus (claw)

Skills Bluff +12, Diplomacy +16, Disguise +1 (+3 acting in
character), Escape Artist +8, Intimidate +8, Listen +7,
Sense Mative +7, Spot +8, Use Rope 43 (+5 bindings)

Possessions none

| advanic

can targel its. enemres a mlepurtauon ef!ecs.
causing each to be (ransported 10d10x10 feet in 3
random direction. Targets that fail their saves arrive
safely in the closest open space to the destination
(including shifting up ar down if necessary) if a salid
body accupies that lacation. This ability affects twelve
enemies, and all targets must be within a 30-foot bup
centered on the crypt thing. The transported targets
cannot take any actions until their next turn. The save:
DC is Wisdom-based and includes the +2 banus from
Ability Focus.

Tactics: Charged with preventing intruders from entering
the library, the advanced crypr thing urges visitors to turn:
back whence they came. If a binder successfully improyes:
the crypt thing’s attitude from unfriendly to friendly, the!
creature allows them to pass. Otherwise it uses its scatter
defilers ability against the intruders,

3. VAULTS

Each of these locations is the same except for minor varias
tions on the shapes and sizes of the rooms. Scrolls, hooks,
grimotres, manuscripts, and more are piled on racks. shelves,
and tables. A rhick layer of dusteoversall. i
Treasure: Each room contains 4d% scrolls and 2d% books.
None of these rexts are magical. They covera range of topi
ranging from gardening to planar theory. The scrolls a
worth 1d10 gp each and the books 1d4+1x10 gp each, b
these works are merely decays for the real treasure in avea
6. Characters might be tempted to cart off the books and
scrolls, but doing so requiires a great deal of effort and probs
ably several trips. Such a prolonged expedition wauld sumly
garner the attention of 4 local band of witch slayers. |

4. WINDOWED ROOM

Unlike any other location in the hidden library, this roor
contains two small windows overlooking the octagonal shafess
The books and serolls in here are scartered. This chambers
serves to help orient lost explorers.

5. GUARDIAN (EL 10)

Years ago, Tamsin's lover, a powerful wizard named Sauls
created a special servant for her. He invested years in it
construction, carefully inscribing the necessary spells ta®
keep his beloved safe: Saul stayed with Tamsin for many years,
but when a coterie of witch slayers caught up with the paig,
he sacrificed himself so that Tamsin could escape. Now:she
cannot bear to look at the gift he made for her, so she keeps
itin another room.

Creature: This chamberis home to Tamsin's runic guards
ian, a massive human-shaped figure crafted from stone, steel,
and lead. When the PCs enter, it watches them closely but
1akes no action against them unless firstattacked. Far more:




The Hidden
Library

One square =5 feet

information on runic guardians, see page 182 of Monster
Marnal 11,
Runic GUARDIAN CR10
0l Large construct
Init +1; Senses Listen <0, Spot +0

AC 28, touch 10, flat-footed 27

hp 93 (17 HD); fast healing 10; DR 10/adamantine

Fort +5, Ref +6, Will =5

Speed 30 ft, (6 squares)

Melee 2 slams +18 (2d8+7 plus stunning strike)

Space 10 ft.; Reach 10 ft

Base Atk <12; Grp +23

Spell-Like Abilities (CL 17th)
2/day—dispel magic
1/day—cat’s grace, cloudkill (DC 15), expeditious retreat,

greater teleport (self only), touch of idiocy

Abilities Str 24, Dex 13, Con—, Int—, Wis 11, Cha 1

8Q construct traits, find master (Tarrisin), guard {Tamsin),
shield master (Tamsin)
Stunning Strike (Ex) A creature struck by a runic
guardian's slam attack must sueceed on a DC 25
Fortitude save or be stunned for 1 round.
Find Master (Su) The runic guardian can always find the
piece of jewelry connecting it to: Tamsin.
Guard (Ex) When the runic guardian is within 5 feet of
Tamsin, she gains a +4 deflection bonus to her AC.

Shield Master (Sp) Tamsin can aclivate this ability as a
standard action so long as she is within 150 feet of the
runic guardian. Once activated, the guardian takes
three-fourths of the damage that would otherwise be
dealt to Tamsin. This ability otherwise functions like the
shield ather spell, except that it pravides no AC or saving
throw bonuses.

This room conrains the same assotrment of texts as most of
the other chambers in the tower

Development: Any sounds of combar here bring Tamsin
from area 6.

6. END OF LINE (EL 10)

Tamsin keeps the collecred lore about pact magic at the end
of the maze of chambers. Read or paraphrase the following
when the PCs arrive,

Relics, paintings, maps, seals, and notes fill the shelves in this
roant. On a large desk is a pile of papers, an inkwell, several quills,
and a fat, lighted candle

This area is thie innermost sanctum of the Hidden Library.
The candle is an everburning variery,

Creature: Tamsin normally sits at the desk poring over
one of the hundreds of volumes thar chronicles the history of
pact magic, faimous binders, and legends abour the vestiges.




- &‘Fdeé']urbeﬂbé
he PCs arrive, so her eyes ery comnnrly and her voice has
an unnaturally hollow, growling rimbre.

Tamsin Cutterbuck: hp 98: see page 96.

Taceics: If any sounds of combat emanate from area
5, Tamsin rushes to her puardian's aid. Likewise, if she is
attacked heve, the runic guardianin area 5 uses greater fele-
port 1o reach herside. If she subsequently dies, the construcr
goes on 2 rampage, attacking everyone ahd everything it ¢an
veach.

Treasure: This chamber contains 2d% books and +d%
scrolls. Any character who spends a year teading through
them gains a permanent +4 bonus on the Knowledge check
of her choice from the following list: Knowledge (arcana),
Knowledge (religion} or Knowledge (the planes), Transport-
ing these valuable romes is difficult because of their age.

The right buyer (either a Seropaenean or a binder) will
pay 1d 10310 gp [or each book and 1dex10 gp for each serall,
However, locating an interested buyer s difficult and danger-
o, since every scrap of paper in this library is heretical in
the eyes of most churches, Anyone found with sucha textin
his possession is asking for a stay in the Tower of Woe (see
the next section).

The heart of the Seropaenean Order is the Tower of Woe;
a massive square spire situated high in the mountains thar
provides an impressive view of the land all around. Each side
of the tower’s exterior is intricately cavved with religious
scenes. Anyone who has even a passing acquaintance with
rheology (5 or more ranks in Knowledge [religion]) can read-
ily identify these works as representations of St. Cuthbert,
Heironeous, Wee Jas, and Vecna.

The locals have their own theories about this paradoxical
place. Some suggest that it was once the stronghold of an
ancient sect of universalists whose members banded together
{o oppose some ferrible threat 1o the world, Few believe,
however, that anyone actually sill lives here,

This theory is both right and wrong. The towerwas built
by the Order of Seropaenes, an alliance of the four pawetful
churches depicted onits walls, as a beacon in their war against
hinders. The order has maintained the fower ever since, even
though the members' various faiths long ago ordered them to
disband the group. To this day, the Tower of Woe still servesas
the centerof the Seropaenean movement. The leaders use it to
house, interrogate, and somerimes torture captured heretics
for the purpose of unearthing the secrets of pact magic.

Even the Seropaeneans do not realize that on the Pline
of Shadow, the Black Spire (see page 185) stands as a twisted
reflection of this tower, revealing the evil within it. Kalan,
the Stealth of a coterie of wirch slayers, secretly works ac the
Tower of Woe to bring the entire arder under the contral of
the Votaries of Vecna.,

SEROPAENEAN GUARDS (4)

A visitor can gain entry rhruugh Ihest‘ lzmdmgs or thror
a puirof locked secret doors {Open Lock DC 30, Search
35) near the structure’s base (see area 1),

1. ENTRANCE (EL 12+)

The secret doors open onto a large hall. Read or paraphease
the following when the PCs enter.

Tuwa rows af columns, each carved to depict a stern warrior drassed
in full plate armor and wielding o greatsword, run the length of
the room. At the for side are several doors—some are ornate and
made of gold, while othees are simpler and mode of wood, The
ceiling rises some thirty feet overhead, giving the chamber a
palpable sensé of mdjesty. Glowing globes apparently filled with =
fire hang from the ceiling.

The golden doors lead into the tower proper,and the wooden
doors lead to adjoining rooms. The hanging globes contain
continual flame effects. i

Creatures: Four disciplined and loyal Seropaenean guatds
encased in gleaming white full plate armor are always on duty
here.

CRE
Male and female aasimar fighter 4/paladin 4

LG Medium outsider (native)

Init +4; Senses darkvision 60 ft.; Listen +4, Spot <5
Aura courage (10 ft., allies 44 against fear)

L Coammion, Celestial

AC 23, touch 10, flat-footed 23

hp 60/(8 HD)

Immune disease, fear

Resist acid 5, cold 5, electricity 5

Fort 14, Ref +8, Will +8

Speed 20 fi. (4 squares)

Melee «1 longsword +12/+7 (1d8+5/19-20)

Ranged mwl compasite longbow +9/+4 (1d8+2/x3)

Base Atk +8; Grp +10

Atk Options smite evil 1/day (+4 attack, +4 damage)

Special Actions lay an hands 16 poirits/day, turn undead 7
day (+4, 2d6+1, 1st)

Combat Gear 2 potions of cure serious wounds, potion of
bull's strength, potion of bear's endurance

Paladin Spell Prapared (CL4th):
Tst—bless weapon

Spell-Like Abilities (CL 9th):
At will—detect evil
1/day—daylight

Abilities Str 14, Dex 10, Con 14, [nt 8, Wis 14, Cha 18

SQ moderate aura of good

Feats Improved Initiative, Improved Smiting®, Lightning
Reflexes, Quick Draw, Weapon Focus (longsword),
Weapon Specialization {longsward)
#See Complete Divine, page 82 for details




Skills Climb -2, Diplomacy 45, Heal +3,
Intimidate +5, Jump -2, Knowledge (religion)
=0, Listen+4, Sense Motive <3, Spot +3

Possessions combat gear plus +1 full plate armor.
+1 heavy steel shield, +1 longsword,
masterwork compaosite longhow (+2 Str
bonus) with 20 alchemically silvered arrows,
clonk of resistance +1, ting of protection +1

Tactics: Two guards quickly converge on intrud-

ers and question them about their busix chile

the other two move to protect the double doors ar

the end of the hall. The guards attack anyone not

authorized to enter the fower, regardless of align-

ment and intent, because the tower and its purpose

ards use nonlethal

must be kept secret. The gu
means unlessth

ect evil among the PCs orone

of their number dies in batrle. Loud noises, such as

combar, spellcasting, or shouting deaw more guards

kst

Guards coming

from the 2} and the mess hall (area ).

from the mess arrive in 4 rounds

but those from rhe barracks take only 1 round

2. BARRACKS (EL 10)
These rooms are barracks for the guards, Read or
paraphrase the following when the PCs enter
any one.

This spartan charnber contains three bunk beds and six
Joatlockers. The room s uninteresting and somber.

The trunks are unlocked and contain personal
etfects for the guards, including a few changes of
clothes

Creatures: Atany

Ven rme, two Seropacnean

xingc
Seropaenean Guards (2): hp 60 each; see area |

for statistics

guards are re praying here

3. HALL OF CONTEMPLATION
A chapel of sorts, the Hall of Contemplation serves
a5 a place for the guards ro worship, meditate, and

contess.

An altar stands ot the far end of this room. Inseribed on
a panner hanging behind it is a strange symbol. On
gither side of the altar stand iron braziers filled with

sweet-smelling incense. Near the door is a bundle of

rolled prayer rugs

The symbol is that of the Order of Seropaenes

wwdngh g g 7y
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:the gu:u'ds can relm, unwind, play cards, and tike rheir
‘meals, which ave typically provided by the officers through
liberal wses of create food and waler spells. The chamber is
furnished with many tbles and benches.

Creatures; At any given time, two to five Seropaenean
guards might be lounging here. An officermight (25% chance)
be here as well.

Seropaenean Guards (2-5) hp 60 each; sée area 1 for
Statistics.

Seropaenean Officer (1): hp 69; see avea12 for staristics,

5. THE WALK OF THE DOOMED

(EL 13)
This room lies just beyond the golden doors. Read or para-
phrase the following when the PCsenter,

This great chamber js dominated by a sweeping staircase that
leads to a landing, then branches inta two more stairways giving
acvess to the level above. Steel-gray tiles cover the floor and walls,
and flaming globes hiang from the coiling al intervals to provide
light. Animpossibly tall armored figure stands at attention in the
middle of the room.

The tiles are made of cold iron.

Creature: The armored figure is an iron golem

Iron Golem: hp 128, MM 136,

Tactics: The golem attacks anyone who is neitherwearing
the livery of the Order of Seropaenes nor accompanied by
someone who is. Anyone wearing the livery of the order can
command the iron golem 1o attack someone hot wearing it.

6. AUDIENCE HALL (EL 13)
Both sets of stairs from area § end ar a landing before continu-
ing upward. These landings overlook a square auditorium.
Read or paraphrase the following when the characiers first
view the audience hall.

The seating in the chamber below is arranged on different tiers,
each row lower than the last, In a small clearspace at the batiom
stands o podium, Thie walls depict various symbols similorto those
outside the tower. Hanging from the ceiling ls a massive, imposing
iron chandelier with white marble figures perched on its many
arnms.

The symbols are those of the order’s patron deiries. The audi-
ence hall contains nathing of value.

Creatures: The figures on the chandelier are advanced
sanctified gargoyles (see Book of Exalted Deeds, page 188, for
information on the sanctified remplate), These watchers keep
‘he PERE('IH I}liﬁ Chﬂﬂ\bl‘[ Zlnd Serve as one more dfl‘cl\ﬁf in
case attackers breach the lowerareas, They remain perfectly
still unil they detect intruders.

a gargoyles

c Large monstrous humarioid (earth)

Init +2; Senses darkvisian 60 ft.; Listen +4; Spot +4
Aura menace (20 ft., DC11)

Languages Common, Terran

AC 16, touich 11, flat-faoted 14
hp 76 (7 HD): DR 10/magic
Fort +8, Ref +6, Will +5

Speed 40 ft. (8 squares), fly 60 ft. (average)

Melee 2 claws +12 (1d6+6) and
bite <10 (1d8+3)

Base Atk +7;, Grp +17

Atk Options Flyby Attack

Special Actions light ray (1/round, ranged touch +8, 3d6
damage to evil only)

Spell-Like Abilities (CL 7th):
Always Active—magic circle against evil, tongues

Abilities Str 23, Dex 12, Con 22, Inl & Wis 11, Cha 7

5Q freeze

Feats Flyby Attack, Multiattack, Toughness

Skills Hide +6 (+14 against stony background), Listen +6,
Spat +5

Possessions none
Aura of Menace {Su) Any hostile creature within the
aura that fails the save takes a -2 penalty on attack
rolls, AC, and saves for 1 day or until it hits the holy
walcher

7. BLEAK HALL AND CELLS
(EL VARIES)

Both staircases from area 5 continue up from area 6, evengus
ally converging on a single landing that connects to a stotie

hallway ending in yet another staircase, Read or paraphtase

the following when the PCs enter this hallway.

The stench of fear, sweat, and excrement fills the air, as if dozens
of people were sharing too small a space. Smaller corridors linad®
with cell doors extend from both sides of the hall. From thesesmall
rooms emanate moans of suffering.

The Seropaeneans house captives here after breaking theis
will in rhe interrogation room (see area 13). After the ques+
tioning (and often torture), the Seropaeneans rip the rongties
from their captives” mouths (10 prevent them from calling *
up vestiges) and place them in cells.

Creatures; Arany rime, these cells house tento fotty bind-
ers and binder symparthizers of various levels. In addition;
the juiler (see area 8) sometimes walks these halls,

Binders (10-40}c hp varies; create statistics as desired,

Tailer: hp 307, see nven & for statistics.

Development: If the jailer is not present, any loud noise
attracts hig artention, bringing him here in 1d4 rounds.




. The Tower of Woe

One square = 5 feet




(ELi7)
mber serves as the living quarrers for the creature
iown as the jailer. Read or paraphrase the following, adjust
ing as needed if the jailet is present.

This large chamber is obviously used for storage. Big grain socks

x

i ling, let of health
trength +4, scabbord of keen edges

E
Hook | da good job, yes?"

are piled in one corrier next to several wooden casks. A pile of ald 9. HALL OF INSPIRATION

hides stands in another corner,

The casks contain water and the sacks are filled with grain.
The hides serve as a bed for the room's sole inhabitant,

Creature: The jailer, 1 hill giant who forgot his name
long ago, has an important responsibility. He must feed the
prisoners their gruel, water them, and prevent them from
commirting suicide. Though he is stupid and evil, he hopes
that one day the masters will purify him the way they did the
gargoyles and allow him to join their crusade to wipe ourthe
hererics—Maybe he will even become a paladin. For now,
though, he's content to watch over his floclc.

The jailer’s main wickedness is neglect. He either forgers
to feed the prisoners for days at a time, or feeds them too
often. Thus, disease runs rampant through the cells, and the
losses are appalling. However, the jailer is serious dbout his
jobeven if he doesn't do it well. He walks the hall regularly,
and when he isn't there, he listens for and investigates any
sugpicious noises coming from the cells.

JAILER CR17

Male hill giant fighter 10

NE Large giant

Init +0; Senses low-light vision; Listen +8, Spot 7

Languages Common, Giant

AC 29, touch 8, flat-footed 25

hp 307 (22 HD)

Immune alignment detection, detect lies, detect thoughts

Fort +23, Ref +7, Will +3

Speed 30 ft. (6 squares)

Melee +4 greatsword +36/+31/+26{+21 (3d6+25/17-20)

Space 10 ft.; Reach 10 ft.

Base Atk +19; Grp +36

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

Special Actions rock throwing

Combat Gear 3 potions of cure serious woimds

Abilities Str 36, Dex 10, Con 26, Int 5, Wis 14, Cha 6

SQ rock catching

Feats Awesome Blow, Blind-Fight”, Cleave, Endurance,
Diehard, Great Cleave®, Greater Weapon Focus
(greatsword)?, Improved Bull Rush, Improved Initiative®,
Improved Sunder, Improved Toughness**, Power
Attack, Weapon Focus (greatsword), Weapon
Specialization (greatsword)®

*See Complete Warrior, page 101.

Skills Climb +9, Intimidate +6, Jump +8, Listen +8, Speak
Language (Commeon], Spot +7

SEROPAENEAN OFFICERS (5)

The long staircase ends at the entrance to a square room,

This room has a door on efther side. Directly across from
entrance is another set of stairs leading up to the next level.
chamber is warm and brightly Iit, and a faint scent of sondalu
perfumes the air.

This chamber is empty.

10. OFFICERS’ QUARTERS (EL 12+)

Each of the doors leading our from area 9 opens on a hall
with more doors lining the outer wall. Each door opens inta
the private quarters of an officer. All the rooms in this.aren”
are identical—bare cells where the officers can spend time =
in contemplarion.

Creatures: Five officers are in thisarea at any given rimé.
Select the rooms they occupy at random.

Development: Sounds of combat in one reom attract thi
atrention of the other officers, bringing them to the bartle
site in 1d4 rounds.

CR12
Female or male human clenic 7/witch slayer 3

LN Medium humanoid

Init +1; Senses Listen +14, Spot +12

L ges Comimon

AC 27, touch 13, flat-footed 26

hp 105 (12 HD)

Resist mettle, slippery mind (second Will save against
enchantments)

Fort +15, Ref +6, Will +13

Speed 20 fi. (4 squares)

Melee mwk heavy mace +14/+9 (1d842)

Ranged mwhk light crossbow <12 (148/19-20)

Base Atk +10; Grp +12

Atk Optians smite 1/day (+4 attack, +7 damage), smite:
spirit sharer 5/day (+0 attack, +5 damage)

Special Actions feat of strength 1/day (+7 Str for 1 round),
momentary disjunction once/5 rounds (Will BC 20
negates), turn undead 3/day (+2, 2dé+7, 7th)

Combat Gear pearl of power (1st level)

Cleric Spells Prepared (7th: 1d20+9 to overcome SR):

Ath—divine power, spell immunity®

drd—contagion® (melee touch +12, Fort DC 15}, dispel
magic, prayer

2nd—bear's endurance, bull’s strength®, hold persor (Will
DC 14), lesser restoration, silence (Will DC14)

Tst—bless, detect evil, divine favor (2), entropic shield,
inflict light wounds® (meles touch +12, Will DE 13),




O—detect magic (2), light (2), read magic, resistance
D: Domain spell. Deity: St. Cuthbert. Domgins:
Destruction, Strength.

Immune alignment detection, detect lies, detect thoughts
Resist evasion
Fort +8 (+12 poison), Ref <19, Will +7

Abilities Str 15, Dex 13, Con 18, Int 10, Wis 15, Cha 11

5Q locate possession

‘Feats Alertness, Combat Casting, Investigator, Power
Attack, Spell Penetration, Weapon Focus (heavy mace)

Skills Concentration +18, Diplomacy +2, Heal +3,
Knowledge (history) +2, Knowledge (religion) +7, Listen
+12, Spellcraft 410, Spot +14

Possessions combat gear plus +2 full plate armor, +2 heavy
stee] shield, masterwork heavy mace, masterwork light
crossbow with 20 bolts, dagger, ring of pratection +2,
gauntlets of ogre power, cloak of resistance +2, 16 gp

Speed 30 ft. (6 squares)

Melee +4 spiked chain +20/+15 (2d4+4)

Base Atk +9; Grp +9

Atk Options death attack (Fort DC 21), sneak attack +7d6

Special Actions hide in plain sight, Use Magic Device with
a wand

Combat Gear wand of greater magic weapon (CL 16th, +4,
4 charges), wand of lightning bolt (CL 10th, 5 charges),
wand of magic vestment (CL 16th, +4, 4 charges), wand
of shield (4 charges), wand of stoneskin (4 charges),
wand of wall of fire (5 charges)

Hook “Yield, and | might spare your life!"

1. EXPOSED LANDING (EL 17)

The stairs from area 9 end at an exposed landing. Read or
‘pataphrase the following when the PCs arrive.

The winid whips across the landing, creating an intense feeling of
vartigo. At ench cardinal point, another staircase leads to the
level above.

Creatures: Four elite guards patrol this open area, Their
first duty is to protect their masters above; the second 15 1o
wse their vantage point to watch for suspicious people who
seens too interested in the rower. These guards are loyal 1o
‘:hl‘ Seropaeneans and have Bonéso faras tocut out their own
tongues s part of a special vow to protect what they overhear
in the adjacent room.
Tactics: Since no one except the leaders can enter this
level, the guards attack anyane they do not recognize. If the
{g'uuds saw the PCs enter the tower or heard the sounds of
‘combat, they prepare for a iight by taking several rounds to
cast spells and use their wands. If the PCs somehow man-
snged 1o surprise the guards while they were unprepared,
\bise the informarion from the second staristics block given
below in place of those from the first. If the guards hear the
'PCs coming, they all hide in plain sight and then follow the
- characters closely while studying them in preparation for
dleath attacks.
In combat, they use wallsof fire from their wands to impede
Hind divide the PCs. Then they use lightning bolls from their
Wwands against foes they cannot flank.
ITE GUARDS, PREPARED (4) CR13
Femiale or male human rogue 5/assassin 8
LE Medium humanoid (human)
Init +6; Senses Lister +17, Spot +17
Fa magic circle against good
Languages can understand but not speak Common, Elven,
Dwarven
Yj € 29, touch 16, flat-footed 29; +2 deflection bonus
against good
p 105 (13 HD); DR 10/adamantine (up to 110 points)

Assassin Spells Known (CL 8th):

4th (1/day)—dimension door, freedom of movement,
greater invisibility

3rd (4/day)—deeper darkness, false life, magic circle
against good®, misdirection

2nd (4/day)—cat's groce®, darkness, invisibility, spider
climb

1st! (4/day)—disguise self, feather fall, obscuring mist,
true strike

*Already cast and figured into statistics

AN elite guard cannot cast 1st-level spells, as they all
haye verbal components (see mute, below)

Abilities Str 11, Dex 22, Can 14, Int 17, Wis 13, Cha 9

SQ improved uncanny dedge, mute, poison use, trap sense
+1, trapfinding

Feats Exotic Weapon Proficiency (spiked chain), Silent
Spell, Stealthy, Sudden Silent*, Weapon Finesse,
Weapan Facus (spiked chain)

*See Complete Arcane, page 83.

Skills Balance +14, Bluff +8, Climb +5, Concentratior +4,
Diplomacy +3, Disguise +4 (+6 acting), Hide +24,
Intimidate +3, Jump +9, Knowledge (religion) +5,
Listen +17, Move Silently +24, Spellcraft +8 (+10
deciphering scrolls), Spot +17, Tumble +24, Use Magic
Device +17

Possessions combat gear plus mithral shirt, masterwork
spiked chain, amulet of natural armor +1, cloak of
resistance +3, headband of intellect +2, ring of mind
shielding

Death Attack DMG 180.

Hide in Plain Sight (Ex) These guards can use the Hide skill
even while being observed (except in natural daylight,
the area of a daylight spell, or a similar effect).

Mute An elite guard lacks a tongue, so cannot cast spells
with verbal components without using the Silent Spell
feat, which increases the casting time of a spell to 1 full
round (as well as incréasing its level by one). An elite
guard cannot cast a 4th-level spell without using the
Sudden Silent feat, which can be used only once per
day. A prepared elite guard has already used his or her
4th-level spell slot to cast a silent magic circle against
good,

Poison Use An elite guard is skilled in the use of poison
and never risk accidentally poisoning himself when
applying poison to a weapon,

Hook Moans when activating a wand




] ‘Aurl none

AC 19, touch 14, flat-footed 19
hp 74 (13 HD)
Ref <17

Melee mwk spiked chain +14/+9 (2d4)
Assassin Spells Known (CL 8th):
4th (1/day) —dimension door, freedon of movement,
greater invisibility
3rd (4/day) —deeper darkness, false life, magic cirole
against good, misdirection
2nd (4/day)—cat's grace, darkness, invisibility,
spider climb
Tstt (4/day)—disguise self, feather fall, obscuring mist,
true strike
FAn elite guard cannot cast 1st-level spells, as they all
have verbal components (see mute, below)

Abilities Str 11, Dex 18, Con 14, Int 17, Wis 13, Cha 8
Skills Balance +12, Hide +22, Move Silently +22,
Tumble +22

12. HALL OF SIGHS

Fouir doors give access to this grim chamber of dark stone. Inthe
center of the reom is a single wooden seat. Torlure devices such
os racks, iron maidens, thumbscrews, and more stand ready to
provide extra incentive to prisoners,

A permanent area of nullifying magic like that of an anfi-
magic field covers am avea 10 feet around the seat. The leaders
interrogate their prisoners here, learning what they can
about pact magic and its practitioners. Most of the time, the
toomis empty.

13. CHAMBER OF HEIRONEOUS
The priest of Heironeous who once of this chamber died in
a terrible confrontation with a group of binders. Since his
death, his room has been left just as it was.

This chamber is furnished with a bed and two comfortable chairs.
On the wall hangs a map, and a small altar stands in one corner.
Plenty of candles and other religious paraphernalia give mute
evidence of the ococupant’s strong religious convictions

A character who succeeds on a DC 25 Search check while
examining this chamber discovers a hastily scribbled note
regarding concerns abour someone named Kulan, The note
says that this person seems more interested in the Plane of
Shadow than in contining binders. Also, the writer notes
another new development in magic that the rower’s occu-
pants discovered when they captured a truenamer instead
of a binder.

EILIERA

The. ﬁ)rn[ifnngx in this triangulor raom include a comfortable

@ wardrobe, a rack for armor and weapons, and a writing
with a few papers on it. Onthe wall beside the bed hangs a silven
symbol coated in tarnish and dust. y

The symbol on the wall is St. Cuthbert’s holy symbol.
Creature: The room's occupant, Sir Michael Amb
is the representative of Sr. Cuthbert, He rarely stays hi
because he prefers to remain in the field. At any

Ambrose has only a 30% chance ta be here.

Sir Michael Ambrose: hp 113; see page 93 for statistics:
Development: A search of the room turns upa few papers
ssible binder cells all over the continent, but

describing p
nothing of va

15. CHAMBER OF WEE JAS (EL 16)

This roam is home 1o the tower's representative of Wee Jas.
Read or paraphrase the following when the PCs arrive.

This macabre triangular room has black walls and a black floor
On the ceiling, however, is a mural depicting a beautiful woman
surrounded by clinging mist. Corpses caper and dance around her..
The room’s only furnishings are a bed, a desk, a wardrobe, andq‘
worktable. On the table, a corpse lies twitching, its argans exposed
1o the air. Flies buzz all around the grisly mass

The mural depices the goddess of death and magic. Th@
zombie on the rable was a human binderin life,

Creatures: Eilicra, priestess of Wee Jas, spends a great
deal of time here exploring the arts of necromancy: She
feigns concern for the problems faced by the order, bur i in
truth she has lirtle interest in its doings, Her only pu
in d\ullmg here is toclaim the corpses urpnsoneriand u
them to advance herstudies

CR16

Female human necromancer 5/cleric 5/true
necromancer® 6

*Prestige class described in Libris Mortis

LN Medium humanoid

Init +5; Senses Listen +5, Spot +5

Aura zone of desecration 20 ft. (as desecrate spell)

Languages Commoan, Celestial, Infernal, Abyssal

AC 17, touch 13, flat-footed 16
hp 68 (16 HD)
Fort +7, Ref +5, Will +18

Speed 30 ft. (6 squares)

Melee staff of fire +8/+3 (1d6-1)

Base Atk +8; Grp +7

Special Actions death touch 1/day (melee touch +7, 5d6j,
rebuke undead 7/day (+5, 2d6+13, 13th)

Combat Gear potion of blur, potion of invisibility, staff of fire,
wand of cure modarate wounds




c Spells Prepared (CL 9th; 1d20+13 to overcome SR);

Sth—eommune, greater command (DC 20), slay fiving®
(CL 11th, melee touch +7, DC 22)

Ath—cure critical wounds (melee touch +7, DC 19),
death ward® (CL 11th), freedonn of movement, poison
{CL 10th, melee touch +7, DC 21)

3rd—animate dead (CL 11th), cure seriols wounds
(melee touch +7, DC 18), deeper darkness, dispel
magic®, wind wall

2nd—cure moderate wounds (meleg touch +7, DC17),
darkness, death knell” (CL 11th, melee touch +7,

DC 19) hold person (DC 17), owl’s wisdom, sound
burst (DC 17)

1st—cause fear” (CL 11th, DC 18), cure light wounds (2)
(melee touch +7, DC 16), divine favor, doom (CL 1th,
DC 18}, entropic shield, shield of faith

O——cuire minor wounds [melee touch +7, DC 15), detect
poison, guidance (melee touch +7), mending, purify
faod and drink, virtue (melee touch +7)

13: Domain spell. Deity: Wee |as. Domains: Death, Magic

Mecromancer Spells Prepared (CL 10th; 1420+14 ta
pyercome SR):

Sth—cloudkill (DC 20), Mordenkainen’s private sancturm,
tefekinesis (DC 20), waves of fatigue (CL 12th)

4th—animate dead (CL12th}, contagion (CL 12th, melee
touch +7, DC 21), enervation (CL12th, ranged touch
49}, fear (CL 12th, DC 21), solid fog

3rd—blink, lightning bolt (DC 18), ray of exhaustion
(CL 12th, ranged tauch +9, DC 20), slow (DC 18),
vampiric tauch (CL12th, melee touch +7)

2nd—command undead (CL12th, DC19), false life
(€L 12th), ghoul touch (CL 12th, melee touch +7,
DC 19), glitterdust (DC 17), scorching ray (ranged
touch +9), spectral hand (CL 12th)

1st—chill touch (CL 12th, melee touch +7, DC 18),
expeditious retreat, feather fall, mage armor,
magic missile, ray of enfeeblement (CL 12th, ranged
touch +3), true strike

O—detect magic (2). touch of fatigue (CL 12th, melee
touch +7, DC 17), read magic (2)

Spell-Like Abilities (CL 8th):
2iday—ereate undead

Abilities Str 8, Dex 12, Con 10, Int 20, Wis 27, Cha 13

SQ necromantic prowess +2, strang aura of law, summan
familiar (none)

Feats Combat Casting, Craft Wand®, Extra Turning, Greater
Spell Focus {necromancy), Greater Spell Penetration,
Improved Initiative, Scribe Scroll®, Spell Focus
(necromancy), Spell Penetration

Skills Concentration <19, Heal +11, Knowledge (arcana)
+24, Knowledge (history) +18, Knowledge (religion) +24,
Knowledge (the planes) +18, Search +11, Spellcraft +24

Possessions combat gear plus headband of intellect +4,
periapt of Wisdom +4, brecers of armor +3, ring of
protection +2, amulet of natural armor +1, condle of
truth, Quaal's feather token (bird)

~ Spellbook as above plus 0—all except enchantrment and
o llusion; Tst—erase, shield, summon monster [; 3rd—fly;
Ath—bestow curse

Aacrics: Eiliera is cruel, cold, and dispassionate, but not
evl]. She allows the PCs to leave in peace if they promise not
1o disturb her.

16. CHAMBER OF VECNA (EL 0 OR 15)
The door to this room is locked (Open Lock DC 40). Read or
paraphrase the following if the PCs manage ro enter.

This cold, dark chamber is filled with a putrid odor. The whale
room seems unspeakably vife, though it is empty except for a disk
of flickering violet energy and o rotting corpse on the floor. The
shadows seem alive, flickering and dancing in the periphery of
he raom.

Apermanent gate to the Plane of Shadow is the source of the
strangely alive shadows in this room. Kalan, the adherenr
af Veena who dwells here, compelled a wizard o create the
gate and then murdered him, leaving him ro ror where he
lay—hence the odor. Occasionally shadow creatures come
through the gate, but they rarely sty for long.

Kalun uses the gate primarily to communicate with Crest-
iitn (see page 189) because he prefers to receive instructions
on some neutral ground. Kalan is here 50% of the time, The
rest of the time, he is on the Plane of Shadow or elsewhere
ava mission.

Kalan, Elite Vampire: hp 90; MM 251,
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On various planes of mn@ﬁ

dwell those who follow this notion to its

ultimate conclusion, Most frequently called the Doctrine

of Eternal Night, it posits that darkness is the only truly

eternal concept of the multiverse. As such, it must be the

greatest, Symbolically and physically, darkness is the ultimate
force—the final result of all efforts,

As with symbelism and physics, so too with magic. Wiz
ards call down fire, druids channel the essence of nature,
and clerics wield the powers of the gods themselves. Yer in
time, the greatest of those magics fades, worlds crumble to
duse; and even gods die, The magic of shadow is nor flashy,
beautiful, or divine, but it is eternal, and thus supevior.

From shadowcasters who master dark mysteries to prestige

— Y

general and metashadow, to mysteries; from monstets to
organizations; this chapter allows DMs and players alike 1o
make shadow magic an integral part of any campaign,

W THE PLANE OF SHADOW

The Plane of Shadow neighbors and overlaps the Material
Plane, and many of the others as well. Itis a dark, twistad
reflection of the real world, made all the more alien by its
nagging similarities, Color is a faded memory, bleached
from the world and replaced with shades of gray, The sky is
an endless vault of black, with neither sun nor stars to break
~ the gloom, Emotions are as muted as colovs—love and hate,
joy and sorrow, mirth and mourning are all less potent, less
expressive, Only true needs—hunger, thirst, exhaustion, and
pain—remain undiminished, Bringall the light you like; it

“efyour own world.

The Plane of Shadow is the literal shadow of the Material
Plane; cast not by any light bur by the mystical energies
- thar hold creation together. The domain contains rwisted

reflections of everything that exists in the physical realm,
Mountains rise from the earth, but they are perverse and
forehoding. Structures stand clustered into communities,
but they are warped and often worn,

The most twisted of all areas ave the Darklands scartered
throughout the Flane of Shadow, These stretches of land are
infused with negative energy. They suck life from those who
teavel them. Desolate, bleak, and forlorn, the Darklands are
the most inhospitable terrain in a harsh realm,

Tt is enly natural to consider the Plane of Shadow lesser
than the Material Plane, After all, it is merely a reflection of
“rrue” existence, a shadow distorred by the angle of the light
and the moyements of the world, It is simple image withour
substance, A rare few understand a deeper truth, however,
Shadow is sculpted in the endless darkness, Carved from the
ouly force thatis truly eternal, it has a greater meaning, and a
greater existence, than the physical world itself Rather than
the Plane of Shadow poorly reflecting the Material Plane, the
plane of light and substance is the ephemeral reflection of
all-encompassing shadow.

classes that wield advanced shadow magic; from feats, both THE METHODS OF SHADOW MAGIC

Shadow magie is subtle and indivect. It involves two funda-
mantal principles of mysticism,

SYMPATHY

Like affects like, If a caster controls a thing similar to, or
related to, a target, the mage conttols the ravger ivself, Spell-
casters of certain cultures take advantage of this principle
with dolls shaped like specific people; or by stealinga locl
of hair o an item of clothing belonging to their intended
targets, Shadew magic rakes this concept much further
by taking advantage of perhaps the greatest example of
sympathy. By manipulaiing the shadows of individuals, the
caster can control their minds, their souls, and even their
physical forms.

‘will not shine half so brightly as it does in the darkestnight REFLECTION

Fot every action, an equal and opposite reaction exists, The
reaction is-not visible in most forms of magic. The wizard
who casts a fireball into the midst of his enemies neither sees
nor cares about the briefamountof flame that vanishes from
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the Elemental Plane of Fire to power that spell. The cleric
who heals o dying friend knows that her god s a being of
such might, he scarcely notices the energy she draws from
him, Shadow magic does not hide these effects. but rather
uses them, creating strength from weakness, substance from
emipriness, and dark from light.

LESSER SHADOW MAGIC

Shadow magic has its lesser but far more familiar cousins.
Casters of shadow magic scoff ar those who believe that these
feeble magics represent the limirs of shadew, 1n truth, they
barely scratch the surface.

Darkness and Related Spells: All spellcasters tap into
the Plane of Shadow when creating darkness. They draw
exrraplanar shadows to them, for no shadow of the Material
Plane is strong enough to displace the light. Comparing
these manipulations of shadow to those practiced by shadow
magic users, however, is 4s comparing a child playing with
rude clay to the skill ful effores af o master sculptor. Others
can only force shadow through the planar boundagies in
fixed amounts; the shadow master can manipulate ambien
lighring as 4 bard manipulates sound.

Shadow-Based Hlusions: Several spells of the illusion
school draw on shadowstuff 1o add an element of realiry 1o
theirimages. Swords seem to cuf, lightning to burn. Yet these
are no more real than any other illusion. They are shadows of
shadows, merely skimming the tiniest amount of substance
from the dark plane. Shadow magic casters understand that
they need not setcle for semireal images, They can create rrue
irems, as solid as anything found on the Material Plane.

Negarive Energy: The association of negarive energy with
shadow is in fact a false one, although many of the wisast
scholars—aind even some shadow magic users—continue
to make it. The propensity of mortal minds to associate the
symbolicwith the real causes most people to think of positive
energy as ‘light” and negative energy as "dark.” The reasoning
proceeds—if negative energy is dark and shadow is dark, they
muststem from the same source. Intruth, shadow and nega-
tive energy are separate cosmic forces, although they atracr
many of the sanie/entities and can be used o accomplish
some of the same effecrs. When a shadow magic caster drasws
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THE SHADOW WEAVE OF TORIL

In the Forcorten ReAums campaign setting, the Weave is a
network of mystical energies, the source of magic for all
the world. The rare Toril caster understands that a second
source of magic exists in the gaps of the Weave itself. This is
a perfect example of the second principle of shadow magicin
action. Because the Weave draws in energies, not just from

the life or strength out of a foe, however, she is funneling the '
foe's essence into the Plane of Shadow, replacing it with less
animate shadows. She need not manipulate negative energy,
any more than evil clerics manipulate shadow to contral
undead,

Shadowdancers: Not all wha manipulate shadow do se
through intense study and arcane formulae. A rare few grow
s0 close to darkness, they brush the edges of shadow o014
instincrive level. Shadowdancers pierce the borders of
Plane of Shadow whén they make use of their abilities, even
i they remain ignorant of thar fact. To dare, shadow magi
casters have been unable to determine whatit is abour shad-
owdancers that grants them this innate link to shadow, bur
it is an ares of intenise study and debare within their various
societies and organizations.

LEARNING SHADOW MAGIC

The secrets of rrue shadow magic are difficult to learn. for
only a rare and jealous minority possesses them. The major
ity of such lore can be found in the hands of a few specif
organizarions, such as the Tenebrous Cabal, and knowled;
seekers must petition them foraccess. Although a few anci
libraries and lost ruins conrain tomes of shadow lore, thes
are usually insufficient for readers to become shadow ma
casters simply by perusing them. At best, they might poinri
the direction of ather, more useful sources. Some religi
sects and temples also possess writings and lore regardin
shadow magic. The priesthoods of many dark gods study
the Plane of Shadow, believing it to be an aspect of thein:
deity’s power.

As n matter of sel Fpreservarion, these groups seck out those
who show both an apritude for magic and 2 desive w delve
into the mystic. With varying degrees of ritual, they share the
secrets of the multiverse and shadow magic with a desirable
applicant. Because it requires a devoted, disciplined miny
master shadow magic, foritis alien in ways thar othier magics
are not, these groups approach potential recruits infrequently
and accept petitioners even more rarely. Still, for those who
prove themselves bath capable and devoted, access to these
organizations opens up an entirely new understanding of
magic, of eterniry, and of reality irself.

extraplanar sources, but from the world around it, It leaves
holes in reality where those energies come flom. This is the
Shadow Weave; a network of “negative” magic. Those few
who truly understand it, such as shadow magic casters, use
the Shadow Weave as a source for their power, drawing on It
the way shadow mages of other worlds draw directly from the
Plane of Shadow.




HE SHADOWCASTER and understanding of the mystical in general, and of shadow

in particular:

“Behind the five, between the worlds, in all the emply spaces, at the Abilities: Shadowcasters must be both clever and confi-
end of ull things, we are there. Matter, light, life—these thingsave  dent, studious and determined; Intelligence and Charisma
fleeting. Shadow, only shadow, is eternal.” both impact their mysteries. Wisdom is useful for perception,
—Eddas Coradran, Lord of the First Hous particularly if they opt for any of the scrying-oriented paths,
Parliament of Shadows Because shadowcasters rarely wear arimor, a high Dexterity

proves helpful.
All things fall into shadow, even light. Shadows do not repre- Races: The majority of shadowcasters are humans or half-
sent the absence of light; they show the presence of darkness.  elves, individuals whose quest for power, understanding, or
\ Thus, shadow and darkness are not death or diminishment;  knowledge isat the forefront of their persanas, Dwarves tend

they are the fitlidamental state of the universe, the constant  tosee shadowcasters as agents of evil, even if they are unwir-
that existed before, that exists now, and thar will existwhen  ring ones. Elves do not necessarily consider them evil, but
al_l other things ate snuffed our So it is with the Plane of  they dosee shadow magicasunnarural, and therefore harmful

aadow, that dark mirror to the Material Plane and many  even when their masters intend no malice. Gnomes are more
ather realities. Shadowcasters tap into this most fundamen-  accepting of shadoweasters, They view them with suspicion,
tal of forces and planes to work their dark wills, By tying  bursimultaneously respect their drive and wonder ac the great
themselves to the Plane of Shadow, they maintaina tenuous  arcane secrets they possess, Halflings fear shadowcasters for
link to the ultimate force of existence. their powers but envy their ability to enter and explore the

The shadowcaster understands the true, primal powerof  dark, hidden places. Halforcs tend to distrust shadowcast-
darkness, artunes herself to the Plane of Shadow, and learns.  eis, although some lust after their abilitie:
preat-shadow mysteries the equal of any mundane spell
These dark casters are warkers of alien magic, possessing
an occult understanding of the world and magic th,
i orht.r:p»llcaﬁmrc Fmdxlmurbmg Ilnv.nv mastersofa dark
> rvants as well

]-‘[!\Vever‘ t‘e“'
half-orcs have the mental eapacity 1o be effective
shadoweasters

even Alignment: Shadowcasters deal with dark
often associated with evil, and
live with askewed percep-
tion of thewaotld itself.
Mastering
the paths
and mys-
teries, and
learning 1o com-
prehend the world through
the alien filter of the Plane of Shadow, requires
an exceedingly disciplined, organized mind
Thus, while shadowcasters can be of any align-
ment, those with good o chaotic alignments
are L’xfl’ud]”_}.’,l\ rare.
Starting Gold: 3d4x10 (75 gp).
Starting Age: As wizard.

powers, mag

MAKING A SHADOWCASTER

The shadoweaster is a potent magic
—

user, Her abilities are rightly
focused, making her somewhat less
versatile than other spellcasters,
but what she lacks in range she
imakes up in sheer capabiliry,
Shadow magic is unfamiliar o
‘most enemies and, especially at
higher levels, far more difficulr

Sto counter, distupr, or dispel

" Depending on rthe shadowcaster’s
focus and choice of paths, she might be an exceprional
scour, 4 master of scrying, a commander of shadowy

i mnﬁ'.t‘dueforljle or any combination thereof. Like
most spell users, her role depends largely on the magic
ghe chogses.

Those whaswalk the dark road of shadow magic
must fortify | iheme[wa against the pull of the
Plane of Shadgw. As the power the plane grants

its grip on a shadowcaster's
t contest between shadow
ns 4 shadowcaster's will

CLASS FEATURES
Your class features represent
JgrD“‘lllg m:is[rcr'y
of shadow magic
and a more inti-
mate connection

to the Plane of
Shadow.
Weapon and
Armor Proficiency:
You are proficientwith
all simple weapons: You
are not proficient with
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TaBLE 2—1: THE SHADOWCASTER
Base
Attack

Bonus

Hit DiE: D6

Fort Ref Will
Save Save Sa

Level
“2nd Barnus feat; see text
,
'

- Bonus fundamental

Bonus fundamental

Unlimited uses of fundamentals

Bonus fundamental

Bonus fundamental, sustaining shadow (nq need to breathe, eat, or sleep)

Class Skills (2 + Int modifier per level, 4 at 1st level): Concentration, Craft, Hide, Intimidate, Knowledge (arcana), Knowledge

{the planes), Move Silently, Profession, Spellcraft, Spot.

any type of armor or shield. Armor of any type interferes
with your gestures, which can cause your mysteries to fail
when they function as spells.

Fundamentals of Shadow (Su): As a shadoweaster, you
‘must master certain basic powers before proceeding to deeper
secrets of shadow. These powers, known as fundamentals,
function asgupernatural abilities usable three times per day.
Youbegmpﬁnh three fundamentals and gain an additional
fundamental at 4th level and every four additional levels
beyond 4th. At t4th level, you can use your fundamentals an
unlimited number of times per day. You can, when gaining
anew level, choose a new fundamental in place of another
mystery. When choosinga fundamental, you can “relearn” an
already known fundamental, thus gaining another set of uses
of that fundamental per day. The save DC of any fundamental
is equal to 10 + your Cha modifier.

Mysteries and Paths: You do not cast spells as other classes
do, but instead involee mystical secrets called mysteries (see
pages 139-153). You know one mystery at 1st level and gain one
additional mystery every class level. Up to 6th level, you can
learn only apprentice mysteries. At 7th level, you gain access
toinitiate mysteries, and at 13th level you become able to use

_ master mysteries. You can choose your new mystery from any
category you have access to (including fundamentals). For
instance; ar 8th level, vou could select either a fundamental,
an apprentice mystery, or an initiare mystery.

Shadow magic progresses in very specific stages. You may
nor “jumnp ahead” in a path, although you need not complete
a path if you do not wish to. Within a category (apprentice,
initiate, master), you can anly learn mysteries of a new level
if you have learned at least two mysteries of a previous level,
and you must know all previous mysteries within a path 1o
selecra mystery from that path. For example, you cannot learn

congress of shadows (the second mystery of the Ebon Whi
path) until you know ar least two 15t-level mysteries, on
which must be voice of shadow (the first mystery of that patd
However, you can always select the first mystery in a pathy
of a category you have access to, even if you didn't compl
the lower categery paths. For example, you could learn
shadow vision mystery, the first one (4th level) in the Ini
Veil of Shadows path, even ifyou know no 3td level myste
{all of which are in the Apprentice category).
Mysteries represent thought patterns and formula
alien that other spells seem simple in com
progress, however, your connection to the Plane of Shado
grows stronger, and vour mysteries become more ingrainedin
JOUT esSEnce. thhyuua:e capable of casting only apprentice
mysteries, you cast them as though they were arcane spell-;. d
They all have somatic components, armor-based spell failure
chance, and are subject to interruption (but they do not
require material components, foci, or verbal component
Whenever you cast a mystery as an arcane spell, obse
can make o DC 15 Spot check ro note thar your shadow i5
making different gestures from the ones you make when
you cast the mystery (see Detecting Mysteries, page 138).
Ar7th level, when you become capable of casting initiate
mysteries (whether or not you choose to learn any), yor
apprentice mysteries become so much a part of you that”
they now function as spell-like abilities. and they no lor
Tequite SOMatic components, Your new iniriate mystert
{when you learn them) funcrion as arcane spells and follow:
the rules described above.
When you reach 13th level and become capable of cast .
ing master mysteries, anather change occurs. Your maste
mysteries now function as arcane spells, and your ini
mysteries function as spell-like abilities. Your apprentice
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mystéries become supernatural abilities. (See page 139 for
les governing supernatural abilities)
Your can learn a mystery more than once. Each time you
arn a mystery, you gain another set of uses of thar mystery
day.
‘ou can use each mystery you know a certain number
q'fnmes per day depending on whether it is cast as a spell
¢), a spell-like abiliry (two times), or a supernatural ability
hree times). The allotments per level are given on Table 2-2,
only apply il you are able to cast mysteries of the level
ted. For example, if you choose breadth over depth
Jenow no #th-level mysteries as a 7th-level shadowcaster,
ou cannot take advantage of the one use per mystery per
i detailed in the table. Unlike spellcasters, you don't get
mysteries for a high ability score. Although you do
- not prepare spells, you must rest for & hours and meditate
ﬁ 15 minutes each day to regain your use of mysteries just
 asasorcerer or bard must rest and meditate to regain use of
“spell slots.
g i otdet to cast u mystery, you must have an Intelligence
of at least 10+ the mystery's level. The save DC for your
ies equals 10 + mystery level + your Cha modifier.
n though as a shadowcaster you do not “cast spells" in
 the traditidnal sense, your levels in this class count for the
rpose ofidetermining your overall caster level.

2-2: Uses PER MYSTERY PER Day

Mystery Level
Level 1st 2nd 3rd 4th Sth 6th 7th 8th 9th
“2n

Bonus Feats; Beginning ac 2nd lével, you gain bonus fears

1o ham% ‘total number of paths you have access 1o,
ed down. For instance, most shadowcasters know the
mystery of two different pathsat 2nd level, so they gain
bonus fear. 1t you learn the first mystery of a third path at
vel, youstill have only one bonus feat, but if you learn
st mystery of yet another path at 4th level, you know
urpaths, and therefore gain a second bonus feat. Thus, you
choice: fully master fewer paths and gain access to more
evel mysteries, or branch out into more paths and gain
feats but fewer high-level mysteries. You do not gain a

new bonus feat for repeating a path you already know, and
fundamentals do not apply for the purpose of bonus feats,

You must meet the prerequisite (il any) in order to select
afear as abanus feat. The list of feats you can select includes
any metamagic feat (as described in the Player's Handbook),
Favored Mystery, Greater Path Focus, Nocturnal Caster, Path
Focus, Shadow Vision, and any metashadow fear.

Umbral Sight (Su): When you reach 3rd level, your vision
extends slightly into the Plane of Shadow. You gain darkvision
out to 30 feet. 1f you already have darkvision, or gain it from
some other source, the effective distance of thar vision is
increased by 30 feet. At 11th level, you become able ro see
perfectly in complete darkness, even magical darkness, out
1o 60 feet.

Sustaining Shadow (Ex): When you reach Sth level,
yout bond to the Plane of Shadow allows you 1o absorb dark
energies, mitigating certain biological needs. You need ear
onlyasingle meal per week to maintain health. At 10th level,
you anly need 1 hour of sleep per night {but you must still
rest for & hours 1o regain your mysteries for the next day). At
15th level, you gain immunity to nonmagical diseases and
paisons, Finally, ar 20th level, you no longer need to breathe,
and need never ear ot sleep,

PLAYING A SHADOWCASTER

You are a master of arcane secrers far greater than any
other—or at least you will be. You understand what others
dao not: All power stems from darkness. All reality is a fagade,
and everything is symbolism; by changing a thing’s reflec-
tion—its shadow—you change the thingitsell. Other forms
of magic, and other religions, aren't necessarily inferior
or warthy of scorn; it's simply that they see only a part of
the whole, the first layer of a deeper truth. You rarely take
anything atFage value or make snap decisions, You might be
inclined 1o see conspiracies where none exist, so accustomed
are you to looking for the shadows behind the obvious,

Mostly, you adventure to perfect your understanding and
masteity of shadow. You likely prefer endeavors that allow you
frequent use of your mysteries and other abilities, or thas¢
that promise access to ancient lore. You might have personal
goals as well, and it's not uncomman for shadowcasters to
adventure for the sake of riches; to avenge a past wrong, or
for any other “standard” adventure motive.

RELIGION
LF you are the scholarly type, you might eschew religion,
preferring to focus entirely on your own abilities and those
offered by shadow magic. Those of you who do subscribe
to religion most frequently follow deities of darkness,
mystic knowledge, and secrets, such as Boccob, Vecna, and
Wee Jas.

OTHER CLASSES
You rend to view other spellcasters, arcane and divine; as
both talented and misguided. You respect the abilities of
these other classes, and acknowledge that they can perform
feats that you cannot. Nevertheless, you usually maintain that
darkness is the ulrimate power of the multiverse, and those
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who devore themselves to other magic, and other powers,
are deluded. You appreciate fighters and barbarians, who can
handle physical threats while you deal with more esoteric
matters. You enjoy the company of rogues, as you understand
the rogue's need to hide from the eyes of others. You rend not
to geralong well with paladins, who are usually mistrustful,
with druidds, who view mysteries as ourside nature; orwith
batds, who seem Hlighty and unfocused.

COMBAT

You possess fewer overtly damaging powers than spellcast-
ers. Against o single foe, you are quite capable of dealing
damage on par with any wizard, assuming you have selected
the proper mysteries. Against a larger number of enemies,
however, your ares-affecting abilities are better suited
toward weakening or impeding your foes so thar your
companions can finish them off—ar least until you reach
higher levels.

If you have selected any of the perception-related mys:
teries, you are particularly adept in arranging ambushes,
flanks, and other ractical maneuvers involving surprise.
Your abilities to see the battlefield from all angles, or in the
dark, allow you to position your companions for maximum
effecriveness,

At high levels, you can often call forth weapons and min-
ions of darkness, enabling you to turn many battles through
sheer weight of numbers, withour putting yourself divecily
in harm's way. Consider gaining proficiency in armor and
wearing itar this peinr. Only your master-path mysteries
risk spell failure from wearing armor, and magic armor
with a low arcane spell failure chance minimizes that A
magic shiéld is a particularly good option because it can be
set aside when casting master-path mysteries bur held in all
other situations.

ADVANCEMENT

Continuing your development as a shadowcaster requires a
substantial amount of rime and effort. You must study arcane
and esoteric texts, not merely o learn new mysteries bur o
comprehend thevery nature of what you do. You must investi-

gate the interaction of planes and forces. You might also elect
1o study shadow magic in a religious context, determining
how the Plane of Shadow firs into your belief system—or at
the very least how it impacts the beliefs of other shadowcast-
ers; 50 you can better understand them.

When you are not studying, you are practicing, training
your mind to comprehend the alien formulae of mysteries,
and your body ta channel ever greater amounts of shadow-
stuff. Asyou reach high levels, you might stare to feel a bit
distani from your companions. You could find it difficult
to maintain friendships; the changes in your thought pat-
ternsand physiology leave you feeling much less human (or
whatever race you are).

Mechanically, you should increase your Intelligence and
Charismaas you attain levels. Beyand rhis, focus on feats and
skills that enhanee the mysteries you have chosen.

HUMAN SHADOWCASTER
STARTING PACKAGE
Armor: None (speed 30 fi.)
Weapons: Quarterstaff (1d6, crit x2, 4 Ib,, two-handed,
bludgeoning).
Light crosshot (1d8, crit 19-20/%2, range inc. 80 ft., 41b;
piercing).
Skill Selection: Pick a number of skills equal ra 3 +
modifier
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Fear: Improved Initiative.
Bonus Feat (Human): Combat Casting.
Fundamentals Known: Arrow of dusk (supernatu
3/day), hlack candle (supernatural, 3/day), widened e
(supernatural, 3/day).

Mysteries Known: Dusk and dawn (spell, 1/day).

Gear: Backpack with waterskin, one day's trail ration
bedroll, sack, flint and steel. Hooded lantern, 4 pints of oil
Case with 10 crossbow bolts.
Gold: 3d4 gp.

SHADOWCASTERS IN THE WORLD

“I wish I could say which bothers me more . . . that shadowcasters:
clatm darknessis the greatest power of the cosmos, or that o small 5
pavt of me helicves they might be vight."

— Jinna Aurinaire, pnekifv of Pel

Ashadoweasteris perhaps the most anhleumgmaglc usetrhe b,
PCs might run across. Her abilities are strange and dark, she
can do things no other class can, and she practices magic in
ways unfamiliar to even the most learned wizard. As villains,
shadoweasters should rerrify even confident parties. As PCs,
theyallow players to apptoach the use of magic in new and e_tdrv
ing ways. Perhaps most important for DMs, the shadowcasteris
awalking plot hook: from the fearful and hateful reacrions
those who do not understand her, to her innate connection
the mysterious Plane of Shadow, a single shadoweaster provides.
fodder for an entive series of adventures. 1§

DAILY LIFE
When not adventuring, shadoweasters spend the majority
their time in study, meditation, and contemplation. No les
so than wizards, shadowcasters must constantly research news
discoveries regarding their powersand the sources thercofand
mustreview formulae and esoteric concepts so thoroughly thae
they burn them info their minds. This is not 1o say that shad=
oweasters have no life ourside their mystical pursuits, sim|

that they have little time to devote to ather endeavors.




OTABLES
ow shadowcasters are particularly famous; shadow magic
{oes not lend irsell o flashy displays. Many pracritioners
remain hidden from the eyes of rhose who would destroy
them. Still, several shadowcasters have gained fame or noto-
riety, in the eyes of their comrades if not the outside world.
hese include Eddas Coradran, one of the mostvocal leaders
the Parliament of Shadows, who believes the organiza-
tion holds authority over all shadowcasters whether they
owledge it or nor; his daughter Irrin, the so-called "left
" of the Parliament; Zathra Kuhn, called the Daughrer of
Might, one of the infamous enforcers of the Brotherhood of
the Blinded Sun; and Hallair Shadowmane, an elfpriestand
ishadowcaster who departed to dwell in a hermitage—some
win the Plane of Shadow itself.

PC REACTIONS
|| Few people understand shadowcasters, and even fewer
trust them. The common association of darkness with evil
~ 1§ siimply too hard to shake, particularly since a goodly
number of shadowcasters are evil, or at least uncaring of
others, Most comman folk react to shadoweasters as they
would any other arcane spelleaster, unaware that they are
dealing with something different. Should a shadoweaster
reveal her anusual nature—perhaps by casting a blatantly
shadow-oriented effect, or by allowing othets t spot her
- shadow's unnatural movements—most people become
unfriendly or even hostile. Spellcasters are also unfriendly,
. for they neither trust nor comprehend the shadoweaster’s
- abilities. Clerics of gods of darkness and shadow, however,
are'often quite friendly toward shadowcasters. at least ini-
tially. Good-hearted shadowcasters can usually overcome
these reactions, given fime and opportuniry, but it requires
substantial effort.

A CREEPING DARKNESS:
'MULTICLASS SHADOWCASTERS
~ Darkness spreads, and night avercomes the day. Experienced
spellcasters who turn their efforts toward shadow might find
 their connection to primal darkness growing swiftly, at the
expense of their previous abilities.
~  When a multiclass sorcerer or wizard gains a new shadowcaster
level, she can choose to sacrifice a preexisting level of sorcerer
. orwizard, in exchange for an additional shadowcaster level. For

instance, a 3rd-level wizardj4th-level shadowcaster who attains
@ new shadowcaster level becomes either a 3rd-level wizard/Sth-
 level shadowcaster, ora 2nd-level wizard/6th-level shadowcaster,
A character can exchange onlyone such level at a time.

When “swapping” levels, make the following changes:
« Add 1 hit point, to represent the average difference between

the sorcerer/wizard's d4 Hit Die and the shadowcaster’s dé.
+ When exchanging sorcerer levels, you must also remove an
appropriate number of spells from the sarcerer's list of spells
known. A wizard who exchanpes a level does nat lose spells
from his spellbook, though some spells might no longer be

Clerics of gods of light are particularly hostile ro shadow-
casters, and many remain rivals even if a shadowcaster has
proven to be an ally. Similarly, evil crearures of darkness
consider shadoweasters dangerous, fearing that the mystery
users might too easily discover their own vulnerabilities
and exploit their powers. For their own part, shadawcasters
asually return such hostility in kind, considering each a
potential threat,

SHADOWCASTER LORE

Characters with ranks in Knowledge (arcanajor Knowledge
(the planes) can research shadoweasters w learn more
abour them. When a character makes a skill check, read or
paraphrase the following, including the information from
lower DCs.

DC 10: Shadowcasters are magic users who focus on the
powers of darkness and shadow,

DC 15: Shadowcasters draw their power from the Plane
of Shadow, shaping it into magic both familiar and alien 1o
other practitioners, They believe that shadow, as berh the
reflection of the marerial world and the substance berween
waorlds, is the only erernal force in existence.

DC 20 Shadoweasters grow inextricably linked o the
Plane of Shadow as they continue their studies, They no
longer have even the most basic biological needs, and their
powers become so great that they can cast manyaf their spells
as innate abilities.

A DC 20 Gather Information or Knowledge (religion) check
in a very high-magic community, or one in which a god of
darkness or night is worshiped, will reveal the existence of
shadoweasters.

Abardic knowledge check can reveal the same informartion
asthese skill checks, burin each case the DC is 5 higher than
the given value:
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+ Leave skills gained at that level as they ars; these classes
have the same number of skill points, and many skills in
camman,

When replacing any wizard level at which you gained a banus
feat. you lose that feat.

When replacing any level at which you gained one of the fol-
lowing feats as a normal feat (not a class-related bonus feat),
swap it out as follows: Trade metamagic feats for simllar
metashadow feats, Spell Focus for Path Focus, and Greater
Spell Focus for Greater Path Focus.

You can't lose a feat or class ability that would make you in-
eligible for any other feat or prestige class you already have,
even (f this means you can no longer take advantage of the
creeping darkness feature,

This notion of ereeping darkness does more than add an alien
element to shadow magic. DMs wha Introduce shadow magic
into an ongoing campaign can use this as a way of allowing
players to embrace the new material without having to abandan
their existing characters.




SHADOWCASTERS IN THE GAME

In an ongoing game, shadowcasters might be restricred
to specific organizations, particularly those with which
the PCs have nor dealt. Maybe only a particular college or
church possesses these secrets, Given the planar source of
their power, perhaps they did not even exist in the world
until recantly, rraveling there from elsewhere by means of
the Plane of Shadow.

1f vou have a plaver with a shadoweaster PC, allow the
PC 1o excel on occasion. The magic of the shadowcaster is
more subtle and more alien than those of other classes. If
the campaign consists primarily of large-scale battles, 2
shadoweaster mighe (at least at low levels) feel inferior o a
sorcerer or wizard. Although she is not ineffective in such
circumstances, she truly shines in bactle against single,
more porent foes. She is also very comfortable in circum:
stances requiring espionage or deceit, or when normal
strategies have failed and creative solutions and abilites
are called for.

ADAPTATION

While the shadoweaster's magic comes from, and focuses
on, the Plane of Shadow, other oprions exist. In a cosmology
where no such plane exists, shadowcasters might draw their
powers [rom a deity of nighr, functioning as divine rather
than arcane casters. Alternatively, they might draw their
power from night itself, becoming more potent after sunset
but less so during rthe day. Perhaps the “shadowcaster” does
not manipulate shadow at all, instead using smoke or inist
to accomplish similar effects.

SAMPLE ENCOUNTER
Encounters with shadowcasters should play up the alien and
mysterious nature of theivabilities. Thisis nor limited 1o their
mysteries—although those are certainly the most obvious
features on which to focus—bur also the means by which they
cast those mysteries, the odd knowledge and philosaphies
that make up their arts, and the odd inreractions berween
mysteries and normal spells,

EL12: Irrin Coradran is the daughter of Eddas Coradran. o
Lord of the First House of the Parliament of Shadows. While
her father generally engages in political, administrative,
and research activities, lrrin is one of the most potent field
agents of the Tenebrous Cabal, and holds rank as 1 Lady of
the Second House. She might be investigating new members
researching threats ro the Cabal, or seeking out other casters
to teade, purchase, or (if all else fails) rake wharever lore they
might have.

IRRIN CORADRAN CR13
Female human shadowcaster 13

LN Medium humanoid

Init +3; Senses see in darkness 80 fi.; Listen +0, Spot +16

Languages Common, Elven, Infernal, Undercommon

AC 19, touch 13, flat-footed 16
hp 58 (13 HD)
Fort +12, Ref +10, Will +11

Speed 30 fi. (6 squares)
Melee sickle +5/+0 (1d6-1)
Ranged light crossbow «0 (1d8/19-20)
Base Atk +6, Grp +5
Special Actions Shadow Cast, Empower Mystery, Enlarge
Mystery, Maximize Mystery, Quicken Mystery
Combat Gear 2 potions of cure moderate wounds, potion of
invisibility, orb of shadow {apprentice 3rd)
Mysteries Known (CL 13th):
Master paths
Pth—prison of night (spell, 1/day, armor causes 10%
spell failure, DC 19)
Initiate paths
6th—shadow storm (supernatural, 2/day, DC 20,
CL 14th)
Sth—dark air or water (spell-like, 2/day, DC19, CL. 14th);
pass into shadow (spell-like, 2/day, DC 18)
ath—oura of shade (spell-like, 2/day), shadow evocati
(supernatural, 2/day, DC 17), step into shadow (sp
like, 2/day) §
Apprentice paths
3rd—sharp shadows (supernatural, 3/day)
2nd—congress of shadows (supernatural, 3/day), sight
eclipsed (supernatural, 3/day)
1st—bend perspective (supernatural, 3/day), steel
shadows (supernatural, 3/day), vaice of shadow
(supernatural, 3/day)
Fundamentals
O—arrow of dusk (supernatural, 3/day, +5 ranged

touch), caul of shadow (supernatural, 3/day), mystic -

reflections (supernatural, 3/day), sight obscured
(supernatural, 3/day), umbral hand (supernatural, 3]
day), widened eyes (supernatural, 3/day)

Abilities Str 8, Dex 16, Con 13, Int 17, Wis 10, Cha 16

5Q sustaining shadow (immune to hunger, sleep 1 haur/
day)

Feats Armor Proficiency (light), Favored Mystery (shadow
evacation), Favored Mystery (shadow storm), Path
Focus {Elemental Shadows), Shadow Cast. Empower
Mystery, Enlarge Mystety, Maximize Mystery, Quicken
Mystery

Skills Bluff +7, Concentration <11, Hide +18, Intimidate <11,
Knowledge (arcana) +13, Knowledge (the planes) +13,
Move Silently +17, Spellcraft +15, Spot +16, Survival +0
(+2 on other planes)

Possessions combat gear plus sickle, crosshow with 20
bolts, +2 mithral shirt, cloak ofmsmnnm +3, amulet of
heaith +2, gloves of Dexterity -2, boots of elvenkind, elixie
of vision




HADOW MAGIC
RESTIGE CLASSES

hadows can take any shape and shadow magic is no less
ean. For those who wish ro manipulate darkness without
doning their previous abilities, or for shadowcasters
with unusually esoteric interests, the following prestige
‘classes are available.

OWCASTERS AND
STIGE CLASSES
dowcasters are a breed apart and do not always qualify
it prestige classes that are available to more common magic
“lsers,
Levels in shadowcaster qualify a character for prestige
classes with the following entry requirements.
=« Acaster level requirement, if no type (arcane or divine) is
__ specified.
+ Ability to castspells of X level, if no type (arcane or divine)
isspecified.
=+ Ability ta cast mysteries of X level, or a specific mystery.

Levels inshadoweaster do not qualify a character for prestige
classes with the following entry requirements:

A caster level requirement where the type (arcane or divine)
is specified. Exception: Shadowcasters can qualify for the
mystic theurge prestige class (DMG 192). In order to do so,
they are allowed to substitute the ability w cast 2nd-leve]
mysteries for the ability to cast 2nd-level spells. They must
meet all other requirements for the prestige class normally.
In addition, if a shadoweaster takes cleric levels to meet
the divine spelleasting requirement, he must be devored
ta 2 god that grantsaccess tone of the following domains:
Knowledge. Magic, Darkness®, or 1llusion®.

“Domain described in Spell Compendium.

Abiliry to cast.spells of X level where the type {arcane or
divine) is specified.

Ability to casta specificspell, even ifa mystery exises with
asimilar effect.

.

| The same halds rrue in reverse. Other spellcasters do not
qualify for prestige classes thar require the abiliry to cast
mysteries of a given level, ora specific mystery, even il aspell
- exists with a similar effect.

existing spel]c.asnng class” or "+1 level of existing casting
* class," a mystery user adds those levels o his mystery-casting
class for purposes of gaining new mysteries or fundamentals,
* On the other hand, a mystery user does not benefit from
stige classes that only add levels to specific types of spell-
casters. A prestige class that granis “+1 level of existing arcane
Icasting class”or *+1 level of existing divine spellcasting
s" does not increase the characrer's mysteries (again,
scepting the mystic theurge under proper condirions).

PRESTIGE CLASS CASTING ADVANCEMENTS

When advancing in a pre:.[ige class that states “+1 level of

When a shadowcaster gains new casting class levels from
advancement within o prestige class, this includes the
knowledge of new fundamentals, and the transformation
of lower-level path mysteries into spell-like or supernatural
abilities. It does not include gaining bonus fears for learning
new paths or any other shadoweaster class fearures.

*Watch and yead until the coming of final night—it will not avail
you. Tocompreliend the magnificent and enipty boauty of darkness,

if s ot evaugh to study shadow; you must become shadow.”
— Lara Bethendé, former Lady of the Second House,
Parliament of Shadows, now renegade

They prefer to call themselves “black transmogrifists,” but
most know them as children of night. They are more than
spellcasters, more than scholars, and—they claim—meore
than mortal. For those who have the will and the depth of
knowledge to join their ranks, ascension beyond the earthly
form awaits, for the children of night become the stuff of
shadow irself.

BECOMING A CHILD OF NIGHT
Children of night must be tied to the Plang of Shadow
through their ability ro perform magic involving dark-
ness. The path of the shadowtaster is the most direct route,
although some wizards, sorcerers, and clerics can progress
into this class. Few bards or druids embark on this journey
of sel ftransformation.

ENTRY REQUIREMENTS
skills: Knowledge (arcana) 8 ranks, Knowledge {the planes)
8 ranks
Shadowcasting/Spellcasting: Ability to cast mysteries or
ability to cast spells with the darkness descripter or from
the shadow subschool
Special: Must have visited the Plane of Shadow

CLASS FEATURES

Asyou advance as a child of night, your physiology changes,
becoming mote shadow and less morral fesh,

Mysteries/Spellcasting: At each level beyand Lst, you
gain new mysteries or spells per day and an increase in
caster level (and mysteries or spells known, if applicable) as
ifyouhad also attained a level in a casting class 1o which you
belonged before adding the prestige class level. You do not,
however, gainany orher benefica character of thar class would
have gained, such as bonus feats for mystery paths known,
ot improved familiar for wizard or sarcerer, If you had more
than one casting class before becoming a child of night, you
must decide to which ¢lass to add each level for the purpose
of determining mysteries or spells per day, caster level, and
mysteries or spells known.

Cloak of Shadows (Su): Your flesh takes ana hazy, almost
translucent hue, granting a bonus equal to vour child of nighr




level on Hide checks. At 4th level, once per day as a swift
action, you can make your outline shadowy and indistinct,
asthe blurspell, for a number of minutes equal to your class
level. When you reach sth level, you can use the blur effect
three times per day. At 8th level, your form permanently
becomes hazy and you continually havea blur effect. Ar 1och
level, twaimes per day as a swift action, you can make your
true location more difficult o discern, as if you were affecied
by the displacenrent spell, for 10 rounds,

Cold Resistance (Su); At 1st level, the shadow in your
essence provides cold résistance 5, This resistance increases
to 10 ar 5th level and 15 at 9th level.

Sustaining Shadow (Ex): Starring at 2nd level, you lose
various biological needs, as you draw power from the Plane of
Shadow. This funcrions as the shadowenster ability described
on page 113, except new abilities are gained ar 4ch, sch, and
8th level. If you have the sustaining shadow ability from a
different class (shadoweaster, for example), you automatically
gain the next sustatning shadow ability.

Dancing Shadows (Su); At 3ud level, you can nse the
dancing shadows mystery as a supernatural ability once per
day with a caster level equal to vour eluss level plus your levels
in any other mystery-casting class. At 7th level and above,
you can use dancing shadows twice perday,

Night Form (Ex): For 1 minure per day, you can become
incorporeal, and gain all the benefirs of the incorpareal
subtype. You also gain o fly speed of 40 feet with perfect
maneuverahility.

PLAYING A CHILD OF NIGHT

You are ascending to something greater than mortality. You
don't necessarily think of mortals as worthless—children of
nightaren't required 1o be evil—bur neither do vou think of
yourselfas one of them. You remember your companions, and
might remain loval to them, bur vour capaciry for affection
and similar emotions atrophies. You seem cold or brusgue
Your primary motivation is to bond further with shadow,
and you might abandon previously ser goals if they conflict
with that objective.

TaBLE 2-3: THE CHILD OF NICHT Hir Die: 06
Base
Attack Fort Ref Will

| Bonus S

Cloak of shadows [blur 3,‘dlay)‘ suslalnlng shadow
immune to poison/disease

oak of shadows (blur continuous),
no need to breathe, eat, or sleep

10th

Class Skills (2 + Int modifier per level): Concentration. Craft, Hide, Intimidate, Knowledge (arcana), Knowledge (the planes);

Move Silently, Profession, Sense Mative, Spellcraft, Spat.

Cloak of shadows (displ

Your class is common in several of rhe organizatio
described later in this section {see pages 167-174). The
Nightshade Covenant welcomes vou openly, seeing in your,
efforts the desire and umbition to become one with the Plane
of Shadow irselt.

To the Voraries of Vecna, you represent the ultimal
melding of form and shadow, walkers on a path that leads
something beyond mortal and undead alike. They revere yoy
if you have joined them, and seek o obliterate you 1fyuu do
not, cansidering you traitors.

Your relations with the Tenebrous Cabal are less pred
able. Although one might expect thar the Cabal would
welcome children of night, seeing in them the ultimare in
shadow magic, the truth is that the Cabal isn't cerrain what
1o make of you. You must allow your study of shadow magic
10 lapse, or ar least slow, during your transformartion. This
suggests that your priorities are not in synch with thos
the Cabal. Further, because you represent an interaction with
shadow that the Cabal neither fully understands nor contry
it views you with some distrust. The Cabal welcomes you i
its ranks, but you are rarely permitted to hold true power, a
no children of night have risen bevond the Third House of
the Parliament,

COMBAT
At low levels, you are much like other mystery users 4
spellcasters. Consider remaining back from the front line
harassing foes and supporting allies with your magic. Yi
might take u more active role against cold-based foes, due
yout burgeoning resistance.

As you advance to 4th level and beyond, your tactics mus
evolve with your form, The concealment you enjoy from yo
cloak of shadows ability means you can afford ro risk closi
on vourenemy, enabling you to more effectively deliver tol
and shore-range artacks. Your Hide bonus enables you o’
ambushes, or support the rogue when she-moves ahead
the party.

At high levels, you hardly need worry about physical
attacks ar all (although powerful spellcasters and mystic
creatures can still threaten you), When you gain the ability

Mysteries/Spellcasting

-4

= ng
+1 level of existing casting class

+1 level of existing casting class 3

2/day), n]h orm ing casting class




Sandurel Kvie,a hailffing child of wight

to become incorporeal, you can fly and pass through salid
objects. This benefic grants you superior maneuvershility
on the battlefield, enabling you to attack almost any foe; or
bolster your companions in almost any situation. You are an
. excellent scout, and you can provide hidden backup for your
allies.

"ADVANCEMENT

On rare occasions, someone with a strong affinity for
shadow feels a call to darkness far beyand that experienced
by other individuals. You might be one of these; you feel
somehow incomiplete, hollow. You discover in yourstudies
the first hints of the children, and seek out their secrets,
gither through in-depth research or actively finding one
and petitioning his aid. Only in this fashion can you
learn the ancient rites that instigate the earliest stages of
transformation.

Asyou progress, you continue your transformation. With
rime and practice, your body adapts and becomes more shad-
awy. You continue your practice of magic and can become
quite a potent caster,

You should keep your Intelligence and Charisma high.
This not only makes most effective use of the magic you
do have, but Charisma determines your evenrual deflection
" bonus to AC. Keep your Spellcraft modifier up aswell, since
I |_you are in a unique position—especially. once you attain
incorporeality—to interfere with other casters” abilities.

RESOURCES

The most obvious resource you might pain from other
children of night is access to the prestige class in the first
place. Texts and tomes of shadow magic are not easily avail-
able, so you must deal with one af the various shadow-magic
organizations to begin your sea rch.

Given the alien narure of shadow magic, and the fact that
you are deliberately attempring to transform yourself into a
creature of darkness, few people trust you. In the long-term,
the companionship and allies offered by the Votaries of
Veena, the Tenebrous Cabal, or other indépendent children
of night could prove more valuable than any item or riches,

Finally, organizations and smaller cadres of children of
night often collect ghost touch weapons and force-relared
magic. These resources allow them 1o more effectively bartle
corporeal creatures without manifesting, and 1o protect
themselves from other force effects.

CHILDREN OF NIGHT
IN THE WORLD

“Whatever the so-called ‘childven of the night’ practice, it is nol

shadow magic. The purpose of shadow magic is to control the

davkeness, and 1am nol convinced, that betwean the children and

the.darkness, it is the childven who are in control !

iddas Coradran, Lord of the First House,
Parliament of Shadows

Nothing conveys the alien feel of shadow magicas strongly as the
child of night. Most players should be disturbed by individuals
wha are so entaptured with darkness that they willingly make
themselves a part of it. Some might find portraying a character
with such alien thoughts to be a roleplaying challenge,

DAILY LIFE
lisdifficult to define “daily life" for children of night. Between
their scarcity and their ability to go without fundamental
biological needs, members of the class have few activities in
common. Most children of night spend their time traveling,
They rarely put down roats, for few communities accept them,
and they have little need for shelter ar higher levels. Most
seel only to improve their knowledge and experience, sothar
they might take the nextstep in their rransformarions. Upon
reaching 10th level, some children of night find themselves so
uncomfortable in the physical world that they seek to make
new homes on the Plane of Shadow. The remainder usually fall
in with one of the shadow magic organizations, even if they
didn't start as members, simply for a sense of community.
Childten of night seldom acquire leadership positions.
The Tenebrous Cabal rarely allows them authority, and few
communities trust children of night even to reside in them,
let alone hold office. Only in the Nightshade Covenant, the
Votaries of Vecna, and similar societiss is it generally possible
for a child of night to rise above the rank-and-file.

NOTABLES

Rumor and myth among mystery users name two children
of night more often than any other. Eldanel Glantrien is an

-
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ancient (former) ell who appears to protect shadow magi-
cians from those who would condemn them as evil because
of their mystical abiliries, Lara Berhendé was the youngest
shadowcaster ever to ateain rank in the Second House of the
Parliament of Shadows. When her fellow members discovered
she was secretly studying o become a child of night, she slew
several ofhein, stole valuable tomes, and disappeared. To this
day, she harries operatives of the Cabal. The Parliament has
determined thar she had some grudge or agenda againsi it
even befare she joined its ranks, although its members have
yet to determine whar it might have been.

ORGANIZATION
The Tenebrous Cabal officially treats children of night like
other members. Unofficially, they are closely warched, rarely
trusted, and hold little power.

The Voraries and the Covenant are far more welcoming,
seeing in the children of night the beginnings of holiness,
While few children hold high leadership pusitions, this is due
to theirweakened casting abilities compared 1o shadoweasters
of the same level, rather than any deliberate prejudice; Many
become powerful operatives of the Votaties, however, and
rumor maintains thata secret cadre of child of nighr assassins
serves at the whim of that organization’s Jeaders

NPC REACTIONS

Most people react to children of night with hostiliry, or at
least an unfriendly antitude. Common foll are terrified of
them, seeing them as dark magicians or inhuman enritles.
Adventurers usually assume that, as beings who voluntarily
tie themselves to darkness, they must be evil. The average
person likely fleesat the first sign of a child of night, while
braver folk/seek to drive him away or destroy him. Most
shadoweasters are niot inherently hostile, butstill rend toward
indifference. Only other children of night, and members of
certain shadow organizations, adopt [riendly attitudes. They
recagnize in one another a kindred spirit, though thar doesn't
guarantee friendship or cooperation,

Nearly everyone is an enemy of the children, from paladins
and priests of gads of light, to spellcasters and even some
shadowcasters, The suspicion and loneliness that marks the
life of a child of night prevents all bur the most dedicared
from pursuing rhis course, and often renders those who do
so bitrer and hostile.

CHILD OF NICGHT LORE
Characters with ranks in Knowledge (arcana) or Knowledge
(the planes) can research children of night to learn more
about them, When a character makes a skill check, read or
paraphrase the following, Including the information from
lower DEs

DC 10: The children of night seek to become one with the
Plane of Shadow.

DC 15: The children physically transform themselves,
eventually becoming incorporeal beings of shadow. They
retain a measure of casting abilities as well.

DC 20: Even other practitioners of shadow magic distrust
the children of night.

CHILDREN OF NICHT IN THE GAl
Children of nighr are tare; and they tend o be loners.
such, it’s easy to introduce them to an ongoing campaig
simply by asserting thar the PCs have neither heard of no
encountered them.

The child of nighr class is appropriate for players who enjoy
experimenting with the bizarre—with characters who do
think like normal people. Don't minimize the alien nar
of the class, or have NPCs react in a blasé manner duris
encounters; that ighores the uniqueness of the prest|
class, A child of night bas less power than  straight cas
of her level, sa the DM should make every effort to devel
encounters thar take advantage of her maneuverability and.
immunities.

ADAPTATION

The child of night remains viable in campaigns that
shadow magic, The cluss mighrstill representa melding wi
the Plane of Shadow; but one that comes from rransmutation)
or necromantic magic. Alternatively, the child of night mig
be an illusion-based prestige class, in which illusionists a
ally transform themselves into living images. Finally,
children of night might be an unusual form of undead
with a slow and voluntary transformarive process.

SAMPLE ENCOUNTER
Encounters with children of night should take full advag
tage of their alien and spectral nature, They are ideal
quickly evolving ambusl, or a slow build-up of harassme
and attrition by a foe the PCs cannot easily detect or repuls
Alternatively, a child of night might have to go o great:
lengths to convince the PCs that they should ally against
greater threat.

EL g: Sandurel Krie seeks to improve the reputation
the children of night and make them acceprable in norms
society, or ai least among arcane casters His gealousness fo)
prove his heroism often causes him to inrerfere where he's
not wanted, or to mistake powerful characrers for forces of
evil.

SANDUREL KRIE CR8

Male halfling shadowcaster 5/child of night 3

N Small humanoid

Init +2; Senses darkvision 30 fi.; Listen +3, Spot +1

Languages Common, Elven, Gnome, Halfling

AC 13, touch 13, flat-foated 11

hp 36 (8 HD)

Fort +7, Ref +5, Will 47 (+2 against fear)

Resist cold 5

Speed 20 f. (4 squares)

Melee heavy mace +3 (1d6-1)

Ranged +7 light crossbow +7 (1d6+1/19-20)

Base Atk +3; Grp -2

Special Actions cloak of shadows (CL 8th}, dancing

shadows 1/day (CL 8th), Empower Mystery, Extend
Mystery, Shadow Cast

Combat Gear 2 potions of cure moderate wounds, potion of

pratection from evil, wand of steel shadows

Mysteries Known (CL 7th):




Initiate paths

- dth—shadow evocation (spell, 1/day, DC 17)

rentice paths

3rd—clinging darkness (spell-like, 2/day, DC 16}, killing
shadows (spell-like, 2{day, DC 16)

2nd—black fire (spell-like, 2/day, DC 15), piercing sight

 (spell-like, 2/day)

Ist—bend perspective (spell-like, 2{day), carpet of

shadow (spell-like, 2/day)

mentals

O0—arrow of dusk (supernatural, 3/day, +6 ranged

= touch), caul of shadow (supernatural, 3/day), sight

! obscuredi(supernatural, 3/day), umbral hand
(supernatural, 3/day)

es Str 9, Dex 15, Con 12, Int 14, Wis &, Cha 17

staining shadow (eat 1 meal/week, sleep 1 hour/day)

aats Alertness, Empower Mystery, Extend Mystery,

. Shadow Cast

s Climb +1, Cancentration +8, Diplomacy +5, Hide +15,

Jump -5, Knowledge (arcana) +10, Knowledge (the

planes) +10, Listen +3, Move Silently 413, Sense Motive

. 5, Spot +1, Survival -1 (+1 on other planes)

0 ns combat gear plus heavy mace, dagger, +1 light

 crosshow with 20 bolts, cloak of Charisma +2, ring of

Jeather failing

b, MA R O HADOW

- “What need have Lof living servants when the shadows themselves
-~ yise up af my command?”
—Thanielle Tiergun, Duchess of Ohr

‘Some driven or domineering souls seek nothing less than
mastery of darkness irself—the ability 1w turn the very
dows into their agents and allies. These are the masters
of shadow, commanders of soldiers as dark and insubstantial
nighritself For those with the force of will 1o enter their
a the very shadows serve at their beck and call.

OMING A MASTER OF SHADOW
.shnduwmstersam:he most common masters of shadow, since
can most eastly enter the class. Sorcerers, wizards, clerics,
even the occasional druid can multiclass just enough o

2—4: THE MASTER OF SHADOW
Base

Hit Die: 8

i . Attack Fort Ref Will
 level Bonus Save Save Sav: Sp aclal
-+ +0 Reslstance to cold 5
Res’lslance ta co[d 10

Resistance m cold 20

+2 +1
+3 +#5 42 45
+6  —

+4 +6  +2

+5 +# 3 W
rapid shadow

Immunity to cold, master’s bidding (swil

gain access, however. Few martial types do so, because the
class demands specialties far removed from combar skills.

ENTRY REQUIREMENTS
Skills: Knowledge (arcana) 5 ranks, Knowledge (the planes)
8. ranks
Feat: Shadow Familiar®
Mysteries/Spellcasting: Caster level 5th
*New feat described on page 138 2

CLASS FEATURES
As you progress as a master of shadow, you gain command
ofan increasingly powerful dark servant.

Shadow Servant (Su): At 1st level, your shadow familiar
permanently transforms into a Medium shadow elemental. 1t
loses all familiar traits, but gains new abilities as your shadow
servant (see the Shadow Servant sidebar).

Should your shadow servant die, you can summon a
replacement afier 24 hours pass. Your shadow servant cannot
travel farther from you chan 30 feet+ 10 feet for each of your
master of shadow levels (40 feet at 1st level and 2 maximum
of 130 feer at 10th level). 1f it 1s forcibly separated from you
by more than this distance, the servan dissipates instantly,
and you must wait 24 hours to summon a new one.

Master’s Bidding (Su): At ist level, asa standard action,
you can focus your affinity with shadow'to ﬁana—: your
shadow servant, granting it one special abilityfor 1 round.
The special abilities available to your shadow servant are
described in the Shadow Servant sidebar, and depend on
your class level. For example, at 4ch level you could give your
servant any of the following special abilities: interact with
corporeal, fast healing 1, extra attack, or cold damage +1d8.

At 5th level, you can grant your shadow servant a special
ability for 1 round by taking only 2 move action rather than
astandard action. You can chobse to use two move actions
in the same turn to grant it two abilities. Additional move
actions granted by spells, class fearures; or the like can also
be used 1o further enhance your shadow servant.

Ar10th level, you can grant your shadow servanta special
ability for 1 round by taking only a swiftdction rather than
amove action. You can still use move actions to give it addi-

Mysteries/Spellcasting
+l
1 ]
+1 eve of
+ evel 0
action),

+1 \eve of enisking casrigcas's

Skills (2 + Int modifier per level): Concentration, Craft, Intimidate, Knowledge (arcana), Knowledge (religion),
ledge (the planes), Profession, Sense Motive, Spellcraft, Spat,




tional abiliries. Thus, a 10th-level master of shadow who does
nothing else ina round can choose to give his shadaw servant
three special abilities (using one swift action and two move
actions),

Resistance to Cold (Su}: At 2nd level, the shadow in your
essenice provides resistance to cold 5. This resistance increases
to 10at 4th level and 20 at 6th level. Av10th level, you have
immuniry to cold damage.

Mysteries/Spellcasting: At 2nd level and every level
thereafier, you gain new mysteries or spells per day and an
increase in caster level (and mysteries or spells knawn, if
applicable) as if you had also gained a level in a casting class
to which you belonged before adding the prestige class level.
You do not, however, gain any other benefits a character of that
class would have gained. 1f you had mare than one casting

ot e R e~

SHADOW SERVANT -
A master of shadaw's servant is an unquestionably loyal, de-
voted companian. As the master increases in power, the shadow
servant also becomes tougher, gaining Hit Dice and special
abilities. A master of shadow can focus his power and will upon
a servant and make it do his bidding.

Bonus Dex

HD ecial

Resistance
to cold 5

= o
Resistance
tocold 10

Resistance
to cold 20

y to col

Shadow Servant Basics: Use the base statistics for a Medium
shadow elemental as given on page 165, but make the following
changes.

Level: The character's master of shadow level.

Bonus HD: Extra eight-sided (d8) Hit Dice, each of which
gains a Constitution modifier, as normal. Remember that extra
Hit Dice improve the shadow servant's base attack and base
save bonuses as appropriate for an elemental. A shadow ser-
““vant's base attack bonus is the same as that of a cleric or druid
of a level equal to the elemental's HD. A shadow servant has
good Reflex;saves (treat it as a character whose level equals the
elemental’sHD). A shadow servantgains additional skill poinis
and feats for bonus HD as nermal for advancing a monster's
Hit Dice (MM 290-291).

Déx Adj.: Add this value to the shadow servant's Dexterity
score.

Resistance to Cold (Ex): A shadow servant of a 2nd-level
master of shadow gains resistance to cold 10. When the master
reaches 6th level, the resistance increases to 20,

class before becoming a master of shadow, you must decide ta
which class ro add each level for the purpose of determining
spells per day, caster level, and spells or mysteries known.
Rapid Shadow (Su): After you reach 10th level, if yous
shadow servant dies you can summon a replacement 10,
minutes later. i

PLAYING A MASTER OF SHADOW
Most NPC masters of shadow become domineering indivi
als who care little for their former allies as they.come o
more and more on their dark servant. As a master of shad
player character (assuming you do not wish 1o alienate your:
companions), you should be careful not to carry this trait
to the extreme. You do become greatly confident—possibly

Size Increase (Ex): A 3rd-level master of shadow's servani
grows to LargessizZe. It never increases beyond Large, regardless:
of its Hit Dice. i

Deliver Touch Spells (Su): Ifits master is Sth level or higher,
shadow servant can deliver touch mysteries or spells for him.
the master and the servant are in contact at the time the mas
casts a touch mystery or spell, he can designate his servant
the “toucher.” The servant can then deliver the touch myste;
or spell just as the master could. As usual, if the master c
another mystery or spell before the touch is delivered, the de:
ignated mystery or spell dissipates.

lmmunity to Cold (Ex): The servant of a 10th-level master of
shadow has immunity to cold.

MASTER'S BIDDING
A master of shadow can shape the essence of his shadow ser-
vant, granting it special abilities and qualities, In this way, th
master customizes his servant to his needs of the moment.
At first, enhancing a servant in this manner 1s d*standard
action, but higher-level masters eventually reduce th;sa‘ﬁ!l:tﬁo_
a move action and finally a swift action. Even when a master of
shadow has the ability to bid his servant to gain multiple abili-
ties, any single ability can only be gained once, .
Interact with Corporeal (Su): When you grant your shadow.
servant this bidding, it car perform simple tasks at your com-
mand, in a manner identical to the unseen servant spell, except ¥
that it retains its own hit points. 3
Fast Healing (Su): A shadow servant can be bid to regain hit:
points at a rate of 1 hit point per round. L
Extra Attack (Su): When making a full attack actian, a shadow!
servant can be bid to make one extra attack, Theattack is made
using the creature’s full base attack banus, plusany madifiers
appropriate to the situatian, b
Cold Damage (Su): A master of shadow can bid its servant ta.
deal an additional 1d8 points of cold damage on a successful hit
(stacked with'the cold damage that shadow elementals normally.
dealy. f
Reach {Su): A shadow servant bid ta extend its shadowy arms
in this manner increases its reach by 5 feet.
Damage Reduction (Su): Bidding your shadow servant to
ignore damage grants it DR 5/
Speed (Su): A master of shadow can bid its servant to be
quick, increasing the servant's speed by 20 feet.




* even overconfident—in yourability to handleany challenge
or escape any peril, because you have 4 being of shadow at
your disposal.
You are welcome in the Tenebrous Cabal so long as you do
nat succumb to irrogance
or seek 1o conrrel your
fellow members as you
do your servants. Surpris-
ingly, masters of shadow
~ marely become members
of the Votaries of Vecna
~ or the Nighitshade Cov-
- enant. While members of
the Votaries are certainly
canvinced of their right
to rule others, they do not
like the idea of sacrificing
| their own mystical might
in order to empower their
- servants. Members of the
Covenant, on the other
hand, dislike the notion of
mortal beings controlling
creatures of shadow.

- COMBAT

Your shadow servant is
your greatest weapon. You
can direct it against foes
without putting yourself
in danger, or have it flank
an opponent. As you gain
STEITET POWET, YOur Servant
increases in puissance.
Your ability 1o use it o
sdeliver touch mysteries or
spells makes ir even more
potent at higher levels than
it would otherwise be.

ADVANCEMENT

You tend to discover yourown proclivities for manipulating
creatures of durkness, rather than learning from others. This
frequently occurs as you research means of empowering
your companion, o of summoning creatures of shadow.
No specific training ot rites exist to become a master of
shadow. You must simply possess the proper mindset and
‘the appropriate knowledge,

Eontinued advancement is emotionally rewarding for
thase with ambition, because it offers an ever more powerful
gervant and increased casting abilities. You'll want to decide
which mysteries or spells to learn in order to make best use
of your servant. For instance, touch attacks are of far greater
value o you than others, since you have 1 powerful agenr

sumimoning magic; your servant likely represents more than
“enough assistance.

RESOURCES

Thanielle Tiergun, a buman master of shadew

You tend to view other masters with hostility, seeing them
as rivals, although this attitude is not universal. You'll
have ra gather resources on your own or with the aid of
trusted companions, Try 1o
acquire magic that enhances
your touch artacks—you're
unlikely to need many
other forms of offensive
magic—and atherwise focus
primarily on defensive and
statistic-hboosting spells or
mysteries.

MASTERS
OF SHADOW
TN THE WORLD
"Keeping company with a
waster df shadow is vather
alurt to owning a traimed snake.
It mfghl nevr furn on you—il
probably won't turn on you—
buit you never want to fake your
ayes off 11"
—lrrin Coradran, Lady of
the Second House,
Parliament of Shadows

The master of shaclow is the
perfect prestige class for
players who enjoy summon-
ersand similar characters. It
allows for the same advan-
tages and abilities, withour
losing the strange traits of
shadow magic iself.

DAILY LIFE

Most masters of shadow
fe of luxury. They aren't necessarily debauched, bur
filv grow accustomed 1o having things done forthem.
Most live in finery-filled manses or keeps if they can afford
to do so. These complexes tend to be somewhar distant from
nearby people, due to the master's poor reception in mast
communities, When given the option, masters of shadow
preferto dwell near enough other communities to purchase
what they need, bur far enough for privacy.

When they manage to obtain political power, most masters
of shadow tend to be demanding rulers. Already predisposed
toward taking servants for granted, they are convinced of
their right ro rule. Although not necessarily cruel, they
simply fail to consider the needs of their subjects (a shadow
elemental beeds lirtle in the way of care),

prefera
they sw

o deliver them. You might not want to bother with other NOTABLES

The greatest known master of shadow is Lady Thanielle
Tiergun, the Duchess of Ohr, She and her disciples—all
lower-level masters of shadow—rule & small, independent
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province with an iron fist, using their shadow servants as
spies and enforcers. Sanja Urudin hires herself our as a
bodyguard for rich and noble clients, protecting them froma
distance with sentinels of darkness. Finally, Phallon Rheese,
an'abnormally flamboyant master of shadow; is well on his
way ta becoming a one-man adventuring party.

ORGANIZATION

The Tenebrous Cabal and other organizations trear mastersof
shadow like any other members—their activities on belalf
of the organization and their mastery of shadow magic deter-
mine their place in the scheme of things. This circumstance
often prevents masters of shadow from obtaining leadership
toles, because their study of shadow magic slows down as they
‘master their servants, Thus, a small but growing number of
masters feel the Cabal is mistreating them,

Masters of shadow are often bitter rivals of children of
night. The masters feel that the children practice an unhely
oreven perverse form of magic, seeking to become what they
should instead rule. The children in turn believe that the
muasters seek to control them, along with all other beings of

shadow.
NPC REACTIONS

NPC reactions to masters of shadow depend on the com-
munity, In most ¢ases, people are unfriendly or hostile when
they see someone commanding beings of darkness. Ina few
instances, however, certain individuals—particularly in high-
magic communities—instead treat masiers of shadow in a
friendly or helpful manner, seeing in them an ability to keep
evil away from others. Most shadoweasters are indifferent o
masters of shadow, respecting their abilities but samewhat
disrrustful of their motives. Children of night are usually
unfriendly ar best.

MASTER OF SHADOW LORE

Characters with the bardic knowledge nbility or with ranks
in Knowledge (arcana) or Knowledge (the planes) can
research masters of shadow to learn more about them, When
acharacter makesa check, read or paraphrase the following,
including the information from lower DCs.

DC 10: Masters of shadow command a servant made of
darkness irsell.

DC 15: The masters are potent magic users, and they gain
the abiliry to channel some of their magics through their
shadow servants. The more powerful the master, the more
powerful his servant.

DC 20: Most masters of shadow require some time to
replace a servant that is lost, though they do not stiffer as
does a wizard losing her familiar.

MASTERS OF SHADOW
IN THE GAM

Masters of shmlaware min \puia(m 5, preferring to remain be-
hind the scenes. It's entirely possible that the PCs have heard
uof oreven encountered individualswho are masters of shadow,
but who hid that fact from them. Aliernatively, the prestige

class might be new in your campaign, the result of a shadow:
caster attempting 1o empower a shadow companien.

Anyone who enjoys commanding another combatantina
fight, or using & servant to scout, should enjoy the mastero
shadow class. While it's reasonable 10 assume that some in- L
dividuals have taken precautions against these abilities, and
that a shadow servant might not be arits best in all ﬁgh& '
the class should prove worthwhile so long as you do not
out of your way to reduce its effectiveness.

ADAPTATION
The masterof shadow works well with an elemental chem
Simply replace the shadow servant with an elemenral of
compatable CR, and the servant and master’s bidding abili=
ties with those suired 1o elemental crearures of the proper
subtype, For instance, an earih elemenral creature would
gain Constitution instead of Dexterity, have good Fortirude:
but poor Reflex saves, and perhaps gain resistance to acid’
instead of cold,

SAMPLE ENCOUNTER
Encounters with masters of shadow should take full advan=
tage of their servant. Perhaps the PCs believe they have
cornered their enemy alone. only 1o learn that she is ne
without assistance.

EL 16: Thanielle Tiergun is a truly oppressive tyra
PCs'might come into conflict with her if they seek to fi
Ohr from her dominian, or evenif they are simply passi
through.

THANIELLE TIERGUN CR 16
Female human shadowcaster 6/master of shadow 10
NE Medium humanoid
Init +4; Senses darkvision 30 ft,; Listen +6, Spot+15
Languages Common, Dwarven, Elven, Infernal,

Undercommaon

AC 16, touch 14, flat-footed 12

hp 114 (16 HD)

Immune cold

Resist evasion

Fort +15. Ref+3, Will <14

Speed 30 ft. (6 squares)

Melee <2 dogger +10/+5 (1d4+2{19-20)

Base Atk +8; Grp +8

Special Actions master's bidding, Empower Mystery (2},
Extend Mystery, Maximize Mystery (2), Quicken
Mystery (2}

Combat Gear gemt of night, ring of nullification, pation of
cure serious wounds, potion of neutralize poison, potion of
resist energy (fire] 30, wand of thoughts of shadow

Mysteries Known [CL 15th):

Master paths
8th—sou! pupper (spell, 1/day, DC 24)

Tth—dark soul (spell, 1/day, DC 23), summon umbral
servant (spell, 1/day)

Initiate paths
6th—flood of shadow (spell-like, 2/day), greater shadow

evocation (spell-like, 2/day, DC 24, CL 17th)
Sth—echo spell (spell-like, 2/day), feign life (spell-like,
2/day)




4th— shadow evocation (spell-like, 2/day, DC 22,
CL17th), warp spell (speli-like, 2fday, DC 20)
Apprentice paths

3rd—flicker (supernatural, 3/day), sharp shadows
(supernatural, 3/day)

2nd—congress of shadows (supernatural, 3/day),

sight eclipsed (supernatural, 3/day)

Ist—steel shadows (supernatural, 3/day), voice of
shadow (supernatural, 3/day)

Fundarentals

\0—arrow of dusk (supernatural, at will, +12 ranged
—touch), caul of shadow (supernatural, at will), mystic
reflections {supernatural, at will}, sight obscured
(supernatural, at will), umbral hand (supernatural,
at will), widened eyes (supernatural, at will)

bilities Str 10, Dex 18, Con 16, Int 19, Wis 15, Cha 23

~ 5Q rapid shadow, shadow servant, sustaining shadaw [eat
1 mealfweek)

Feats Empower Mystery (2), Extend Mystery, Greater Path
- Foeus (Dark Reflections), Maximize Mystery (2),

— Path Focus (Dark Reflections), Quicken Mystery (2),
Shadow Familiar

Skills Bluff +11, Concentration +15, Diplomacy +14,
Disguise +6 (+8 acting), Hide +17, Intimidate +26,
Knowledge (arcana) +16, Knowledge (local) +6,
Krowledge (nobility and royalty) +6, Knowledge

(the planes) +17, Knowledge (religion) +8, Listen +6,
Move Silently +10, Spelleraft +18, Spot +15, Survival +2
(44 on other planes)

~ Possessions combat gear plus +2 dagger, amulet of natural
armor +2, cloak of Charisma +4, gloves of Dexterity +4,
ring of evasion, dust of tracelessness

>

{ADOW SERVANT CR—
NE Large elemental (extraplanar, incarporeal)
Init +8; Senses blindsight 60 fi.; Listen <10, Spot +10

Languages none

“AC 14, touch 14, Hat-footed 10
hp 84 (13 HD)

Immune cold

- Fort+6, Ref +14, Will =4

Speed fly 40 ft. (8 squares) (perfect)

Melee incorporeal touch +13/+8 (1d6 plus 1d6 cold)
‘Base Atk +9; Grp +13

_ Special Actions deliver touch spells, dusk and dawn

~ Abilities Str—, Dex 18, Con 14, Int 4, Wis 11, Cha 1N

- SQ incorpareal traits, shadow mastery

. Feats Alertness, Combat Reflexes. Improved Initiative,
Lightning Reflexes, Weapon Focus (incorporeal totch)
Skills Listen +10, Spot +10

nd Dawn (Su) Three times per day, a shadow
mental can use dusk and dawn, as the mystery. It has
a caster |evel equal to. one-halfits HD.

Shadow Mastery (Ex) A shadow elemental gains @ <1

~ bonus on attack rolls and darage rolls if both it and its
foe are in an area of darkness or shadowy illumination.
While in an area of bright light (such as sunlight or that
~ caused by a daylight spell), shadow elementals take a—4
" penalty on attack rolls and damage rolls.

“Consider the power offeved by magic, by the ability to manipulate

veality. Imagine how much greater, then, the power available to he
wha can manipulate magie tself”

— Eveneth Stillwater, Lord of the Third House,

Parliament of Shadows

Nocrumancers bridge the gap between shadow and arcane
magic. Those who succeed in becoming one of these elite
notonly gainaboost (o their mystery user and arcane caster
abilities, burare able to manipulate the mysteries and spells
of others as no others can.

BECOMING A NOCTUMANCER

Given the requirements of the class, multiclass shadow-
caster/sorcerers and shadowcaster/wizards make up almose
the enrirety of noctumancers. The rave shadowcaster/hard
mighr be found, but virtually no other combination offers
the proper abilities, and given the steep requirements of the
prestige class, any additional mulriclassing drastically slows
(oreven prevents) its acquisition,

ENTRY REQUIREMENTS
Skills: Knowledge (arcana) 6 ranks, Spellcraft 6 ranks
Shadowcasting: Able to cast 2nd-level mysteries
Spellcasting: Able to cast 2nd-level arcane spells

CLASS FEATURES
Asanoctumancer, vou excel at controlling all magicsin the
area around you.

Mysteries/Spellcasting: At each level, you gain new
mysteries or spells per day and an increase in caster level
(and mysteries or spells known, if applicable) as if you had
also gained a level in both your mystery-using class and your
arcane spellcasting class. You do nor, howeyer, gain any other
benefits a character of these classes would have gained. Ifyou
had mere than one mystery-using or arcane spellcasting class
before becoming a noctumancer, you must decide to which
class toadd each level for the purpase of determining spells
pet day, caster level, and spells known.

Caprure Magic’s Shadow (Su): A1 15t level, when yousuc-
cessfully dispel a mystery orepell (such as with the mysteries
shadows fade or wnravel dweomen, ar the spells dispel magic or
break enchantment), you can absorb its energy, You add one-half
the level (round down, minimum 1) of the mystery or spell
you dispelled to the caster level of any mystery or spell you
cast in the next round. For instance, il you dispel a 4th-level
spell, you add +2 to the caster level of the spell you cast in
the nexr round. You cannot draw power from dispelling your
own mysteries or spells.

Innate Counterspell (Su): Starring ar 2nd level. you can
attempt to counter @ mystery or spell without using a readied
action. Once per day, you can countera spell as an immediate
action, by expending a mystery use per day, a spell slot (if you
prepate spells), ora spell use (if you are a spontancous caster)
as long as the mystery or spell expended is of the same level
or higher as the mystery or spell to be countered,




At 7th level, when you successfully counter a mystery or
spell using this ability, you retain some of the magical essence
of the countered dweomer. You can choose to either gain one
additional use of a mystery, regain an expended spell slor (if
you prepare spells), or gain the use of an addirional spell (i
volt arg a spontaneous caster). The level of the mystery or
spell yougain is equal to one-half the level of the mystery or
spell youwcountered (rounded down, minimum 1),

You can use innate cotinterspell once per day at 2nd level,
two times at 5th, and three fimes at 8th,

Eldritch Disruption (Su): At ath level, you can use 4
standard action o disrupt the magical energies of a single
target within 60 fee.. That rarget must make a Will saving
throw (DC 10 + your nocrumancer level + your Cha modifier]
or take a —4 penalty to its caster level for any mysteries or
spells it casts for 1 minute, You can use eldritch disruption
three times per day.

Eldritch Vortex (Su): At 10ch level, you can emit mystic
energies in a 20-foorradius burst around yourself. Any
creature other than you within that area rakes 1 —4 penalty
to caster level for any mysteries, spells, or spell-like abilities
[ casts or uses, The vorrex lasts 1 minute and can be used
once per day.

Shadow's Persistence (Su): At 10th level, you guin
temporary {mmunity to any mystery or spell captured or
countered by means of your capture magic's shadow orinnate
counterspell ability. For 1 minute, you cannot be affected by
any casting of that mystery or spell.

PLAYING A NOCTUMANCER

You are a rising master of rwo forms of magic, able 10 chape
substance, shadow, sud sorcery at your whim. You are most
likely studious and knowledgeable, although some nocru-

TABLE 2-5: THE NOCTUMANCER HiT DiE: D4
Base 3
Attack Fort Ref Will

| Bonus Save Save Save Special

Spellcraft,

Class Skills (2 + Int modifier per level): Concentration, Craft, Knowledge (arcana), Knowledge [the planes), Profession,

Ll
mancers come by their abilities more instinctively. While
youmight never reach the same heights of magical abiliry
your single-classed contemporaries, your mastery of magic s
a whole makes you at least their equal, if nor their better,.

Every major shadow-based organization has a place
for noctumancers, The Tenebrous Cabal and Nightsha
Covenant treat you much like standard shadowea
determining your position by your overall mystical aptit
The Votaries of Vecna venerate you, for you combine shad
powers with the aris practiced by Acererak and (before
divinity) Vecna himself Also, despite the common d
of shadow magic in arcane organizations, some such g
might welcome vou, fascinared by your ability to manipulare
prhers’ magic.

COMBAT
At lower levels, your combat techniques do not greatly differ
from rhose of other arcane casters. You should normally stay ™
out of immediate physical danger, using your spells to influ-
ence the Howof battle,
As you progress, however, your options grow wider. Your
ability ro absorb magic even as you dispel it makes it
more worthwhile than normal 1o strip your foes of th
mystical protections or to remove ongoing baneful effect
from your allies, Your innate counterspell ability gives you
1 powerful defense against enemy casters, and your racri
options grow as you gain rhe ability 1o shape your spells ang
mysteries around your allies, )
At your highest level, you might wish to focus most of
your efforts in combating enemy casters or magic-us
crearures, for you now have the ability to render at
some of their efforts useless. This frees your compan
from having to defend against them, allowing rhem to go-
on the offensive.

+1 level of existing mystery-using class/+1 level
rcane spellcasting class

of existing arcane spellcasting class

ting mystery-using class/+1 level
rcane spellcasti

+1 level of e
_ of existin|




VﬁD\fANCEMENT

for the most spontaneous sorceter. You are likely
2 member of a shadow-related organization,
approached and trained by nocrumancers
who saw potential in your combination of
J abilitics. Alternatively. you mighr have soughe
HT' putinstructors, having heard of nocrumancy.
) Although such individuals are rare, you might
have been a mulriclass shadowcaster/arcane
taster; discovered the secrets of the nocru-
mancer in angient tomes, and managed o
ttain yourself.
Continued advancement requires substan-
practice and study, equal to if not greater
than thar required of 2 shadoweaster or wizard.
While you need not (and in fact cannot) learn
K 4 the mosr difficult spells or mysteries, you
possess techniques for combining these very
~different forms of magic.

Once you become a noctumancer, you face
the same choices as high-level mystery users
and spellcasiers, only even more of them.
Pay careful artention 1o the synergy berween
your spells and mysteries, so that you do not
wind up with redundant abilities. Consider
mastering the path of Black Magic, because
its mysteries complement your class abilities.
Raising both Intelligence and Charisma is
clearly a wise ide, and feats and items to raise
yeur caster level also prove valuable.

RESOURCES

Unless another noctumancer belongs 1o a
rival organization, you tend to view him asa
Ieindred soul in an elite society. You frequently
trade spells and minor items (potions, scrolls,
wands). You'll likely want staffs, defensive
items, and items 1o boost Intelligence and
Charisma—much like any other caster.

=

NOCTUMANCERS
| IN THE WORLD
| 3 “My magic is everything I have, everything Tam.
Ly 1}'50:nmur else can wrest control of my magic from
nteywhat does that make me?”
—Hénnet, sorcerer and adventurer

A noctumancer is the logical extension of

abjuration magic, the path of Black Magic,
. and eyen the existence of arcane magic in

peneral. It seems only natural thar some

would devote their efforts to mastering not

the use of magic, but the literal control of
- it It should appeal to players who enjoy the
= notion of manipulating the forces that many
& others take for granted.

Your arts are at leasr partially learned ones, even

Evencth 8

water, an-elf noctumancer




DAILY LIFE
A nocrumancer's time is largely devoted ro the study and
research required o master new mysteries, new spells, and
the interactions berween them. Noctumancers usually devote
théir remaining time either 1o advancing the goals of their
organizarion, or adventuring to obrain both new magic and
expertisepith their abilities,

Noctumancers rarely have the time for governing, but
those who do take full advantage of their abilities, either 1o
protect or dominate their subjects. Even the most well-mean-
ing noctumancer rulers often grow arrogant, as they become
convinced of their mastery of eldritch forces.

NOTABLES

Noctumancers are exceptionally rare, bur a few have srill
managed to obtain notoriety. Eveneth Stillwater, Lord of the
Third House, is the most recent addition to the Parliament
of Shadows, and one of only a half-dozen nocrumancers
in the Cabal's ruling body. The shadow lich known anly
as Intempestus leads a cadre of Nightshaders who luirin a
shadowstuffeastle an the Plane of Shadow, near a permanent
portal to the Material Plane,

" ORGANIZATION

Noctumancers function more or less a8 other mystery users
and spellcastersin their respective organizations. The Votaries
of Vecna might honor their abilities, but they don't actually
bestow any true authority that the noctumancers haven't
otherwise earned. Similarly, the Nightshade Covenantand the
Tenebrous Cabal respect the noctumancer’s knowledge, and
often putsuch individuals in charge of mystical research and
interactions with other arcane factions, bur they are treated
just like anyhther members when it comes to advancement,

NPC REACTIONS

The vast majority of people react to noctumancers exactly as
they would to an arcane caster or shadowcaster, whichever the
noctumancer most resembles, Onlya very select few—maostly
casters themselves—recognize the nocrumancer as some-
thing different.In general, shadowcasters are indifferent or
friendly (if they are of the same arganization) to noctumanc-
ers, Many arcane casters ave hostile toward noctumancers,
for they fear their ability to manipulate others’ spells:

NOCTUMANCER LORE
Characters with ranks in Knowledge (arcana) can research
noetumancers to learn more abour them. When a character
~miakes a skill check, read ar paraphrase the following, includ-

ing the information from lower DCs.

DC 10; The noctumancer is a spelleaster who combines
arcane magic and shadow magic.

DE 15: Noctumancers have the ability touse spellsand the
powers of shadow, and can also hinder the magic of orhers.
They can counter spells with an act of will.

DC 20: The noctumancer's abilities, such as spells and
mysteries, are limited by the number of times they can use
them. You can sometimes overpower a noctumancer through
simple atirition.

Abardic knowledge check ora Gather Information check
can reveal the same information as these Knowledge checks,
but it each case the DC s § higher than the given value:

NOCTUMANCERS IN THE GAME
Nocrumancy is noronlyadifficultart, it requives a relarively
high level before one can enter the prestige class. Thus, i
unlikely that characters in a low-level or even mid-level ga
will encounter noctumancers, allowing DMs to introduc
one or more as the campaign progresses, without havingﬂm
explain their prior absence.

Players should rhink that their characrers’ levels in noe—
rumancer are worthwhile so long as they have semifrequent
encotinters with magic users or ongoing spell effects, The
prestige class allows them to progress in both classes, so they
will not be particularly weak in any case, butit is againstother
casters thar the noctumancer rruly comes into his own.

ADAPTATION
A noctumancer can exist in settings that do not make us
of shadow magic, although it requires some alteration.
prestige class might instead represent a branch of arc
magic focused on controlling the magic of ethers. Remow
the shadowcaster-relared prerequisites.

SAMPLE ENCOUNTER

Encounters with nocrumancers should focus heavily
their srrange mystical abilities. While a noctumancer cat
certainly prove a hefty challenge simply by hutling bothl
mysteries and spells, chey are most fearsome when used o)
counter the casters in the opposing patty. z

EL 15: Eveneth Stillwater, newly appointed Lord of the |
Third House in the Parliament of Shadows, spends much
time “in the field” for the organizarion. He is still adapting
10 his new position, and sometimes proves a bireverzeale
in his efforts to prove himself to the Cabal. X

EVENETH STILLWATER CR15
Male elf shadowcaster §/sorcerer 6/nactumancer 4
LN Medium humanoid
Init +4; Senses darkvision 30 ft,, low-light vision; Listen +2,

Spat +2
Common, Elven, Undercommon

AC 17, touch 14, flat-footed 13
hp 44 (15 HD)
Resist +2 on saves against enchantments
Immune sleep
Fort +10, Ref +8, Will +13
Speed 30 ft. (6 squares)
Melee +1 frost heavy mace +7/+2 (1d8 plus 1d6 cold)
Base Atk +7; Grp +6
Special Actions Empower Mystery, Empower Spell, Enfarge b
Mystery
Combat Gear wand of mirror image
Mysteries Known (CL Sth);
Apprentice paths
Ird—clinging darkness (spell-like, 2/day, DC 19,
CL11th), flicker (spell-like, 2/day), sharp shadows
(spell-like, 2/day)




2nd—cangress of shadows (spell-like, 2/day), black fire
(spell-like, 2/day, DC 18, CL 11th), sight eclipsed
(spell-like, 2/day)
Jst—carpet of shadows (spell-like, 2/day), steel shadows
(spell-like, 2/day), voice of shadow (spell-like, 2/day)
amentals
—arrow of dusk (supernatural, 3/day, +11 ranged
touch), caul of shadow (supernatural, 3/day), mystic
reflections (supernatural, 3/day), shadow hood
(supernatural, 3/day, DC 14}, sight obscured
~ (supernatural, 3/day)
feerer Speils Known (CL 10th):
'5th (3jday)—cone of cold (DC 20)
4th (6/day)—fire shield, ice storm
3rd (7jday)—fireball (DC 18}, fly, lightning bolt (DC 18)
“2nd (7/day)—eagle’s splendor, bear’s endurance; blur,
- scorching ray (+11 ranged tauch)
- st (7/day)—grease, magic missile, mage armor, ray of
enfeeblement, shield
0 (6/day)—arcane mark, daze (DC 14), detect magic,
flare (DC15), light, mending, mage hand, ray of frost
~ (+11 ranged touch), read magic
Abilities Str 8, Dex 18, Con 10, Int 13, Wis 10, Cha 13
: o notice secret or concealed doors, sustaining
adh é::tl meal fweek)
ombat Casting, Empower Mystery, Empower Spell,
nlarge Mystery, Greater Path Focus (Dark Terrain),
Path Focus (Dark Terrain), Spell Focus {evocatian)
Skills Concentration +14, Knowledge (arcana) +15,
~ Knowledge (the planies) +13, Listen +2, Search +2,
Spellcraft +17, Spot +2, Survival +0 (+2 on other planes)
. Possessions combat gear plus +1 frost heavy mace, amulet
of natural armor +3, tloak of Charisma +4, gloves of
Dexterity +2

Dot be afraid of the dark. Be afraid of what's in the dark”
—Niko Drendal, captain of the Black Dawn

Shadowbladesare martial combatantswith an innate link to
- shadow. While some deliberately study the arts of shadow,
- most develop their abilities instinctively, making them
e alcin to shadowdancers than shadowcasters. Those who
- mastertheans of the unseen weapon become warriors with
~ few equals. Their ability to manipulate darkness and shadow
_ enhances their martial skills, allowing them to targer weak
oints, land blows thar should not strike true, and even attack
es who are paces away.

\
OMING A SHADOWBLADE

Iriclass fighter/rogues are the most common shadow-
des, because they possess both the martial ability and
skills necessary. Single-classed fighters or rogues can
the class, bur it takes longer. A rare few paladins and
s take this path, enhancing their own abilities with a
y of shadow. Few mystery users or spelleasters become
‘blades, and barbarians tend to prefer brure force and
ashadowblade's pawers.

ENTRY REQUIREMENTS
Base Attack Bonuis: +5
Skills: Bluff 5 ranks, Hide 5 ranks, Move Silently 5 ranks
Feats: Blind-Fight
Special: Must have been exposed to shadow at same paint
prior totaking this class, either through travel on the Plane
of Shadow, being subject to a mystery ar a spell with the
darkness descriptor, or through physical contact with a
shadow ar dark creature (such as a shadow mastiffor a
dark lion) \

TagLe 2—-6: THE SHADOWBLADE HiT Die: 08
Base

Attack  Fort
Bonus  Sa

Ref Will
Save Save Special

Level

Sudden strike +5d6,

unseen weapon
(free action)

Class Skills (2 + Int modifier per level): Bluff, Climb, Craft,
Handle Arimal, Hide, Intimidate, Jump, Move Silently,
Profession, Ride, Swim.

CLASS FEATURES
Shadowblades manipulate shadow to strike swifily and farally,
becoming the ultimate combination of skilled soldier and
brucal slayer,

Unseen Weapon (Su): As a standard action, you can wrap
any melee weapon you wield in a layer of shifring shadows.
This causes the weapon to darken, become less distiner, and
leave a trail of shadow behind it as it moves. Your weapon
must be in hand and ready to use for you to draw upan this
power. You can dismiss the effect witha free action; dropping
or sheathing the weapon also ends the effect.

Once per day per shadowblade level, you can activate one
of the powers of your unséen weapon as a swift action. Ar
tstlevel, you have the power ro make an unerring strike (see
below). As you gain levelsin the elass, you acquire addirional
choices when activating your unseen weapon, as indicated on
Table 2-6. When you activate your unseen weapon, choose
one of the available abilities. Multiple uses of the same ability
do not stack on a single artack.

Unerring Strike: Your next melee attack ignores any miss
chance because of concealment or total concealment. You
gain this choice ar 1st level.




Unexpecled Sirike: Your opponent is denied its Dexterity
bonus against your next melee attack. You gain this abiliry
at 3rd level

Ephemeral Weapon: Your next melee attack dealsan extra
246 points of damage, as extraplanar darkness momentarily
replaces portions of vour opponent's body. You gain this
choice at-5th level

Shadowy Strike: Your next melee atrack is resolved as a
melee touch artack, ignoring armor and natural armor. You
gain this ability ar 7th level.

Far Shadow: Your melee reach is increased by 10 feet for 1
round. You gain this choice at 9th level.

At 10th level, you can use vour unseen weapon abilities as
a free action, though you are still limited to one use per day
per class level.

Shadow and Stealth (Su): Beginning at 2nd level, the
shadows that engulf your unseen weapon cover you as well,
granting you a circumstance bonus equal to hall your class
level (round down) on Hide and Move Silently checks,

Sudden Strike (Ex): Beginning at 2nd level, ii'ygm can
catch an opponent when she is unable to defend herself
effectively from your attack, you can strike a vital spot for
extra damage. Whenever your target is denied a dexterity
bonus to Armor Class {(whether the target actually has a
Dexteriry bonuas or not), you deal an extra 1dé points of
damage with your attack. This exira damage increases by
1ds for every two levels thereafter. You can't use sudden
strike when flanking an opponent unless that oppenent
is denied its Dexrerity bonus to AC. Ranged attacks can
count as sudden strike attacks only il the rarger is within
30 feet.

Sudden BmLE functions identically ro sneak attack in all
other respe,cls The extra damage from:sudden strike stacks
with the extra damage from sneak attack whenever both
would apply to the same rarger. It also stacks with the ephem-
eral weapon abiliry of the unseenweapon class feature.

Shadow Vision (Su): Beginning at 3rd level, you are able
to see clearly in shadoswy illumination. Thus, you can see
upto 40 feetclearly in the illumination provided by a torch
(which gives nffbr}ghr {lluminarion ina 20-foot radius and
shadowy illumination for 40 feet beyond thar), or twice that
il you have low-light vision,

See in Darkness (Su): At 7th level, you can see perfectly
in darkness of any kind, even that created by a decper davkness
spell.

PLAYING A SHADOWBLADE

You are a soldier who has learned the benefits of stealthand
the power of darkness. You are not necessarily evil, but you
are cerrainly violent and skilled in combat and killing, Your
arritude toward mystery users might vary, If you deliberately
serout to learn your skills, you likely belong to one of their
organizations, but if you developed them instincrively, irs
an even bet whether vou consider them comrades or harbor
a deep mistrust,

Although shadowblades exist in most shadow-related
organizations, they are not specifically associated with such
groups. Many are independent operatives, mercenaries, or

adventurers. In fact, many are hired specifically to combar,
shadowcasters, because the abilities of the class help shad-
awhlades overcome a shadawcaster's typical defenses. r

COMBAT
You employ almost equal amounts of stealth and brure:
force. You can wark primarily as a frentline hghter,
your prowess in sneaking and surprise make you o b
guerrills and finesse fighter: As your abilities of stea
improve, you become a viable scour, although your need
Leep your weapon unsheached might occasionally inrerfere
\Vllh remclnmg unnon:ed

At higher levels, you can deliver surprise atracks froma
shart distance away, and even cur through the defenses of
heavily armed foes. Combined with your everincreasing,
stealth, this enables you to fill in for either the rogue or the
fighter, and even 1o make surgical strikes against foes that.
might be tao tough for the rogue or other scout to handle.

ADVANCEMENT
You might have actively joined 2 shadow-related organiza
to learn your abilities. You might have been approached by:
experienced shadowblade or shadoweaster attracted by yo
skills and prowess, or by those that would use you as 2 to
against other shadow-based groups. Most likely, however,
developed your abilities on your own, discovering an ab
to manipulate shadow after exposure toit.

Continued training is not unlike that of other soldicts,
You drill in weapons and rechniques of stealth, suppleme:
ing them with medirative techniques and, in some cases,
occasional forays 1o the Plane of Shadow. "b

As you advance, you'll need 1o decide how much weight'
to give your martial abilities, and how much your stealth.
abilities and your Bluff modifier. Ave youa Aighter who makes
useof sneaky tactics; ora silent killer who canhold his oy
in battle? J

RESOURCES
1fyou're part ofan organization, the group might supply you
with some basic equipment, but rarely much in the way of
magic items; you'll need to dcquire those on your own. lrems.
that enhance Strength and Dexterity are important, as are (8
thase that improve your ability t0 sneak, and thus deliver =
your special attacks, Items that enhance Listen and Spo
ot that warn you of oncoming danger, are helpful becau
your stealth abilities do not aid you in detecting others with
similar capabilities.

SHADOWBLADES IN THE WORLD
“When the bavon heard a shadowblade was coming for him, he
tripled the munber of guavdsmen on duty that might. You know what,
stuccomplished? Three times as many guavdsmen died tired."

— Gimble, gnome bard and traveling storytelle

The shadowhlade class allows the DM 1o inrroduce shado
magic into the campaign without excluding the heavy fightarss
and 1o prant even the armor-clad warriors in the PC groups
some capability ar stealth

e ——
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DAILY LIFE

* Shadowlblades live much like other professional war
They practice and truin, pursuing their own interests in the
few free hours they have, They meditate on their abiliries,
making them appear more like ascetic or religious warriors
{such as paladins) rhan standard soldiers, although none of
their abilities are inherently religious. They fill many of the
same niches as other fighters: guards, soldiers, mercenaries,
hired killers, and, of course, adventurers. Shadowblades
tend to be nocrurnal, due to their growing connection with
shadow, and many find themselves shunned in communities
thar do not understand their abilities.

ors.

OTABLES

bly. a few shadowblides have artained any motoriery,
including Niko Drendal, leader of the merciless pirates of
the Black Dawn; Jassra Orun, who adventures with multiple
companies in her quesr to learn more of the Marterial Plane;
and Murrim Khaleed, a death knight in service to the
- Votaries of Vecna.

ORGANIZATION

As mentioned above, shadowblades are not assactared wirh
any specifie organization. When they do belong to such,
they rarelyadvance far in the hierarchy, since they lack the
" mystical abilities that most of these organizations revere.

- NPC REACTIONS

Most common folk think of the shadowblades as a martial

order, mistaking them for a united faction or a religious

institution. On an individuzl basis, most people react 10

shadowblades with the same atritudes they would direct

toward any professional soldier. Should a shadowblade make
substanrial and open use of his shadow-related abilities, this
attitude might worsen, as people begin to think of himasa
snealethiet, assassin, or soldier of darkness, They try not to
draw the shadowblade's ire, but instead do their best to hurry
im about his business so that he might departall the sooner.
Mystery users and spellcasters recognize shadowblades for
what they are. The attitude of such a character depends
entirely on whether the shadowblade in questionisa member
‘afa friendly, neutral, or rival faction to the caster's awn.

SHADOWBLADE LORE

Characters with the bardic knowledge ability or ranks in
Knowledge (arcana) can research shadowblades to learn
more abour them, When a character makes a check, read or
‘paraphrase thefollowing, including the information from
lower DCs

DC 10: Shadowblades are warriors whoincorporare shadaw
and stealth into their combat techniques.

DC 15: Shadowblades are capable of masking their weap-
ans and themselves in shadow, granting them supernatural
i ‘powers, such as the ability to strike protected rargets or o
attack from a distance.

_DC20: Many of the shadowblades® abilities are nor func-
~ tionalagainst nonliving foes, such as undead or constructs
I you can cause them to drop or change their weapons, it

Niko Drendal, a buman shadewblade

takes a moment for them to reactivate their powers, offering
a brief window of apportuniry.

SHADOWBLADES IN THE GAME

Shadowblades are seatrered throughout many organizations,
guilds, and adventuring parries. When introducing them to
an ongoing campaign, it's reasonable to simply assume thar
the PCs have never before encountered one. Alternarively,
perhaps one of the PCs is the first person in the region ro
develop these abilities,

This prestige class makes a good choice for anyone who
wants to play a warrior with a stealthy or mystical bent. So
long as the DM does not restrict encounters to creatures
immune to his abilities, and gives him the occasional chance
to scout nhead, to take out an enemy leader, or otherwise ro
make use of his less direct forms of confrontation, the player
ihﬂll ld fee' l'l'l:' eft‘r.‘rls ‘\'Dfl’h\'- 'IlE

ADAPTATION
Shadewblades do not have to be associated with shadow. Per-
haps they are an order of killers for hire, who cloak themselves
and their wegpons in illusion and invisibility. Then again,
they might rruly be members of a religious order; their power
obtained through faith in a deity of darkness or deception.
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SAMPLE ENCOUNTER
While shadowblades can stand toe 1o roe with other war-
riors, encounters with them should take advantage of their
other abiliries. Let the PCs wonder haw the large man in
full plate snuck into theit camp, or how to defeat a soldier
who seems constantly able ro distract them and then strile
where they're weakest.

EL 11: Niko Drenidol is the leader of the pirates of the Black
Dawn, a ship that is said to be able to breach the boundaries
of the planes to sail swiftly acrass black seas on the Plane
of Shadow. Drendol ofiten travels with a quarter of human
rogue/fighters who serve as her messengers and personal
guard. A foe of the PCs might hire Drendol, she might be
after the same goal they are, or she might develop a rivalry
with them while fighting on the same side in a conflict.

Niko DRENDOL CRM

Ferale human fighter 3/rogue 4/shadowblade 4

CN Medium hurmanoid

Init +3; Senses sees clearly in shadowy illumination; Listen
=2, Spot+7

Languages Common, Halfling

AC 18, touch 13, flat-footed 18; uncanny dodge

hp 58 (11 HD)

Resist evasion

Fort +9, Ref+9, Will +3

Speed 30 ft. (& squares)

Melee +1 short sword +14/49 (1d642/19-20)

Base Atk +9; Grp +10

Atk Options Combat Expertise, sneak attack +2d6, sudden
strike +2d6, unseen weapon (4/day; unerring strike,
unexpected strike)

Special Actions |mproved Disarm, Improved Feint

Combat Gear'brooch of shielding

Abilities Str 13, Dex 16, Con 12, Int 13, Wis 10, Cha 16

5Q shadow and stealth, trap sense +1, trapfinding

Feats Blind-fight, Combat Expertise, Improved Disarm,
Improved Feint, Stealthy, Weapon Finesse, Weapon
Focus (short sword)

Skills Balance +10, Bluff+9, Climb +7, Diplomacy +6.
Disguise +3 (+5 acting), Hide +17, Intimidate +11,
Jump +10, Listen +2, Move Silently +17, Profession
(ship captain) +2, Sense Motive +7, Spat 47, Swim +6,
Tumble +13

Possessions combat gear plus +1 shart sword, +2 leather
armor, amulet of health +2, gloves of Dexterity +2,
masterwork light steel shield, dagger

Brack Dawn PIRATE CR4
Male or fernale human rogue 2ffighter 2

N Medium humanoid

Init +2; Senses Listen +0, Spot +0

L ges Common, Halfling

Base Atk +3; Grp +5

Atk Options sneak attack +1d6

Combat Gear potion of barkskin (+3), potion of cure
mioderate wounds

ENTRY REQUIREMENTS

TaBLE 2-7: THE SHADOWSMITH
Base

AC 16, touch 12, flat-footed 14
hp 26 (4 HD)

Resist evasion

Fort +6, Ref <6, Will +1

Speed 30 ft. (6 squares)

Melee mwk trident +5 (1d8+2) and
mwk short sword +5 (1d6+1/19-20)

Ranged mwk trident +7 (1d8+2)

Abilities Str 14, Dex 15, Con 14, Int 12, Wis 10, Cha &

SQ trapfinding

Feats Athletic, Two-Weapon Defense, Two-Weapon Fighting,
Weapon Focus (short sword), Weapon Focus (trident)

Slills Balance +10, Climb 412, Hide 7, Intimidate <7, Jumﬂ
+10, Move Silently +7, Profession {sailor) +7, Swim +12;
Tumble+3

Possessions combat gear plus masterwork short sword,
masterwark trident, <1 studded leather, clonk of
resistance +1

“You think meunarmed. You think me helpless. So long asthere
might and day, Lam nerther”

—Hrogar llgenson, shadowsmith and

Eirst Mate of the Fourth Dragon

Shadoweasters draw power from darkness, and masters
aof shadow command it, but no one truly manipulates th
drakness as does the shadowsmith. Combining marrial ani
mystical skills, and possessed of a driving will, the shad,
smith forms his tools and weapons from shadowstuff it
drawing forth marter from empty night.

Base Attack Bonus: +5

skills: Craft (armorsmithing, blacksmithing, or
weaponsmithing) 5 ranks, Knowledge (arcana) 3 ranks, -
Knowledge (the planes) 3 ranks
Special: Must have been exposed to shadow at some point
prior 16 taking this class, either through travel on the Plane |
of Shadow, being subject to a mystery or a spell with the
darkness descriptor, or physical contact with a shadaw ar
dark creature (such as a shadow mastiff or a dark lion)

Hit Die: 08

Attack Fort Ref Wil
Level Bonus Save Save Save
Jst a0

Mysteries

\

Shadow craft
(shadow striking),
armor of shadow
{quickened)

N R
10th  +10

Class Skills (6 + Int modifier per level): Climb,
Concentration, Craft, Hide, Jump, Knowledge {arcana),
Knowledge (the planes), Move Silently, Profession.




COMING A SHADOWSMITH

Almostinyone can become a shadowsmith under the proper
eircumstances. Rangers, paladins, and clerics are most lilely
1o meet the requirements first, though some rogues follow
this path aswell. Although they could have the proper skills,
* few mystery users or spellcasters pursue this class, since its
casting progression is far slower than their own.

S FEATURES

abilities allow you to create tools and weapons out of

‘Weapon and Armor Proficiency; You are proficient
with simple and martial weapons, with lightarmor, and with
) e'lds (excepr tower shields),

Mysteries Known: You have the abiliry to cast a small
number of mysteries. To cast a mystery, you must have an
Intelligence score of at least 10 - the mystery level, so if you
vean Intelligence of 10.0r lower, you cannot cast mysteries.
~_High ability scores do not provide banus mysteries. Saving
throws againstyour mysteries have a DC of 10 + mystery level
+your Int modifier.

Your selection of mysteries is extremely limjted. You begin
in this class knowing only a single tstlevel mystery, Every
four levels thereafter (at sth and ath), vou gain an additional
| mystery known. As with the shadowcaster class, yotrmay not
skip ahead ina given path. Your mysteries must all be drawn
* from an apprentice path, and you cast them all as arcane
 spells. You can use each mystery you know once perday. You
da not gain fundamentals.

Touch of Shadow (Su); At 1st level, your abiliry to manipu-
late shadow is undeveloped, You cannot yer create actual
items, but you can surround your hands and feet in a layer
of shadow, This ability grants you a bonus on Climb checks
equal to your class level. Further, it distributes your weighr
_more evenly, so you cannot be tracked, Touch of shadow lasts
. ot | minure perclass level and is usable a number of times
per day equal o your class level,

Shroud of Shadow (Su): Starting at 2nd level, you can sur-
‘round your body in a thin layer of shadow. You gain 3 bonus
- on Hide checks and Move Silently checks equal ro vour class
vel. Shroud of shiadow lasts for 1 minute per class level and
~ isusable a number of times per day equal to your class level,
Shadow Crafit (Su): As of 3td level, you can create small
items, such as tools or weapons, from shadow. You need
merely place your hands into any shadow and draw forth the
desired ftem. It cannor possess moving or flexible parts, so
you could not create a crossbow, 4 rope, a flail, or a cabinet.
- You can create nearly any other weapon, simple tool, ar small
m, however.
ou can create one item weighing a number of pounds up
o twice your class level, or two items whose combined weighr
-does nat exceed that limir. Using shadow craft is a standard
n. If the item leaves your possession, it fades away in 1d4
aunds. Otherwise, it lasts for | hour perclass level. Shadow
raft is usable a number of times per day equal ro one-half
class level. Trems created by shadow craft cannor be
oyed as material components or foci in spellcasting. If
ou want to create an item that mimics a specific item you

have seen, you must succeed on a DC 20 Craft cheele of the
appropriate sort (weaponsmithing, for instance),

At 6th level, vou can enhance your crestions. You can
imbue a shadow-crafred weapon or shield with an enhance-
ment bonus equal to your class level minus 5. For instance,
if you are an 8ch-level shadowsmith, you can create a 43
battieaxe. 1f you create two enhanced items at one time (which
becomes possible when you attain 7¢h level), you must divide
the total enhancement bonus berween those items. (For
instance, at §th level, you could create a +1 batfleave and n <2
litrge shicld.)

To succeed at this enhanced crafting. you must make an
appropriate Crafi check for each item (usually weaponsmith-
ing or armersmithing) against a DC ol 20 + the desired
enhancement bonus. If you fail, the item is nenmagical. You
can only have one enhanced shadow-crafted item (or two, if
they were created in the same round) ar a time. 1f you creare
new enhanced items, the old ones immediately become
nonmagical, Atrempring to create an enhanced item (or two,
if so desired) with shadow craft js a full-round action,

Atsth level, you can use shadow craft to creare light armor
for yourself twhich you can give an enhancement bonus ta),
The armor you craft automatically hasthe improved shadow
special ability (DMG 219),

At 9th level, you can quicken your shadow crafting. You
need only a standard action o create enhanced items and
only a swift action to create nonmagical ones.

At 10th level, you can apply the shadow striking ability (see
page 155) o any magic weapon you create through shadow
craft. (If you create two weapons at once, only one can be
shadow striking.) Further, you do not need to crafi the item
on the Plane of Shadow as is normally the case with shadow
striking weapons.

Armor of Shadow (Su): Starting at 4th level, you can rake
a standard action to surround yourselfin hardened shadow.
This ability grants you a +2 deflection bonus to AC. Armor
of shadow lasts for 10 minutes per class level, and is usablea
number of rimes per day equal ro one-half your class level.

At 7th level, the deflection bonus inereases o <4,

At 10th level, you quicken your armor of shadow, activating
itas a swifi action.

Widen Shroud (8u): Starting at 5th level, you can widen
your rouch of shadow ability to include a number of compan-
ions egual to one-half your class level. If they move more than
10 feet from you. the effect ends for them; coming closer to
you again does not testore it, Widen shroud lasts for | minute
perclass level; cach use counts as a daily use of your touch of
shadow ability.

PLAYING A SHADOWSMITH

Youare selfreliant and skillful, a master of crafr and combar.
You da not necessarily devote your life to shadow, instead
seeing iras a tool and a weapon. While you must be at least
somewhat learned to have developed your abilities, you are
maore interested in actions than words.

While the various shadow-based organizationsall welcome
shadowsmiths, Anding their abilities useful and fascinaring,
none permit their kind w advance far in the ranks. Shadow-
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smiths lack the mystical abilities required for advancement
in the Tenebrous Cibal, and they rarely have sufficient power
to force their way into the upper echelons of the Voraries
or the Nighrshade Covenant. Like the shadowblades, they
aften occupy guard and support pesitions, although some
have made names as field operatives and even assassins for
the varions factions.

COMBAT
Shadowsmiths do not have a universal fighting style.
Rather, youare likely ro stick with whatever tacties
served you best in your prior class—front-line
battle for fighters, sneak artacks for rogues, and
so on—supplemented by your new abilities.
The stealth boost provided by your low-level
abilities is particularly useful for rogues and
mobile fighters, while your ability to create
almost any equipment you need means
you can arm yourself as appropriate for
wharever's coming.

ADVANCEMENT
Most shadowsmiths learn from other shad-
owsmiths, either having sought our, or been
approached by, a potental mentor,
Some teach themselves. having re-
searched the secrets of the art. A
rare few develop their abili-
ties spontaneously.

Training in the shadow-
smith'sartisastrangecombination
of lessons and endeavors. While
meditative technigues and mental
exercises are essential 1o the contin-
ued evolution of your mystical abiliries
and mysteries, you must also study o
become an expert artisan in your field. While you spend far
less time poring over old tomes than shadowcasters, prefer-
ring tooccupy forges and workshops; you spend no less time
in long, arduous pracrice.

Advancing shadowsmiths should focus on Strength or
Dexterity—whichever most benefits your preferred com-
bat seyle—but also on Intelligence. Your skills, parricularly
Craft, affect howwell you can rake advantage of yourvarious
abilities. You anly know a few mysteries, and can use each
only once per day, so select those that best complementyour
other abilities.

RESOURCES
You rarely obtain anything from other shadowsmiths except
training. Qrganizations to which you belong mighr offer raw
materials for your standard crafting skills, but will expect
you to create items for them in exchange.

SHADOWSMITHS TN THE WORLD
“Dabblers! They borrow powser they do not understand and treat if
like a simple tool to male even simpler tools. Yet we dare nol disunss

Laziruet, w drow shadawsniith

them, for they are true experts af what they do, and physically?
ntanipulute shadow tn ways even the best of us canmot.”
—Eddas Coradran, Lovd of the First House,

Parliamenr of Shadows

Along with the shadowblade, the shadowsmith allows even
players uninterested in portraying casters to rake advantage of
the material presented in this chapter. While the shadowblade
msa I'IEEI\'V ﬁghrer. hD\\’eVe[. [hL‘ Shadn\vmlth 15 [he Perfecl

choice for lighter warriors, rangers, and rogues. Their
shadow craft ability makes shadowsmiths exceptionally

selFsufficient, and their capacity for stealth is almaost
unequa IEd.

DAILY LIFE
Most shadowsmiths are either warriors for hire,
adventurers, or actual craftsmen with a mystical
bent. While their abilities clearly mark them as
something other than their compatriots, they do
not stand out o the same degree that other mystery
users do. Thus, although shadowsmiths spend
more time in study and practice, their lives &
differ only matginally from those
members of the classes from whicl®
they come.
Few shadowsmiths aspi
to pasitions of authg
~ . ity;asagroup, they arés
= more focused on their
crafting. Those who do’
manage to obtain power
tend to be community ar
military leaders, and rarely
rule more than small villages or
provinces in the name of a greater lord.

NOTABLES
Few shadowsmiths have become famous. These who have
include Hrogar Hgenson, famed warrior and lieurenant on
the coastal raiding vessel Fourth Dragon, and Lozruet, a drow
who uses her abiliries to hunr famous adventurers.

ORGANIZATION
While shadowsmiths rarely rise high in the larger shadoye
focused organizations, they have formed a few of their ows.
Some of these—such as the Guild of Necrurral Efforts, th
largest known—hold a reasonable degree of polirical sway in 3
the cities that house them, 1n these organizations, shadowsmiths:
make up the entirery of the power structure, if nor the whole of
the factionitself. Even the guild. however, is far smallerand less
influential than the organizarions presenred herein.

NPC REAGTIONS A
Most people respond to a shadowsmith as they would to any®
member of her apparent class. If they happen 1o learn of the
shadowsmith's abiliries, their reactions change based o
their view of magic in general, People might be a bir moy
suspicious of a shadowsmith (arritude one caregory worsel




they are of a particularly religious bent, or if they interpret
er manipulation of shadow as 4 sign of evil. In most cases,
owever, the shadowsmith's abilities pass asjustanother form
agic, since they aren'tas overtly strange as thase of other
ow magicians. The exception to this general rule is the
dowsmith who uses hermysteries; as oppased to her other
abilities, regularly and in full view af common folk. Thealien
‘patture of shadow magic makes these shadowsmiths stand our
-more than their more subtle counterparts.

\DOWSMITH LORE

racters with ranks in Knowledge (arcan) can research
owsmirhs to learn more about them. When acharacter
es askillcheck, read orparaphrase the following, includ-
2 the information from lower DCs.

DG 10: Shadowsmiths can create items out of nothingness.
DC 15: As they advance, shadowsmiths can create more
potent items and armor, and can cloak themselves in shadow
1o hide. They also have access o a few mysteries.

DC 20: The items created by a shadowsmith havea limired
]J_ﬁ}span although some last many hours. 1f you can wairone
our ands{nke at the right time, she might be vulnerable.

Aba_rdlrknnwledge check or a Gather Information check
(in a communiry that has a shadowsmith guild) can reveal
the same information as these skill checks, but in each case
the DC is 5 higher than the given value,

HADOWSMITHS IN THE GAME
- Because a shadowsmirh's’combat seyle and general behavior
- doesn't change from her prior class, ir's easy to mistake her

~ for a fighter, 2 rogue, 2 ranger, or the like. Only when she
casts 3 mystery or creates a shadow-crafted item does her true
‘nature become apparent; thus, PCsmighr have encountered
 shadowsmiths without realizing ir. Alrernatively, only a
‘particular race or community in a given campaign mighe
have discovered these abilities.

Given the adaptable nature of the prestige class, players

- who were largely happy with their characters' previous
classes, but wanted an unusual rwist, should be happy with
the shadowsmith. lts abilities can enhance both martial and
- Stelth-related characters, augmenting them withour altering

ithem so greatly that theirinherent nature changes,

DAPTATION

The DM can easily change the shadowsmith into a class thar
manipulates essences or substances other than darkness.
Champions of Pelor, for instance, might form items out of
light, and apply the ghost touch or disruprion special abilities
rather than shadow striking. A characrer might form wols
from smoke, or fire, or even farce.

PLE ENCOUNTER

most effective means of introducing the PCs o a shad-
mith is to make them think they're facing an ordinary
er of a standard adventuring class. Only alter seeing
action do they realize they're up against something
ore esoteric.

.

EL 14: During a batle with invaders of her city, Lozruet
was magically transported to the Plane of Shadow. There she
met and made an alliance with members of the Nightshade
Covenant, learning the ways of the shadowsmith from them,
Lozruet acts as an assassin for the Nightshade Covenantand
for her own benefit. The PCs might come into confliet with
her as she completes a mission on the Marerial Plane; or
she might seek them our if they make enemies among the
Nightshaders.

LozRUET
Female drow fighter 6/shadowsmith 7
NE Medium humanoid (elf)
Init +6; Senses darkvision 120 fi.; Listen +2, Spot +5
Languages Abyssal, Common, Drow Sign Language, Elven,
Undercommon

CR14

AC 25, touch 16, flat-footed 19

hp 77 (13 HD)

Immune sleep

Resist +2 on saves against enchantments; SR 24

Fort +9, Ref +14, Will +5 (+7 against spells and spell-like
abilities)

Weakness light blindness

Speed 30 ft. (6 squares)

Melee +1 frost rapier +21/416/+11 (1d6+4/15-20 plus 1d6
cold)

Ranged +2 compuosite longbow (shadow- crafted)
+21[16/+17 (1d8-+4/23)

Base Atk +13; Grp +15

Atk Options Combat Expertise, poison, Spring Attack,
Whirlwind Attack

Special Actions armor of shadow (3/day, +4 deflection
bonus far 70 minutes), shadow craft (3/day, +2 weapon
for 7 hours with DC 22 Craft (weaponsmithing) check),
shroud of shadow (7/day, +7 an Hide and Mave silently
checks for 7-minutes), touch of shadow (7/day, +7 on
Climb checks and can't be tracked for 7 minutes)

Combat Gear 2 doses of drow knockout poison (Fart
DC 13, unconsciousness/unconsciousness for 2d4
hours), potion of barkskin (+3)

Mysteries Known (CL 7th, 15% arcane spell failure chance):
Apprentice path
Ist—carpet of shadow (spell, 1/day), dusk and dawn

(spell, 1/day)

Spell-Like Abilities (CL 13th):

1/day—dancing lights, darkness, foerie fire

Abilities Str 15, Dex 22, Con 12, Int 14, Wis 10, Cha 10

SQ widen shroud (use counts as use of shroud of shadow:
grant shroud of shadow benefit to up to 3 others within
10 feet for 7 minutes)

Feats Combat Expertise, Dadge, Improved Critical (rapier),
Mobility, Spring Attack, Weapon Finesse, Weapon
Focus (rapier), Weapon Specialization (rapier),
Whirlwind Attack

skills Appraise +2 {+4 weapons), Climb +14, Concentration
+12, Craft (weaponsmithing) +15, Hide +22, Jump +8,
Knowledge (arcana) +5, Knowledge (the planes) +5,
Listen +2, Mave Silently +22, Search +4, Spot +5

Possessions combat gear plus +1 frost rapier, +2 composite
longhbaw (+2 Str bonus, crafted as needed) with 20
arcows, +2 mithral shirt, +2 small light shield, gloves of
Dexterity +4, cloak of resistance +1




SHADOW MAGIC FEATS

Mystery users have developed numerous feats, building on
their dark powers. While some of these feats are useful only
to mystery users, others are appropriate for other classes
as well

EMPOWER MYSTERY [METASHADOW]
You cah cast mysteries to greatereffect.

Prerequisites: Any metashadow fear.

Benefit: Once per day, you can apply the effect of the
Empower Spell feat to any mystery you cast. All variable,
numeric effects of an empowered mystery increase by one-
half,

Casting an empowered mystery is a fullvound action.

Special: You can take this fear multiple times.

ENLARGE MYSTERY [METASHADOW)
You can cast mysteries farther than normal.

Benefit: Once per day, you can alter a mystery with dange
of close, medium, or long 1o increase its range by 100%. This
functions in most respects as the Enlarge Spell fear.

Special: You can take this fear multiple times.

EXTEND MYSTERY [METASHADOW]
You can cast mysteries that last longer than normal.
Benefit: Once per day, you can apply the effect of the
Extend Mystery feat ro any mystery you cast. An extended
mystery lasts twice as long as normal.
Castingan extended mystery is a fullround acrion.
Special: You can take this fear multiple times,

FAVORED MYSTERY
The mystery you choose becomes easier ro cast.

Prerequisite: Ability to cast mysteries.

Benefit: Choose a mystery you knosw, You cast thar mysrery
as a supernatural ability instead of a spell-like abiliry, or asa
spelHike ability instead ofas a spell. If you choose a mystery
thar you cast as a supernatural ability, or if you later gain
the abiliry to cast thar mystéry as a supernatural ability, you

METASHADOW FEATS

Just as other casters enhance their spells through metamagic,
so mystery users can manipulate their castings with mets-
shadow feats. While metamagic feats increase the casting
time of a spell to a full round when attached ta spontaneously
cast spells, this is not always the case with metashadow feats.
Metashadow feats function identically to metamagic feats in
all ways not specifically contradicted herein,

A metashadow feat improves a mystery regardless of
whether it is cast as a spell, activated as a spell-like ability, or
used as a supernatural ability. The exception to this rule is Still
Mystery, which only affects a mystery cast as a spell.

gain an extra use of that mystery per day. This fear does nof
otherwise increase the number of times per day that you can |
cast the chosen mystery.

Special: You can take this feat multiple times. When you
take the fear again, you can choose to affect the same mystery
or 4 different one,

GREATER PATH FOCUS

Choose a path of shadow magic to which you have already
applied the Pach Focus fear. Your mysteries,of that path are
NOW even more polent.
Prerequisite: Path Focus.
Benefit: You function at +1 caster level when casting
mysteries of the path you selecr. Additionally, add +1 to the
Difficulty Class of all saving throws against mysteries from
that path, These bonuses stack with those granted by Path
Focus, =
Special: You can gain this fear mulriple times. lts effects
do not stack. Each rime you take the fear, it applies 1o a new
path to which you have applied the Path Focus feat.

LINE OF SHADOW [METASHADOW]
You can cast a mystery without line of sight or line of effece
to the rarger. j

Prerequisite: Any two metashadow feats.

Benefir: Once per day, vou can apply this feat to a myste
which enables it to affect a target even if you do not curren
have line of sight or line of effect, The rarget must still
within the spell's maximum range. and you must have hi
line of sight and line of effect within a number of rounds
equal to your [ntelligence modifier. The target gainsa bonus
on his save, if any, equal to the number of rounds since you ¥
had line of sight or effect. You cannot apply this feat to any
mystery that requires a touch or ranged touchss b

Casting 3 mystery with Line of Shadow is a'full-zound

action, 2
Normal: You must have line of effect or line of sight to

rarget a creatute orobject with a mystery or spell.
Special: You can take this feat up to four times. To take ita

second time, you must have five metashadow feats. To take it

a third time, you must have eight metashadow feats. To take, 12

it a fourth time, you must have eleven metashadow feats.

[METASHADOW]

You can cast mysteries to maximum effect.
Prerequisite: Any two metashadow feats. A
Benefit: Once per day, all variable, numeric effects of a

mystery modified by this feat are maximized. This functions

in most respects as the Maximize Spell fear.
Casting 2 maximized mystery is a full-round action.
Special: You can take this feat up to four times. To take
ira second time, you must have five merashadow feats. Ta

To take it a fourth time, you must have eleven metashado
feats.




with the darkness descriptor

at u(us

Wis 15, ab ity to cast
tive or truth revealed

ﬂy two metashadow feats

An three metashadow feats

~ You gain extra power at night

Additional
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A shadowcaster can select this feat as one of his path-based bonus feats.
) You can gain this feat multiple times, but its effects do not stack. Each time you take the feat, apply it to a.new path

3 You can gain this feat multiple times, Its effects stack.

OCTURNAL CASTER
You are empowered by darkness, making your abilities
stronger at night.
Prerequisite: Ability to cast mysteries or a spell with the
ness descriptor.
Benefit: Choose one path of mysteries or school of magic ro
“which you have access. At night, the save DC of all associated
_ mysteries or spells increases by +1. This bonus stacks with
similar bonuses, such those from the Path Focus or Spell
feats,
Tkn: ambient light is irrelevant, nor does it matier if you
can see the sky. Only the actual time of day matters.
Special: You can gain this feat multiple times, but its effects
ot stack. Each time you take the feat, it applies to a new
school or parh.

TH FOCUS

- Choose a path of shadow magic, such as Touch of Twilight.

& Your m‘j'stcn@ﬁfﬂmt path are more potent than normal.
Benefit: function at +1 caster level when casting
es of this path. Additionally, add +1 to the DC afall

throws agninst mysteries from this path.

Special: You can gain rhis feat multiple times. Is effecrs
not stack. Each time you take the feat, it applics to 2 new

N

QUICKEN MYSTERY [METASHADOW]
You can cast a mystery with a moment's thought.

Prerequisite: Any three metashadow feats.

Benefit: Once per day, you can cast a mystery as a swift
action: This feat functions in most respects as the Quiclken
Spell feat,

Special: Yoii can take this featup to three times. To take it
second time, you must have seven metashadow feats. To take
ita third time, you must have eleven merashadow feats.

REAGH MYSTERY [METASHADOW]
You can cast touch-range mysteries withour touching the
target.

Prerequisite: Any metashadow fear.

Benefit: Once per day, youcan cast a mystery thatnormally
hasa range of touch ar any targer within 30 feer. The mystery
elfectively becomes a ray, so you must succeed on a ranged
touch attack to bestow the mystery upon the recipient.

Special: You can take this feat multiple rimes.

SHADOW CAST

Your shadow shimmers as you cast a spell and you seem to
cast your mysteries from elsewhere.

Prerequisite: Concentrarion 5 tanks, shadowcaster level
1st.

Benefit: Designate a square adjacent to you. If no one
threatens that square, you do not provoke an attack of oppor-
tunity when you cast a spell or use a spell-like ability.




SHADOW FAMILIAR

Noctumancers developed this feat in order to gain a mystizal
companion.

Prerequisite: Shadowcaster level 3rd.

Benefit: You can obtain a familiar in the same manneras
a sarcerer or wizard, but it possesses the dark template. As
with a sotcereror wizard, obtaining a familiar takes 24 hours
and uses tip magic materials worth 100 gp.

For the purpose of determining Familiar abilities that
depend on your arcane caster level, your levels in all classes
that allow you ro cast mysteries or arcane spells stack,

Special: 1§ you gain access to an alternative familiar, such
as through the Improved Familiar feat, italso gains the dark
template

SHADOW REFLECTION

Your shadow flickers and moves in an aggressive, inde-
pendent manner, enabling you to avoid some attacks of
opportunity.

Prerequisites: Shadowcaster level 3rd, ability to cast the
dancing shadows or the clinging darkness mystery.

Benefit: A foe thar makes an anack of opportunity against
yout has a 50% miss chance.

Special: Opponents thag do not rely on sight ignore the
miss chance.

SHADOW VISION

Your senses grow so artuned with shadow thar you gain a
limited ability to see in natural and magical darkness.

Prerequisites: Wis 15, ability o cast the bend perspective
ar truth revealed mystery.

Benefit: A= long as you are in shadowy illumination or
darkness, you can take a move action fo sense the number
of creatures within 20 feer thar are also within shadowy
illumination or darkness and the direction o each one. You
cannat pinpoint the location of any creature with this feat

STILL MYSTERY [METASHADOW]
You can cast mysteries without gestures,

Benefit: A stilled mystery can be cast with no somatic
components. This also prevents your shadow from making
gestures that differ from your own during casting. Because
mysteries activated as spell-like and supernatural abilities
have no somatic components, this fear is useful only with
mysteries cast s arcane spells,

UNSEEN ARROW
Develaped by shadowblades, this feat allows a member of
thar class 1o apply his unseen weapon abilities 1o thrown or
projectile weapons.

Prerequisite: Unseen weapan class feature.

Benefit: You can apply the unseen weapon class feature,
and all its abilities, to a thrown or missile weapon, H you use
the far shadow ability (see page 130] with a ranged weapan,
It adds 30 feet to the distance the weapon ean travel before
you take the first range increment penalty.

MYSTERIES AND PATHS

Mysreries are formed out of power drawn from the Plane o

Shadow and channeled through a caster’s body and soul.
All mysterieshave a level, which is used 1o determine save.

DCs. Mys(eries are divided i into areas oFstud:, :ai.led paths

master, and each path has thrve steps of increasing powe
Thus, the nine levels of mysteries divide equally into th
paths: 15t 2nd- and 3rd-level mysteries form the apprentic
paths, 4th-, 5th-, and sth-level mysteries the initiate paths,
and 7the, Sth-, and 9th-level mysteries the master paths.

Mysteries function as spells, spell-like abilities, or super
natural abilities, depending on the caregory of the path and
the knowledge of the mystery user. All mysteries have the®
following characteristics, unless otherwise noted inna specifie:
description.

Can be east once per day if functioning as an arcane spell]
two times per day if functioning as a spell-like abilitys
and three times per day if funcrioning as 2 supernaturil
ability.
Can be dismissed ar will by the mystery user if it has g
duration longer than instantaneous.

Functions in darkness or any sort of ambient light, eve
the mystery describes the mystery user manipulating:
or the subject’s shadow: The mystery user's connection
the Plane of Shadow is so strong that he can manipulat
u subject’s "spiritual shadow” even where shadows canna
normally exist. ’
Requires a standard acrion to cast.
Requires somatic components if cast as an arcane apu.ll. b
1s subject 1o the same stacking rules as spells.
Does not easily interact with spells, Any atrempt 1o useé
mystery (such as shadoiws fade) o dispel a spell, or to us
spell (such as dispel magic) 1 dispel a mystery, takes a—4 5
penalty.
Can be identified with a Spelleraft check, bur requires
a different understanding of that skill. A mystery user
with no levels ina spellcasting class takes a — penalyy an.
Spellcraft checks made to identity spells, A spellcaster
with no levelsin a mystery-using class takes a —4 penalty' §
on Spellerafi checks made ro identify mysteries.
Cannaot benefit from fears thar enhance spells, such a
metamagic fears, Ability Focus, or Empower Spell-Like Abil®
ity. Instead, mysteries benefit from metashadow feats

DETECTING MYSTERIES
Shadow magic, though subtle, is an alien thing, and people
who are learned in the occultcan often detecr its use, When:
a mystery user casts a mystery as an arcane spell, his shadow
makes gestures different from the ones he performs. Any:
observer can norice this bit of addness with a successiul 8
DC 15 Spat check.

Similarly, any image, item, or creature created or conjure
through mysteries is touched by shadow. Some are darken
than normal, as if half-obscured by shade; others, particy
larly living creatures, might be pallid or unusually gaun




Minor details strike viewers as wrong, Colors seem dulland
appearance more average, muting extremes of either beauty
brugliness. Dangerous aspects of creatures or items appear
‘enhanced—a normally innocuous animal has a feral airand
more vicious claws and teeth, a rose bush is darker in hue,
mhtly shriveled, and has excessive thorns,

Once an observer has either seen a character’s shadow
imaving independently, or has observed the rouch of shadow
inan image or item, she can artempt a DC 15 Knowledge
(azcana) or Knowledge (the planes) check, ora DC 25 bardic
vledge or Knowledge (religion) check, Successidentifies
‘the mystery user for what he is or the itent or creature as
ething rainted by the Plane of Shadow.

though it is difficult, mysteries might be revealed as
¥ by spells such as detect magie, Mysteries register as
be].ongmg to the school of magic whose effects they most
closely resemble,

MYSTERY DESCRIPTIONS

Mysteries descriptions include many of the elements of
spell descriprions (discussed in Chapter 10 of the Players
Handbook). Other parts of the standard mystery format ure
~mew or altered, and are covered below.

PATH CATEGORY, PATH NAME

On the line below the mystery's name, the mystery's path
 category (apprentice, initiate, or master] and path name
are presented, 1F a mystery is a fundamental, only the word
“Fundamental” appears on this line.

'LEVEL/SCHOOL

- This line gives the mystery’s level, school, subschuol, or

descriptor. Creatures thar have immunities, vulnerabilities,
“orspecial honuses against a particular school, subschool, or

L descriptor of a spell have the same characteristics against a

~ mystery of that school, subschool, or deseripror,

PRLS. SPEL
AND SUPRRNATURAL ABILITIES

hadowcasters begin weaving their mysteries as spells, then
levelap them into spell-like abilities, and finally master them
* as supernatural abllities. These different kinds of effects have

some, but not all, characteristics in common,
- Spell-Like Abilities: Spell-like abilities are magical and work
t like spells (although they are not spells and so have no
al, somatic; material, focus, or XP components). They do
function in an antimagic fleld and are subject to spell resis-
' i'rce if the spell the ability resembles or duplicates would be
. .U;ect to spell resistance.

Ising a spell-like ability is a standard action unless otherwise

ed, and doing so while threatened provokes attacks of op-
nity. It is possible to make 2 Concentration check to use
e ability defensively and avoid provoking an attack of
ortunity, just as when casting a spell. A spell-like ability can
ipted just as a spell can be, Spell-like abilities cannot be
o counterspell, nor can they be counterspelled.

DESCRIPTIVE PASSAGES
This part of the description provides hints about whar
the mystery looks, sounds, or feels like when it is cast or
serivated. The text here describes the mystery from the
caster’s or user’s view, These descriptive passages are not
hinding rules. A grand gesture mentioned in 3 mystery’s
descriptive passage (representing the somatic component
is unnecessary if a mystery user activates the mystery as a
supernatural orspell-like ability. Bven though a descriprive
passage speaks of casting a mystery on another creature, it
might be possible to cast the mystery in another manner
(such as on the mystery user hersell}, depending on the
mystery’s target entry and the rules for spellcasting in the
Player's Hundbook

SPELL RESISTANCE
Apprentice mysteries cast as supernatural abilities are nor
subject to spell resistance, regardless of what might appear
an the spell resistance line of a mystery description.

FUNDAMENTAL MYSTERIES

Arrow of Dusk: Ray deals 2d4 nonlethal, <3 eric

Black Candle: As the spell darknessor light.

Caul of Shadow: Shadows grant deflection bonus to AC.

Liquid Night: Create ink by manifesting surwundmn
shadows.

Mystic Reflections: As the spell dvlect magic,

Shadow Hood: Subject takes -1 penalty on artack rollsand
Dexterity-based checks.

Sight Obscured: 15 bonus on Hide, Sleight of Hand, or
other checks to conceal your movements, actions, or
presence.

Umbral Hand: As the spell mage hand. but can affect
heavier objecrs and magic irems.

Widened Eyes: Gain low-light vision.

Supernatural: Supernatural abilities are magical and do
not function in an antimagic field but are not subject ta spell
resistance, Supernatural abilities cannot be dispelled or coun-
terspelled, or used to counterspell. Using a supernatural ability
is @ standard action unless otherwise noted. Superratural abili-
ties might have a use limit or be usable at will, just like spell-like
abilities. However, supernatural abilities do not pravoke attacks
of apportunity and never require Concentration checks.

The table below expands upon and supersedes Table 8-1 on
page 290 of the Dungeon Master's Guide. Calumn A refers to
spells, column B to spell-like abilities, and column C ta super-
natural abllities.




APPRENTICE PATH MYSTERIES
CLOAK OF SHADOWS

1 Steel Shadows: Gain 13 armor bonus and +3 shield bonus

1w AC.
2 Sight Eclipsed: Hide even when observed.

3 Sharp Shadows: Foes striking you take piercing

damage,

DARK TERRAIN

1 Carpet of Shadow: Transform the ground into shadow-

stuff, impeding movement.

2 Black Fire: Create fire in several squares that deals cold

damage.
3 Clinging Datkness: Root foes in place.

EBON WHISPERS

1 Voice of Shadow: Asthe spell command, buralso alfecting

intelligent undead and constructs.

2 Congress of Shadows: Hold rwo-way conversation at 4

distance.

3 Flicker: Flash through several locations via conduits of

shadow.
EYES OF DARKNESS

1 Bend Perspective: Change pointof view, as though you

were standing elsewhere.

2 Piercing Sight: Gain darkvision 60 ft. and see invisible

Creatures,
3 Killing Shadows: Gaze attack that deals damage

SHUTTERS AND CLOUDS
1 Dusk and Dawn: Create an area of shadowy illumina-
tion.

2 Shadow Skin: Thicken your flesh with the power of

shadow.
3 Dancing Shadows: Make subjects harder to hir,

TOUCH OF TWILIGHT
1 Life Fades: Deal nonlethal damage and cause farigue.
2 Flesh Fails: Deal minor ability damage.
3 Umbral Touch: Deal damage and slow wirh a touch.

nrnalh. Adh be .

NEW CONDITION: IMMOBILIZED

Several mysteries impose a condition not described in the
Player’s Handbook or the Dungeon Master's Guide: immobi-
lized. An immobilized creature can attack and cast spells nor-
mally, but itcannot move from the square or squares that itis
in. This condition does not prevent a creature from defending
{tself, nor does it cause a creature to lose its Dexterity bonus
to Armor Class. Flying creatures that become Immobilized
in mid-flight can control their descent so that they do not
take falling damage, but they are incapable of moving from
their current square as long as the effect ends and automati-
cally descend at a rate of 20 feet per round. Flying creatures
with the ability to hover can maintain their initial altitude i
they choose.

—_————er~ b, W e~

UMBRAL MIND
1 Mesmerizing Shade: Daze subject for | round or cause
—1 penalry on arrack rolls, checks, saves,

2 Thoughts of Shadow: Briefly enhance mental abili:
ties. ]

3 Afraid of the Dark: Create a shadowy reflection of the.
subject that deals ability damage.

INITIATE PATH MYSTERIES

BLACK MAGIC

4 Warp Spell: Steal the energy of another caster's mystery
orspell.

5 Echo Spell: Repeara mystery or spell castin the previous

round.

6 Flood of Shadow: Casting in area is difficult; shadow

mysteries and spells are empowered,

BODY AND SOUL
4 Bolster: Grant subject temporary hit points.
5 Languor: Shadows weigh subjects down.
6 Shadow Investiture; Grant subject cold resistance 15,
evasion, and ability o see in darkness,

DARK REFLECTIONS
4 Shadow Evocation: Mimic evocation below 5th level
bur only 20% real
5 Feign Life: Animate objects and give them concea
ment. L
& Shadow Evocation, Greater: Mimic evocation belaw
7th level, but only 60% real.

EBON ROADS

4 Step into Shadow: Shorrrange rravel through shadow.

§ Pass into Shadow: As the spell plane shifl, bur mus
involve the Plane of Shadow.

& Voyage into Shadow: As the spell shadow walk, bur

taster.

ELEMENTAL SHADOWS
4 Aura of Shade: Subject is prorected from cold and deals:
cold damage with atracks. v
5 Dark Air or Water: As the spell confrol winds or control
waler. s
& Shadow Storm; Arcs of cold and elecrricity strike mul®
tiple targers.

UNBINDING SHADE
4 Shadows Fade: As the spell dispel magic.
5 Unravel Dweomer: As the spell break enchantment. =
& Shadows Fade, Greater: As the spell greater dispel magic. ;

VEIL OF SHADOWS

4 Shadow Vision: Subject takes penalties on most actiong |

and has 50% miss chance. B

5 Curtain of Shadows: Block line of sight and deal cold:
damage.

6 Unveil: Remove many adverse conditions.




ASTER PATHS

'BREATH OF TWILIGHT

7 Life Fades, Greater: As the mystery life fades, bur more
potent and affecting more subjects.

8 Flesh Fails, Greater: As the mystery flesh fails, but more
puotent and affecting more subjeets.

9 Ephemeral Storm: Targets must save or die, success
results in 5dé damage.

'DARK METAMORPHOSIS

7 Ephemeral Image: Create a shadow duplicate through
which you can cast vour magic.

8 Umbral Body: Transform inta an incorporeal being of
. shadow.

§"Shadow Time: Act freely for 3 rounds,

BON WALLS
-7 Prison of Night: Entrap subject inn
__ shadow prison.

8 Tomb of Night: Prison of shadaw
drains levels from subject inside.

9 Consume Essence: Slay creature
‘and instantly reanimate it asa dark
creature under your control.

"EYES OF THE
NIGHT SKY

7 Truth Revealed: Asthespell
frue seeing, with addicional,
but possibly misleading,
infarmation.

8 Far Sight: As the
spell preaterserying in
conjunction with the
mystery truth revealed.

9 Reflections of Things
to Come; Gain limited
insight into the furure.

'HEART AND SOUL

- 7 Dark Soul: Compel a subject ta

artack a target of your choice:

8 Soul Puppet: As the spell dominate monster.
9 Shadow Surge: As thespell dominale monster, buraftecrs
multiple targers for | round.

. SHADOW CALLING

7 Summon Umbral Servant: Summon shadow elementals
[0 serve you,

8 Shadow Plague: A cloud of shadow energy deals 4d6 cold
damage/round,

5 Army of Shadow: Summon shadow elementals to serve
you,

Apprentice, Umbral Mind
Level/School: 3rd/Illusion (Mind-Affecting, Shadow)

5
"
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ARMY OF SHADOW

Afraid of the dark brings forth a shadowy duplicare
that attacks yoar enemy’s will

ARROW OF DUSK

Range: Medium (100 i+ 10 fi./level)
Target: One living creature
Duration: [nstantaneous

Saving Throw: Will half

Spell Resistance: Yes

Ashadowy tmage of your foe appears before him and reaches out to
clich him before vanishing.

You draw forth @ twisted reflection of your foe from the
Plane of Shadow. The image unerringly touches the subject,
causing Wisdom damage equal to 1d6 points +1 point per
four caster levels (maximum +5), A Will saving throw halves
the Wisdom damage.

Master, Shadow Calling
Level/School: 9th/Conjuration
(Summoning)

Range: Close (25 ft. 4 5 fr./2 levels)

Effect: One or more summoned
crearures, ho two of which are

more than 30 ft.apart

Duration: | minure/

level (D)
Saving Throw: None
Spell Resistance: No

Reality seems to kear open,
revealing a davk vifl. From
the blackness, o shadow
elemental emevges. The fivst
of many, it 15 ready la serve.

This mystery functions

like the spell summon

monster [, except as noted

here. You can summon
one elder, rwo greater, four
Huge, or eight Large shadow
elementals.

Fundamental
Level/School: 1st/Evocation
Range: Medium (100 ft. + 10 ft./level)

Effect: Ray =
Duration: Instantaneous s
Saving Throw: None L3
o
Spell Resistance: No =
A bolt of shadow springs from your hand, draming vitalitywhere 3
ES
£

You mustsucceed on a ranged rotich attack to deal 2d4 poines
of nonlethal damage to the target. 1f you score a critical hit,
triple the damage.




AURA OF SHADE
Initiate, Elemental Shadows
Level/School: 4th/Abjuration [Cold|
Range: Touch
Target: Creature touched
Duration: { round/level (D}
Saving Throw: Will negates (harmless)
Spell Resistance: Yes  harmless)

The envivanment grows inmediately nore comfortuble as you
survound yourself with an wnie of protective shadow.

You protect the subject from low remperatures and cold
energy with a thin layer of that energy’s shadowy reflec
tion. This grants the subject immunity to normal extremes
of temperature and absorbs cold damage from artacks and
effects, When an aura of shade absorbs a toral of 12 points of
cold damage percaster level (maximum 120), it expires.

For as long as the aura is acrive, the subject’s weapan or
natural weapon melee ttacks deal an extra 1dé points of
cold damage.

BEND PERSPECTIVE
Apprentice, Eyes of Darkness
Level/School: Lst/Divination (Scrying)
Range: Personal
Target: You
Duration: 1 minute/level (D)

You send youir vision through shadaws and mto planar veflections,
altering your pomntof view.

You view the world as though you were standing in a differ
entspot, up 1oa maximim distance of 25 feet plug 5 feer per
two caster levels. You cannot see through salid objecrs. You
can, however, look around corners or over barriers, obrain
a bird's-eye view of your area, and the like. Essentially, you
shift your perspective as though you were located arany spot
in range to which you have line of effect.

You can switch hack and forth berween your own eyes
and your alternate view point as a swift action. You can move
youralternate petspective, as in the spell arcane ey, s spead
is only 10 feet per round, however, and every round of such
movement decreases the mystery's durarion by 1 minute (if
you move the perspective in the last minute of the duration,
you gain a few seconds of vision ar the new position befere
the effect expires).

BLACK CANDLE
Fundamental
Level/School: tst/Evocation [Light or Darkness)
Range: Touch
Target: Object touched
Duration: 1 round level (1)
Saving Throw: None
Spell Resistance: No

Vou draw on extraplanar shadow or banish existing shadows lo 5
let inthe Light.

This mystery functions like the spell light or the spell darkess,
Only one of these rvo effects is possible per use, and vou muse
decide which effect is desired when casting,

BLACK FIRE
Apprentice, Dark Terrain
Level/School: 2nd/Evecarion [Cold]
Range: Close (25 [r.+ 5 [1./2 levels)
Area: One 5-f1. square/level (8)
Duration: | round/level (D)
Saving Throw: Reflex negates: see text
Spell Resistance: Yes

You open a condwt fo the Phane of Shadow, drawing ils elements
inte the world and igniting a Black fire o0 the grosd.

You create i shapeable shadowy currain of black flame tha
covers the affected squares. The fire deals 1dé points of cols
damage per two caster levels 1o any crearure standing in‘as
affected square at the beginning of each of your rurns wneil
the effect ends. In addition, the flame deals damage 1o a
crearure entering or passing through an affected square. Blael
fire burns only a few feet 1all, s a creature can avoid the effeer
of the mystery by jumping or flying over the area.

BOLSTER

Initiate, Body and Soul

Level/School: 4th/Transmutation

Range: Touch

Target: Creature touched

Duration: 10 minutes/level or until discharged (D)
Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

By linking the creature touched and the Plane of Shadow, you
temporarily trade some of ifs rails for more polent ones belonging:
1o eveatioves of that shady realm.

You grant the subject 5 temporary hit points for each of irs.
Hit Dice (maximum 75}, For the duration of the effect, the
subject’s shadow grows Jarger than narmal; and its movements’
arevervslightly uncoordinated with those of the subject. An &
observer can natice this chavacteristic by making a DC 207
Spot check.

CARPET OF SHADOW
Apprentice, Dark Terrain
Level/School: {st/Caonjuration (Creation)
Range: Close (25 ft.+ 5 fr./2 levels)

Area: One 5-f1. square/level (S)
Duration: 1 minute/level (D)
Saving Throw: None

Spell Resistance: No




'Itfttgmund berories raigh and hazardous, the real floor superim-
unmi with irregulay tevraim of the lane of Shadow:

'ﬂm cloak the ground with an uneven and hard to traverse
ce. The terrain becomes difficult, meaning that each
ot square within the area costs double ro move into. For
ance, each light undergrowth square (normally costing
uares u[mmremem fo move inlo) NoW Costs 4 squarl.-s of
MR e e o portion of Re cime areq) while
first casting is still active, the second casting does not
sen the tetfain further (although it would extend the
tion of the effect on that area).

Durntmn 1 minute/level (D)

Asﬁfﬁlng. whirling field of semisolid shadows and tiny vifts in the
Air yises um@md yott.

Gaul of shadow faintly darkens your form, but does not provide
ny bonuses on Hide checks or similar efforts: You gain a +1
deflecrion bonus to AC, with an additional +1 for every six
caster levels (maximum honus +4).

INGING DARKNESS

pprentice, Dark Terrain

Level/School: 3rd/Conjuration (Creation)
Range: Close (25 fr. + 5 ft./2 levels)

~ Area: 20-ft-radius emanation (1)

Duration: 1 minute/level

‘Saving Throw: Reflex negates: see text

Spell Resistance: Yes

‘ Shadow cozes out of the floors, the walls, even the air, filling the
ctrm with wisps of writhing blackness. Creatures within the area
o coated i these clinging shadows.

JAny ereature within the area affected by this mystery, or

become immobilized (see page 140},

Each round on its furn, an immobilized subject can
artempr @ new saving throw to end the condition. Because
afthe sub]ectscnudmnn. this save is g fullround acrion (but
not provoke attacks of opporruniry}. 1fan immabilized
ot succeeds on its save, it still needs 1o save again o1 the
of its next furn in order to avoid succumbing o the

entice, Ebon Whispers
1/School: 2nd/Divinarion [Mind-Affecting|
nge: 1 mile/level

Target: One living creature whose exact location is known to
you, or one living creature you know well whose approxi-
mate location (within 100 ft.} is known to you

Duration: Instantaneous

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

You lool: toward your shadow and speak a fer words knewing that
some distance away, a subject ficars them and might veply.

You speals; and your words appear in the mind of a distant
creature, The message can consist of up to five words, plus
one additional word per caster level. It cannot deliver
command wards for magic items, or in any other respect
function as anyrhing bur normal speech. 1f the subject is
where you believe it to be, the message is delivered. The
subject recognizes the identity of the sender of the message
ifit knows you. The creature can then reply, using the same
number of words that you used. The message cannot cross
planar boundaries.

CONSUME ESSENCE
Master, Ebon Walls
Level/School: 9th/Necromancy [Death]
Range: Touch
Target: One living creature <
Duration: Instantaneous, then 1 round/level (1D); see rext
Saying Throw: Will negates
Spell Resistance: Yes

You veach out and peel the subject’s shadow away, then wrap il
mside your own.

The targer of this horrid mystery must succeed on a Will
saving throw or die. IFthe creature succumbs to the mystery
and dies, it immediately returns to life, gains the dark creature
template, and is under your control. The creature remains in
this state for 1 round per level, and then dies again.

CURTAIN OF SHADOWS
Initiate, Veil of Shadows
Level/School: sth/Transmutation
Range: Close (25 ft. + 5 {1./2 levels)
Effect: Shadowy wall whose area is up to one 10-ft. square/
level (8)
Duration: | minute/level (D)
Saving Throw: None
Spell Resistance: No

You create a wall of frigid shadaw that blocks vision and wracks
all wha pass through it with cold. :

You create a wall of shadow thar completely blocks line of
sight. Any creature passing through the wall takes 1d6 points
of cold damage per caster level (maximum 15d6),
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Apprentice, Shutters and Clonds
Level/Scheol: 3rd/1llusion (Glamer)
Range; Touch

Target: One credture/S levels
Duration: 1 round/level (D)

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

You v the shadows around yourselfor otler subjects, where they
waver and shift, pavtially obscuring form.

You grant subjects concealment. If you cast this mystery ona
single subjecr, the shadows are thicker, and the subjectgains
total concealment. The spell see imusibility and the mystery
piercing sight do not negate these miss chances, bui the spell
true seeing and the mystery truth revealed do.

DARK AIR OR WATER

Initiate, Elemental Shadows
Level/School: 5thy/ Transmutation [Air or Water]

Reaching out with your nund to the davkenessattached to your sonl,
you irtfuse nature with shadow and conpel it to do your will

This mystery functions like the spell control swater or con-
trol winds. You decide which version to use at the time of
casting

By casting consume essence, Thanielle sucks the Iife out of ber for

DANCING SHADOWS

DARK SOUL
Master, Heart and Soul
Level/School: 7th/Enchantment (Compulsion) [Mind<

Affecting]
Range: Personal
Target: You f
Duration: 1 round/level
Saving Throw: Will negates; see text
Spell Resistance: Yes; see text

You open the subject’s mind (o the Plane of Shadow, altering ils

personality.

You turn the dark energies from the Plane of Shadow upon
another creature, compelling it to act in ways that it normall
would not. While this effec ve, vou can use 1 standard
action 1o focus the shadow energies on one living creature
within 30 feet thar you selece. The creature must sueceed ong
Will saving rthrow (DC 17 + your Cha medifier) or immediarely =
make a melee nttack against one target within its reach.

DUSK AND DAWN
Apprentice, Shutters and Clouds
Level/School: 1s1/Evocation
Range: Close (25 ft. + § fr./2 levels)
Area: 20-ft-radius emanation centered on a point in space
Duration: 10 minutes/level (D} |
Saving Throw: None
Spell Resistance: No




Bydrawing shade from the Playie of Shadow, or banishing the shad-
back to it, you comtrol the level of illumination in the area,

make a dark area lighteror a light avea darker, blanketing
ithe affected area in shadowy illumination. Creatures with
\darkvision can see through this area normally.

O SPELL
Initiate, Black Magic
el/School: 5th/Universal
Close (25 ft. + 5 fr./2 levels)
fect: Repeata previously cast spell or mystery
Juration: See text
ing Throw: See text
pell Resistance: See text

Even as you recoil from your enemy's spell, you reach into the
Plane of Shadow and draw forth the spivitual reflection of that
—spell, With a grin, you manifest it in the physical world and hurl
it back at him.

wiecho’ a mystery or spell cast by anyene other than
yourself, causing it to remanifestunder your contrel. Both the

d the entire casting must have occurred in the previous
 totnd, You choose the mystery or spell's target, and make any
ather choices involved in casting it. You cast the mystery ar
spell using your mystery user level (use your Cha modifier
. to derermine the mystery or spell's DC; irs duration, saves,
~ and the like are as normal for that spell). You cannot echo
" 4 mystery or spell of a higher level than the highest-level
_ mystery you can cast, and you can never echo a mystery ora

* spell of higher than 4th level.

- Master, Dark Metamorphosis
TLevel/School: 7th/1lusion (Shadow)
Effect: One shadow duplicate

* Xou detach your mwn shadow and animate it with extraplanar
~ energies, creating a daykehied, hazy duplicate of yowrself.

This mystery functions like the spell project image, except
noted above: In addition, the image that you project has
cealment unlessit is in direct sunlight or within the area
£ & daylight spell.

EMERAL STORM
aster, Breath of Twilight
/School: 9th/Evoeation
: Close (25 fi. + 5 [t./2 levels)
[ One living creature/2 levels, no two of which are
tmore-than 20 fr. apart
Duration: [nstantaneous

Saving Throw: Fortitude partial
Spell Resistance: Yes

The air explodes with shadowy tendrils that slice like blades.

Tavgets of epheneral storm must make a Fortitude save or die.
Those wha succeed take 5d6 points of damage.

FAR SIGHT

Master, Eyes of the Night Sky
Level/School: 5th/Divination (Scrying)
Range: See text

Effect: Magical sensor

Duration: 1 minute/level (D)

Saving Throw: Will negates

Spell Resistance: Yes

You alter your perceptions to see through any shadow, anywhere.
Tar sight is similar 1o the spell greater scrying, with the modi-

fications described here, This mystery allows you to see the
subject’s true essence, as with the fruth revealed mystery.

caster and theeffect must have been within echo spell's range, FEIGN LIFE

Initiate, Dark Reflections =
Level/School: sth/Transmutation \
Range: Medium (100 ft. + 10 ft./level)

Targer; One Small object per caster level; see rext
Dutation: 1 round/level (D)

Saving Throw: None

Spell Resistance: No

You infuse ane_or more swmall objects with shadowstuff, causing
them fo anumate at your command.

This mystery funcrions like the spell animate objects, but the
items grow dark and warped, becoming more sharp-edged
and appearing slightly worn or decayed for the duration of
the effect. In addition, objects animated by this mystery
benefit from concealment.

FLESH FAILS

Apprentice, Touch of Twilight
Level/School: 2nd/Necromancy
Range: Touch

Target: Living creature touched
Duration: Instantaneous
Saving Throw: None

Spell Resistance: Yes

You open your enemy fo the darkness, rading his physical attributes
for wealeer abilities belonging to creaticres of shadow.

You deal either 4 points of Strength damage, 4 points of
Dexteriry damage, or 2 points of Constitution damage 1o
the subject; you choose which kind of abiliry damage when
you cast the mystery.




FLESH FAILS, GREATER
Master, Breath of Twilight
Level/School: sth/Necromancy
Range: Close (25 ft « 5 ft./2 levels)
Target: One living creature/level ina 20-ft-radius spread
Duration: Instantaneous
Saving Throw: None
Spell Resistance: Yes

Your foes suddenly find thew bodies infused with shadowstuff,
weakenming them greatly,

This mystery functions like the mystery flesh fails, except
that you can affect multiple subjects, and you deal either 6
points of Strength damage, 6 points of Dexterity damage,
or 4 points of Constirution damage. You must deal the same
kind of ability damage to all subjects,

FLICKER
Apprentice, Ebon Whispers
Level/School: 3rd/Conjuration (Teleportation)
Range: Personal
Target: You
Duration: | round/level (D)
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

Youtflash though the conduits and pathways of the Plane of Shadow,
manifesting i multiple lacations in the real world.

Once perround, as an immediate action, you can instantly
transfer yourself from your current location to any other
spot within a distance of § feet per two caster levels. You
abways arrive at exactly the spor desived—jusr as with the
spell dimension door. 1f you cast flicker in response toan arrack
against you, the strike has a 50% miss chance.

FLOOD OF SHADOW
Initiate, Black Magic
Level/School: sth/Abjuration
Range: Close (25 ft. + 5 ft./2 levels)
Area: 20-ft-radius spread
Duration: 10 minutes/level (D)
Saving Throw: None
Spell Resistance: See text

You inundale the wrea with strange energics from the Plane of
Shadow, warping the effects of magic.

Aflood of mystical shadow-power renders casting more dif-
ficult, To cast most spells while in, orinto, an area affected by
flood of shadow, the caster must succeed on a Spellcralt check
{DC 15 + spell level), or the spell is lost with no effect.
Mysteries or any spells of the shadow subschool can
be cast within or into the affected area without making
the Spelleraft check. In addition, if s mystery or a spell
of the shadow subschool originares in an areaaffected by

by 50% (as il it was empowered), although its level does
not increase.

KILLING SHADOWS
Apprentice, Eyes of Darkness
Level/School: 3rd/Transmuration
Range: 30t i
Effect: Cone y
Duration: Instantaneous
Saving Throw: Will half
Spell Resistance: Yes

Your pyes hirn black and shoot forth a shadowy cone of punish-
maeril,

Creatures within a cone of killing shadows take 1d8 points
damage per caster level (maximum 10d8), or half that amou
on a successful Will save.

LANGUOR

Initiate, Body and Soul

Level/School: 5th/Enchantment (Compulsion)

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

Target: One creature orone creature/ level, no two of w!
are more than 30 fr. apart; see text

Duration: 1 round/2 levels (D)

Saving Throw: Will negares

Spell Resistance: Yes

You channel shadowstuff info the subject’s shadow, literally weighs
g him dowm under 11s weight. v
Languor functions like either the spell slow or ehe spell
manster. You choose which version you want befare the effect
begins. If you choose hold monster, the mystery can affect
only one subjecr.

LIFE FADES
Apprentice, Touch of Twilight
Level/School: 15t/Necromancy
Range: Touch
Target: Creature touched
Duration: [nstantaneous
Saving Throw: Fortitude partial
Spell Resistance: Yes

A wave of davkness washes over the subject, sapping hisenergy in
the Plane of Shadow.

Your touch deals 1dé points of nonlerhal damage per caster
level (maximum 5d6) and causes the subject to become |
fatigued for 1 round per caster level (a Fortitude save negate
the fatigue). This mystery does nor stack with itself so
creatute [atigued by one casting doesnot become exhau

by a second casting,




i FADES, GREATER

Master, Breath of Twilight

Level/School: 7th/Necromancy

ge: Close (25 ft. + 5 ft./2 levels)

-get: One living creature; level ina 204t radius spread
‘Duration: Instantaneous

wving Throw: Fortitude parrial

chausted for 1 round percaster level (a Fortitude save reduces

~ the damage by halfand decreases the exhaustion to fatigue).

This mystery does nor stack with itsell; so a crearure fatigued

by saving againstone casting does not become exhausted by
saving against a second casting.

LIQUID NIGHT

Fundamental

Level/School: 1st/Conjuration (Creation)
Range: Touch

' Effect: A small quantity of ink
Duration: Instantaneous

i' ‘Saving Throw: None

Spell Resistance: No

Judddle of dark tears.
4

I You create o quantiry of ink grear enough for you to write
approximately one page of text. Itis not of sufficient quality
to scribe spells. In darkness or shadowy illuminarion, the
ink glows with red or yellow light that has the brightness of
~ acandle. Water splashed on the ink causes it to wash away
and cease glowing, bur otherwise the ink continues ro glow

indefinitely.

Level/School: 1st/Enchantment (Compulsion) [Mind-
Affecting]

~Range: Close (25 ft. + 5 [t,/2 levels)

Target: One living creature

Duration: 1 round

~ Saying Throw: Will parrial

~ Spell Resistance: Yes

Shadows flicker before the eyes and i the mind of the subject
ertalure, which suddenly seems to be disoriented.

'~ Shadow flickers around the subject, distracring and dazing
The subject can aveid the daze effect with a successful

MYSTIC REFLECTIONS

Fundamental
Level/School: 0/ Divination
Range: Personal

Target: You

Duration: 1 round/level (D)

You peer slightly into the Plane of Shadow and can see thedistortion
in awobject's shadow-self caused by the presence of magie.

This mystery funcrions like the spell detect magic, excepr as
noted abave. You can derect magic up to 30 feer away.

| (maximum 20da) and causes the subject o become PASS INTO SHADOW

Initiate, Ebon Roads

Level/School: sth/Conjuration ( Teleportarion)

Range: Touch

Effect: Creature touched, or up to eight willing creatures
joining hands

Duration: Instantaneous

Saving Throw: Will negates

Spell Resistance: Yes

You byeale down the boundaries between warlds, opening n path
mtn the Plane of Shadaw.

This mystery functions like the spell plane shift, except that your
destinarion ororiginarion must be the Plane of Shadow.

The shadows avound your hand seem to weep, leaving a small PIERCING SIGHT

Apprentice, Eyes of Darkness
Level/School: 2nd/Divination
Range: Personal

Target: You

Duration: 1 minute/level (D)

You view the shadow refleetion of the world around you, allowiig
youito penetrate darlness and wiystical obstructions.

You can see invisible and ethereal crearures and chjects as
with the see invisibility spell. In addirion, you gain darkvision
out ro 60 feer.

PRISON OF NIGHT
Master, Ebhon Walls
Level/School: 7th/Canjuration (Creation)
Range: Close (25 f1. + 5 fr./2 levels)
Target: One Huge ot smaller crearure
Duration: | round/level (D)
Saving Throw: Fortitude negates; see text
Spell Resistance: Yes

You solidify extraplanar shadow, creating a solid prison of darkness.
This mystery immobilizes the subject in a prison of shad-

owstufl. This prison blocks both line of effect and line of
sight to the creature inside it, and is impenetrable from the
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outside. The crearure inside the prison takes 1dé points of
cold damage ar the beginning of each round thar it remains
inside the prison.

Once each round as a standard action, a crearure caught
fin the prison can attempt a Fortitude saving throw against
the spell’s original DC to break out of the prison, Success
means-that the creature can maove out of the prison, and it
fades o nothingness, Failure means that the creature takes
1d4 points of Consritution damage and remains rrapped.

REFLECTIONS OF THINGS
TO COME

Master, Eyes of the Night Sky

Level/School: 9th/Divinarion

Range: Personal

Target: You

Duration: 10 minutes/level or until discharged

Using the greatest of magye, you peer through the Plane of Shadow
back into the Material Plane, and view shadows and wefléctions of
events that have not yet happened

This mystery grants you knowledge of what will occur torat
least whar s likely to otour), granting you several benefits,
You gain the uncanny dodge ability, 2 +10 insight bonus on
initiarive checks (you always ger 1o act in a surprise round),
and a +4 insight bonus to Armor Class.

In addition, you can discharge the energy of this mystery
as an immediate action to cause an attack ro miss you that
waould otherwise have been successful. You can declare that
you are using this ability after the result of the artack rollis
lenawn, bur you must do so before damage is determined.
Using this ability discharges and ends the mystery.

You can also discharge the energy of this mystery as an
immediate action to immediately reroll one failed saving
throw. Using this ability discharges and ends the mystery.

SHADOW EVOCATION
Initiate, Dark Reflections
Level/School: 4th/1lusion (Shadow)

This mystery functions like the spell shutdow evocution, except
as noted above. Inaddition, this mystery can mimic an evoca-
tion spell of lower thas sth level (rather than eth),

SHADOW EVOCATION, GREATER
Initiate, Dark Reflections
Level/School: ath/1lusion (Shadow)

This mystery functions like the spell greatershadow evocation,
except as noted above. In addition, this mystery can mimic an
evocation spell of lower than 7th level (rather than &th).

SHADOW HOOD

Fundamental
Level/School: 0/Evocation

Range: Close (25 ft.+ 5 ft./2 levels)
Targer: One creature

Duration: 1 round/level (D)
Saving Throw: Will negares

Spell Resistance: No

Swarling shadows mamfes! avound your foe's head,

Switing tendrils and bursts of mystie shadow distral
subject. It rakes a —1 penalty on atrack tolls and D
based checks.

SHADOW INVESTITURE
Initiate, Body and Soul
Level/School: ath/ Transmutarion
Range: Close (25 fi. « 5 ft./2 levels)
Target: One creature
Duration: 1 round/level (D}

Saving Throw: Fortitude negates
Spell Resistance: Yes

Yot draw the subject’s shadoiw to you and seudpt it into a new
The subyect warps even as iis shadow does.

You infuse the subject with the power contained in i
shadow, This grants the creature resistance 1o cold 15,
evasion ability, and the shility o see in darkness (even o
darkness such as that created by the spell deeper dirks

SHADOW PLAGUE
Master, Shadow Calling
Level/School: §th/Conjuration (Creation) [Cold]

This mystery functions like the spell incendiary clowd, exce
that it deals cold damage rather than fire damage.

SHADOW SKIN
Apprentice, Shutrers and Clouds
Level/School: 2nd/Abjuration
Range: Personal
Target: You
Duration: | round or less; see rext

Semisoliel shadows vise upand sepve as protectors, flickerimg arosin
andl absarbimg some of the damage yow might otherwise have fake

You can cast this mystery as an immediate action. You
damage reduction according o your caster level (see
below), This DR lasts until the beginning of your next
turn.

Caster Level DR




SHADOW STORM SHADOW TIME

Initiate, Elemental Shadows Master, Dark Metamorphosis
Level/School: 6th/Evocation [Electricity; Ce Level/School: 9th/Transmutation
Range: Medium (100 ft. + 10 fr./level) Duration: 1d4 apparent time}; see text for

Targets: One primary targer, plus one secondary targer tume stop
level (each of which must be within 30 ft. of the primary

rarget) Tt

nystery [unctions like the spell time stop,

Duration: Instantane ept as noted above
L Saving Throw: Reflex half I
Spell Resistance: Yes SHADOW VISION
Fran  suddeti wift into the Plane of Shadow, a cold wind begins :_lilr:i":'_rullf‘i E:l\:do,w\ :
fo blow. Torrents of shadow are out, dvaining the life from nearby l{\:t\nr:g;:‘;\11--1;‘:;1‘ﬁ"llmulrl.wHn::wnl-:lE\I]:rc]
R e Target: One crearure with an Intel
ligence of 3 or higher
This mystery creates a blast of electricity and cold energy T R level (D
| muich like some of the mast fearsome weather found on the ¢ o001 ToURG/eve |

Saving Throw: Will negates

Plane of Shadow. The storm strikes one targerinitially, then : : B
5 g Spell Resistance: Yes

ares to other targets

The storm deals 1d6 points of damage per casteér level Thasibials visivi
(maximum 20d6). Half of this dar el B i
and the orher halfis cold dama
arcs (likethe spell cham lightning
targets equal to your caster level (maximum twenry). The

ectricity damage

After it strikes, the srorm

) to a number of secondary

§ ancies
secondary arcs each strike one target and deal half as much ikl
v 2 with i

. 1e-
damage as the primary one did (round down).

rial world

SHADOW SURGE

I Master, Heart and Soul

Level/School: 9th/Enchantment (Compulsion) [Mind-
Affecting]

Range: Close (25 fi. + 5 [,
Target: Up to one living creature/level, no two of which
are more than 30 fr. apart

Duration: 1 round
Saving Throw: Will negates
Spell Resistance: Yes

-

{4

b

You send the nearby souls plummeting titlo

daylness, leaving their bodies empty

yassels that follow your will

‘This mystery funcrions like
the spell dommate monster;
except as noted above

Shadow Storm wreaks bavoe an the crew of a faundering ship



You impede the subject's vision and irs ability w determine
what's happening around it. The subject rakesa —4 pennlty on
attack rolls, saves, ability checks, and skill checks. Inaddition,
you have total concealment with respect to the subject (miss
chance applies during each round of the duration).

SHADOWS FADE
Initiate, Unbinding Shade
Level/School: 4th/Abjurarion
Range: Medium (100 fr. + 10 ft./level)
Target: One creature or object; or 20-ft-radius hurse
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

You reach into shadow and drow forth the reflection of active
magic, tergmg it with that magic and cansing them 1o cancel
cach other,

This mystery functions like the spell dispel magic

- SHADOWS FADE, GREATER

Initiate, Unbinding Shade
Level/School: ath/Abjuration

This more potent version of the mystery dhadows fade func-
tions like the spell greater dispel magic.

SHARP SHADOWS
Apprentice, Cloak of Shadows
Level/School: 3rd/Abjurarion
Range: Personal
Target: You
Duration: | minute/level (D)

You cloak yourself i shavp spikes of davkness, Although they are
weightless and do noting to ompede you, your foes soon discover
that they've nof'so hechy.

A creature striking you with its body or a handheld weapon
tales 1d6 points of damage +1 point percaster level (maximum
+15]. A creature wielding a reach weapon, such as a longspear,
isnot subject to this demage if ivartacks you. 1 the attacker has
spell resistance, it applies to this effect (unless you used the
miystery as asupernatural ability). Damage Fram sharpshadonsis
norconsidered magical for the purpose of overcoming damage
reduction, and the effect is not considered a weapon for the
purpose of spells such as align weapan or magic weapon.

SIGHT ECLIPSED
Apprentice, Cloak of Shadows
Level/School: 2nd/1usion (Glamer)
Range: Personal

Target: You

Duration: 1 round/level (D)

You cloak yourself in shadow and shift the light that would n-wnl
youi it the Plave of Shadow.

While this mystery is in effect, you can attempt Hide checks
even while being observed, just as if you had cover or conceals
ment for the purpose of this determination,

SIGHT OBSCURED
Fundamental
Level/School: 0/1llusion (Glamer)
Range: Touch
Target: Creature touched
Duration: | round/level (D)
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

You cloak the subject ond her movements in sublly shiftin
shadow.

This mystery grantsa+5 circumstance bonus on Hide checks
Sleight of Hand checks, and any other checks that involvé
concealing the subject’s actions or gestures,

SOUL PUPPET
Master, Heart and Soul
Level/School: sth/Enchantment (Compulsion) [Mind:

Affecting]
Range: Touch
Target: One living crearure touched
Duration: 1 dav/level (D)
Saving Throw: Will negates
Spell Resistance: Yes

Tendvils of shadow eveep from your fingers, thraugh the Plang g
Shadow, and into the soul of the subject by way of its own shadow,

You niow control the ereature’s actions as 1f it were a puppet. 1
The control granted by soul puppet follows the same mechanics
15 the spell dominate monster. Anyone observing the subject
with the spell true seeing, the mystery fruth revealed, ora simi-
lar ability sees rendrils of darkness extending a few feer from |
the subject before fading into nothingness. Similarly, anyone
observing you while using similar abilities notices tendrils
extending from your fingers, also fading into nothing.

STEEL SHADOWS
Apprentice, Cloak of Shadows
Level/School: 1st/Abjuration
Range: Personal
Targer: You
Duration: 10 minutes/level (D)

Darleness coalesees about your bodv, forming a shadov-shape
armor and another tat looks like a slueld. Althaugh they ave &




s 10 AC. but withour weight, armor check penalty,  Master, Ebon Walls
ne spell failure chance, or speed reduction. The effect  Level/School: sth/Conjuration (Creation)

t a force effect, and atracks from incorporeal creatures

jore it. You temporvarily banish your foe to the depths of shadow.

This mystery functions like the mystery prison of night, except

"iIORSOF’;':\DOW that instead of raking Constitution damage upon-failing a

Se;:h °f_‘ +th,?ﬂ Gt SR Fortitude saving throw to escape the prison, the creature

Luool:wﬂ fr f:i')u;?;’l‘;:‘e{lje RERTIATS gainsone negative level. In addition, lomb of might deals 3ds
e: Long : g

‘touched objects or other touched willing PoffiEoloollidRaie et Ao,

tion: [nstantaneous TRUTH REVEALED

ng Throw: None and Will negates (object) Master, Eyes of the Night Sky

1 Resistance: No and Yes (object) Level/School: 7th/Divination

Range: Personal

transport yourself through the Plane of Shadow to any spot  Target: You

'lﬁﬂun range. Your shadow stvetches ouf from you until if reaches  Duration: | minute/level (D); see text

your chosen destination, passing through solid objects und moving

imdependently of the ambient ligh!. You appear to fall inlo your By focusing on the spiritual shadow of the world, you ean see

- shailow at one end, and rise from it al the other. hidden truths.

mystery funetions like the spell dimension door, Arits most basie, this mystery functions like the spell true
r seeing. You can also, by concentrating on a parrticular creature

AMON UMBRAL SERVANT or cbject for 1 minute or more, gain uddjtiup";l informa-

er, Shadow Calli tion on thar subject. However, because of the distortion

el/School: 7ih/Conjutation (Summoning) berween worlds and the rwisting effect of shadows, any
Mny-clnxtzs Fisf/2 lcvel;] & additional information gained in this manner might be |

ffect: One summoned creature flecrmisleading
) Duration: 1 round/level (D) Rausils
g Throw: None Studied
e _
Oetect evil

3 ‘ou sunimon a cveature of shadow to serve you, calling it through _

e bayricrs between worlds. Detect law

Detact thoughts

“Thismystery functions like the spell summnion monster 1, except
gsmnored here. You can summon one Huge, two Large, or four
Medium or smaller shadow elementals,

Learn sul ireatesl ove
OUGHTS OF SHADOW 1 See what the subject did a number of minutes into the

sprentice, Umbral Mind past equal to your caster level.
Level/School: 2nd/Transmutation
Touch The table belaw indicates what other mystical effects can
et: Creatyre touched beduplicated with truth revealed. Concentrating on a specific
ute/level (1) target requires a substantial amount of time, during which
Will negates (harmlesg) you can only take move actions, and cannot focus on any
ance: Yes (harmless) other target. At the end of this period, the targer makes a
saving throw against the DC of truth revealed 1o cesist the
i apen the subject’s imind to shadow, and the new perceptions  detection effect. Spell resistance applies 1o this further

2 detection effect as well. You may not attemptany one effect
on the same target more than once per use of truth revealed.
grant the subject a +4 enhancement bonus ta Intelli-  Remember that these effects are in addition to the basic
Wisdom, or Charisma. You decide which ability you ~ knowledge granted by true seemg, which occurs instanely
ancing when you cast the mystery, and you may not ~ and reliably.
alter your choice.
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UMBRAL BODY

Master, Dark Metamorphosis
Level/School: 8th/Transmutation
Range: Personal

Target: You

Duration: 1 round,/level (D)

You become a being of shadow, vather than one of substanee.

You gain the incorporeal subtype (see page 164) and all
advantages and traits associated with it

UMBRAL HAND

Fundamental
Level/School: 1t/ Transmutation
Range: Close (25 i, + 5 ft./

2 levels)

Targer: One unattended
object weighing up to
51b./level

Duration; | round/
level (D)

Saving Throw: Will
negates (abject]

Spell Resistance: No

You point your fingeraf a dis-
tant object, and the shadows
seem fo grasp and tug al it

This mystery functions
like the spell mage hand,
except you can manipu-
late heavier objects and

magic items. Magic

irems are allowed a

saving throw to hegate
the effect. You need not
concentrate on the effecr,
but you must difect it with
your thoughts once each round (a free
action), or the effect ends.

UMBRAL TOUCH
Apprentice, Touch of Twilight
Level/School: 3rd /Conjuration
Range: Touch
Target: Crearure or creatures touched
Duration: | minute/level (D}; see rext
Saving Throw: Fortitude partial; see text
Spell Resistance: Yes

Darkness survounds your hand, turning ot info a deadly weapon.
Umibral touch infuses one of your hands wirh dark, shadowy

energy, allowing you ro make debilirating melee touch
attacks. A successful strike deals 5d6 points of damage wa

Irrin Coradian
uses smbrad body to becime
incarparcal before uttacking

target, which must succeed on a Fortitude saving throw or
also be slowed. While this mysrery is active, you thresten an
area asif you werearmed and can make amacks of opportuniry,
with your umbral touch.
Thismystery completely occupies one of your hands, asif =
youwere holding an objectin thar hand. If you have another’
open hand, you can cast other mysteries or spells normally,
even those with a range of touch, but you cannot delive
another touch mystery or touch spell and make an attack
with umbral touch in the same round.
This effect normally lasts for 1 minute per level, but each
successful touch attack’ shortens the

duration by 1 minute (allowing youto
male one successful attack per level
before the affect is discharged),

UNRAVEL DWEOM!
Initiate, Unbinding Shade
Level/School: 4th/Abjuratian
Range: Close (25 ft. + 5 ft./2 levels)
Target: Up to one creature/level,al
within 30 fi. of each other
Duration: Instantaneous
Saving Throw: See text
Spell Resistance: No

You open a conduit to the Plane/of
Shadow, leachmgout the encrgy main="
taining anangoing magical effect.

This mystery functions like the
spell break enchantmen.

UNVEIL

Initiate, Veil of Shadows
Level/School: 6th/Divination
Range: Touch

Target: Creature touched
Duration: [nstantaneous
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

Redching into the hadow of the creature, you grasp the shadows ofs
the deleterious tlungs that affect it and tear them away. .

This mystery immediately ends any of the following adverse
conditions: ability damage. blinded, confused, dazed, dazzled. L
deafened, diseased, exhansted, farigued, immobilized, insans
iry, nauseated, sickened, stunned, and poisoned. In addition,
it negares the effects of the mysteries mesmerizing shade,
shadow hood, and shadow behween, and cancels curses as the' S

spell remove curse.

VOICE OF SHADOW
Apprentice, Ebon Whispers
Level/School: 1si/Enchantment (Compulsion) [Language

Dependent, Mind-Affecting] or Necromancy; see text



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

Duration: 1 round

Saving Throw: Will negates
Spell Resistance; Yes

By speaking via acondurt through the Plane of Shadow, you deliver
@ cammanding message.

This mystery funcrions like the spell command.

Asecond function is a necromancy effect. Undead and
constructs thatfail their saving throws against this effect
iire dazed for Uround.

You can only use one version of this mystery in a single

VOYAGE INTO SHADOW
Initiate, Ebon Roads

Level/School: ath/1llusion (Shadow)
Range: Touch

Targets: Up to one touched creature/level

Duration: 1 hour/level (D)

Saving Throw: Will negates

Spell Resistance: Yes

You and ofher creatures you touch enter the Plane of Shadow for
a brief span, using it as @ means of erossing great distances on the
Material Plane.

‘This mystery functions like the spell shadow walk, except as
noted here. Your movement rate on the Plane of Shadow is
double that described by the spell. Further, upon reaching
your destination, you can attempt a DC 30 Knowledge (the
planes) check; success indicates that you appear exactly
where you wish, rather than being shunted 1o a nearby

space as per the spell. You need not leave the Pline of
Shadow once you enter it, and this mystery can be used
an the Plane of Shadow to travel rapidly.

'ARP SPELL

Initiate, Black Magic

Level/School: 4th/
Abjuration

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

Target: A spell or mystery cast by someone else

Buration: Instantaneous

Saving Throw: Will negates; see rext

Spell Resistance: No

You reach out with shadowy enervgies, banishing your
Jfoe's spell or mystery into the Plane of Shadow while
replacing it with its dark veflection

You can cast this mystery as an immediate action to warp
sanorher caster's spetl or mystery. In this elt
» must be used at the moment of the other caster's casring. To

be successful, you must beat the other caster on an opposed
caster level checle (1d20 +
have failed 1o rake control of his spell or mystery, and it
manifests normally.

1f you succeed on the opposed check, the other caster’s
mystery orspellise asifyou had used the counter-
spell action successfully, and you gain one additional use of
anapprentice-path mystery that you know, You canckeep this
additional use until a later turn (requiring a standard action
to acrivate), but it must be used within 1 hour or it is lost
You can also combine the activation of the additional speil
ormystery with the immediate action required for the warp
spell mystery itself, allowing you to cast the apprentice-path
mystery out of turn

easter level. If you do nor, you

WIDENED EYES
Fundamental
Level/School: 1st/Divinarion
Range: Personal
Target: You
Duration: 10 minutes/level (D)

You. cover your eyes with o flter of shadow that channels and
enihances incoming hght.

You gain low-light vision, enabling you to seetiwice as faras
a human in starlight, moonlight, torchlight; shadowy illumi-
nation, and similar conditions of poor illuminarion. If you
already have low-light vision, these effects stack, enabling you
to see four times as far asa human in poor illumination.

Uméral touch turns Eveneth’s band tnta a deadly weapon

simnog



SHADOW MAGIC ITEMS

Mystery users create magic items, and some even rival wizards
for sheer quantiry of item creation feats. The majority of the
shadow magic items presented here were created by shadow-
casters using various mysteries, but some are intended instead
to opposémystery users—and a rare few seem to have been
the original creation of no mortal, but based on the designs
of crearures of the Plane of Shadow.

SPELL COMPLETION AND

SPELL TRICGER ITEMS
Inaddition to new iterns, mystery users create their own potions,
scrolls, staffs, and wands. These items function based on the
mystery’s level, and a mystery always functions like a spell when
cast by an item, even if the caster level is high enough that a
shadowcaster would use it as a supernatural ability.

The mystery user must know the mystery or mysteries he
wishes to imbue in the item. The act of imbuing the irem
triggers the mystery; the creator loses one use of thar mystery
for the day, as though he had expended it. The mystery user
must supply all the necessary materials for these items, and
must have a guiet and well-equipped workspace, Creating
an item requires one day per 1,000 gp of the base price,
minimum one day. He must spend at least 8 hours working
every day uniil the item is completed. In all respects, this
process follows the standard rules for ereating magic items
(DMG 282-288).

Mystery usérs cannot use spell completion or spell trig-
ger devices created by members of other classes, even if the
spell has an effect similar to that of a mystery. For instance, 4
mystery uselacﬂuldnnr use awand of dispel mogic, even though
that spellis Functionally the same as the mystery shadows fade.
The same is true in reverse; a wizard could not use a wand of
shadaws fade.

Traditionally, mystery users create staffs along path lines,
although thisis not a requirement. A staff might hold all the
mysteries of'a single parh, or six mysteries representing two
complete paths. [t is also traditional—though again, nota
mechanical requitement—for apprentice-path mysteries to
require one charge, initiare-path mysteries 1o require two,
and master-path mysteries to require three, Assuming this
default, shadow magic staffs are normally priced as follows.
{The price indicated {s market price; cost to create is 1/2
market price, as normal.)

TABLE 2-9: SHADOW Macic STarF CosTs
Caster

OTHER STANDARD MAGIC ITEMS
1n addition to potions, scrolls, staffs, and wands, shadow:
magic-specific variants exist of various magic items that
do not receive a full write-up in this section. These items
function, and are priced, as indicated in the Dungeon Masker’s
Gurde.

METASHADOW ROD
This item grants its wielder access to a particular metashad
feat, usable three times a day. For instance, a rod of empow
mystery allows the wielder to empower three mysteries
day. As with metamagic rods, metashadow rods come in
varieties: lesser (usable with fundamentals and apptentice
path mysteries), normal (usable with iniriate path mysteries),
and greater (usable with master path mysteries).

Metashadow, Empower Mystery
Aura/Caster Level: Strong (no school). CL 17th.
Construction; Craft Rod, Empower Mystery; 4,500 gp
360 X, 9 days (lesser); 16,250 gp, 1,300 XP, 33 days (norma
36,500 gp, 2,920 XP, 73 days (greater). 4
Price: 9,000 gp (lesser), 32,500 gp (normal); 73,000
(greater).

Merashadow, Enlarge Mystery
Aura/Caster Level: Strong (no school), CL 17th. ]
Construction: Craft Rod, Enlarge Mystery; 1,500 gp, 1
XP, 3 days (lesser); 5,500 gp, 440 XP, 11 days (normal); 1
gp, 980 XF, 25 days (greater).
Price; 3,000 gp (lesser), 11,000 gp (normal), 24,500 gp
(greater).

Metashadow, Extend Mystery
Aura/Caster Level: Strang {no school). CL 17ch.
Construction: Craft Rod, Exrend Mystery; 1,500 gp;
P, 3 days(lesser); 5,500 gp, 440 XP, 11 days (normal); 12,250
gp, 980 XF, 25 days (greater). )
Price: 3,000 gp (lesser], 11,000 gp (normal), 24,500 gp
{greater).

Metashadow, Line of Shadow
Aura/Caster Level: Strong (no school). CL 17th. i
Construction: Craft Rod, Line of Shadow Mystery; 7,000 -
gp, 560 XTI, 14 days (lesser); 27,000 gp, 2,160 XP, 54 days
(normal); 60,750 gp, 4,860 XP, 122 days (greater),
Price: 14,000 gp (lesser), 54,000 gp (narmal), 121,500 gp
{greater).

Metashadow, Maximize Mystery

Aura/Caster Level: Strong (no school). CL 17th.

Construction: Craft Rod, Maximize Mystery; 7,000 gp,
Sa0 XP, 14 days (lesser); 27,000 gp, 2,160 XF, 54 days (uormnlfl;,\
60,750 gp, 4,860 XP, 122 days (greater).

Price: 14,000 gp (lesser), 54,000 gp (normal), 121,500 gp
(greater).




~ Metamagic, Quicken Mystery

Aura/Caster Level: Strong (no school). CL 17th.
Construction: Craft Rod, Quicken Mystery; 17,500
P LA00 XP, 35 days (lesserk: 37.750 gp, 3,020 XP, 76 davs
(narmal); 85,000 gp, 6,800 X, 170 days (greater)

Price: 35,500 gp (lesser), 75,500 gp (normal), 170,000
. gp{greater).

Metamagic, Reach Mystery

‘Aura/Caster Level: Strong (no school), CL 17th.
truction: Craft Rod, Reach Mystery; 7,000 gp.,
XF, 14 days (lesser); 27,000 gp, 2,160 XP, 54 days
rmall; 60,750 gp, 4,860 XP, 122 days (greater),

rice: 14,000 pp (lesser), 54,000 gp (normal ), 121,500
grealer).

- Metamagic, Still Mystery

~Aura/Caster Level: Strong (no schooll.
CLi7th.
~ Construction: Craft Rod, Still Mystery;
4,500 gp, 120 XP, 3 days (lesser); 5,500 gp, 440
XP, 11 days (normal); 12,250 gp, 980 XP, 25
days {greater).
. Price: 3,000 gp (lesser}, 11,000 gp (normal}, 24,500
- gp (greaten).

NEW ARMOR SPECIAL
'MATERIAL: SHADOW SILK

¥ “This marerial is woven from shadow irsell.
Description: Shadow sille is a very faint material,
translucent and flimsy. It has the lock and feel of
~ deep black silk.

Activation: Shadow silk armor continually grants
{ts wearerits benefits. In brighrer light. it feels heavier
d in areas of shadowy illumination or darkness, it
els lightweight and fluid.

Effect: The wearer of shadow silk armor moves
more quietly and blends into shadow more effectively
It grants its wearer a +2 bonus on Hide and Move
Silently checks.

Only armor that is made from clath or leather
“can be crafied using shadow silk. Padded, leather,
~ or hide armor can be made from the material. These
shadow silk armors are treated as light armor. The
‘maximum Dexterity bonus is increased by 2, and
armor check penalties are lessened by 2 (1o o mini-
mum of 0). The arcane spell failure chance in areas
hadowy illumination or darkness is reduced by
(minimum 0%)

b

15

'r.fow Silk  Armor
Cost  Bonus

Maximum  Armor

A O
Q

Arcane Spell
Dex Bunus Check Penalf

An item made from shadow silk weighs approximarely
one-quarter as much as the same item made from other
materials. Armor fashioned from shadow silk is always
masterwork; the masterwork cost is included in the prices
given below.

Shadow silkarmor has 10 hit pointsand hardness 1. The
marerial knits itsell back 1ogether in areas of shadowy
illumination or darkness, restoring 1 hit pointper round

unless it is destroved (hit points 0 or lower).

NEW WEAPON SPECIAL
ABILITY: SHADOW STRIKING

Although mystery users are not normally marrial

combatants, they have developed the shadow striking

weapon special sbiliry toaid them and their companions
in bartle.

A shadow striking weapon takes on the
properties of a crearure it hits, developing the
ability to overcome damage reducrion,
Description: A shadow striking weapaon isan

unreflective jer black. It seems almost to ripple
on occasion, like an object viewed under a thin
layer of uneasy water. It is uncomfortably cold, but
noi painful, to the touch
Prerequisite: The striking surface of a shadow strilke
ing weapon must be made of metal. Weapons that are
made entirely of wood cannot be shadow striking. Bows,
crossbows, and slings cannot benefit from the shadow
striking ability, but metal ammunition can.

Activation: A shadow striking weapon automatically
arrunes itself to the tavger. When it serikes a target thar
has damage reduction, it adjusts itself 1o overcome the
damage reduction of that creature.

Effect: Shadow striking weapons draw on the reflec-
tive nature of shadow to alter their nature and overcome
damage reduction. A shadow striking weapon can adjust
to emulite any alignment or substance required 10
oyercome damage reduction

A shadow striking weapon's attunement to a par
ticular sort of damage reduction fades 1d4 minures
after che last time it made conract with the appropri-
ate creature.

Aura/Caster Level: Moderare universal (shadow),
CL 3th.

Construction: Craft Magic Arms and Armor,
creation of the weapon must take place on the Plane
of Shadow.

Price: +3 bonus,

A shades striking
greatyvard

Speed
Failure Chance

¥
&
5
g
5
L9



RINGS AND
WONDROUS ITEMS

The following are just a sumple of the items
that can be created through the use of
shadow magic—or to thwart it

DARK LANTERN
Designed by shadowcasters, a dark
lantern sheds a mystical light in the
form of shadowy illuminarion

Description: Thisitem is a hooded
lantern, constructed of black iron
with mithral filigree. Lis crystalline
panels are tinted bright gold.

When lit, the lantern radiotes
shadowy illumination out to
&0 feer. The light Nickers more
slowly than normal fire; and
the crackle of the flames
sounds more like plodding
footsieps

Activation: You strike 2
light within, just as if it were a
normal lantern. The lantern must have oil
orotherfuel Youalso speak a command
word, such ss “shadows” or “dackness.”
The activating process tequires a full-
round action. You can deactivate the lantern by opening
itand blowing out the flame within (altogether a standard
acoon).

Effect; A dark lantern sheds a mystic light thar creates
shadowy illumination, modifying the brightness of ambient
lighras wellasspells of equal or lower level with the light or
darkness descriptor.

Aura/Caster Level: Moderare evocation, CL 9th.

Construction: Craft Wondrous Item, dusk and dawn,
1,000 gp, 80 XP, 2 days,

Weight: 2 b,

Price: 2,000 gp.

Dark langern

COLLAR OF UMBRAL METAMORPHOSIS
This collar temporarily reansforms you into a crearure
of shadowe

Description: A collarof umbral meta-
marphasisisa thick collar of black leather
studded with onyx spikes and closed
with a tarnished silver clasp. When
activated, ir seems 1o disappearinto
yvour shadowy flesh,

Activation: A commuand word,
such as ‘fade” or “darken,” both
activates and deactivates the collar.
This requires a standard action. A
collar functions for up w 10 minutes
per day, divided up as you see fit
(bur each use coums as t minure,

4 Collar of wmbral
minumum).

meramarphasic

Effect: This item transforms you into a being of shadow
bestowing the dark crearure template
Aura/Caster Level: Moderate rransmuranon. CL 11th.
Construction: Craft Wondrous lvem, shadow investiturg,
5,400 gp. 432 XP, 11 days.
Variants: While some mystery users appretiate the cost
savings associated witha command word item, others prefer
a continuous collayof umbral metamorphosis. These items have
amarket price of 22,000 gp.
Weight: 1 1.
Price: 10,800 gp.

GEM OF NIGHT
A gem of might is essentially a piece of solid shadow that
can grow Into a shadow elemental.
Description: The item appears to be a reflective
black gemstone. It is a rough globe, covered in hun-.
dredsof tiny facets. It isvaguely cold to the touch und
seems 1o absorb rather than reflect light
Prerequisite: Anyone can benefit from a gem
of night, k-
Activation: The gem must be crushed, smashed,
or broken (a standard action).
Effect: The gem conjures a Large shadow elemental und;
the control of the creature that broke the gem. The elementa
is banished back to the Plane of Shadow after 13 rounds.
Aura/Caster Level: Moderate conjuration. CL 13th.
Construction: Craft Wondrous Item, summon wmbral
servant, caster must begin with a gem mined or found on the
Plane of Shadow, 750 gp, 60 XP; 2 days.
Weight: —
Price: 1,500 gp.

ORB OF SHADOW
Mystery users prize orbs of shadow as wizardsido pearls ofs
paver.

Description: An orb of shadow appears 1o be a black pearl
of average size and unusual luster.
Activation: Onee per day, you can speak a command word
asastandard action 1o activate an orb. You must have the orb
in your hand; drawing it out is a move acrion.
Effect: Like a pearl of power, this item allows
rle extra use of nmystery, regardless
of whether thar mystery functions a5
spell, spelklike ability, or supernarurdl
ability. The mystery must bevfa partici-
lar level, depending on the orb. Different
otbs exist for recalling one mystery per day
of each level from 1st rthrough 9th and for
the recall of two mysteries per day (each ofa

different level, ath or lower).
Aunra/Caster Level: Strong transmutarion.
CL17th.
Construction: Craft Wondrous Trem;
creatar must be able to castmysteries of the mys?
tery level to be recalled: 00 gp, 40 XP, 1 day ( lst)r
2,000 gp, 160 XP, 4 days (2nd); 4,500 gp, 360 XP, 4




days (3rd); 8,000 gp. 640 XP,
16 days (4th), 12,500 gp,
1,800 XP, 25 days (5thi;
18,000 gp, 1.440 XP,
36 days (6rhj; 24,500
£p, 1,960 XF, 49
days (7th}; 32,000
gp. 2,560 XP, 64
days (8thy; 40,500

" gp, 3,240 XF, 81
*days{athy or 35,000
© EP.2,800 XP70days
(bwo mysteries).

Variants: Some mys-
S deky users prefer o set an
_ orb of shadow into a ring,
In' this case, you need
never Lli'E\V our lhl‘. Ol'b. bu[ i \'.\L'Cllp"l{.‘.‘; Space on your body
asaring,

Weight: —.

Price: 1, 4,000 gp (2nd), 9,000 gp (3rd), 16,000
gp (4th}, 25.000 gp (5th), 36,000 gp (6th), 49,000 gp (7th),
64,000 gp (8th], 81,000 gp (9th), or 70,000 gp (rwo myster-
les).

. RING OF NULLIFICATION
This ring protects you from one atrack of almosr any sort
per day,
Description: A ring of nullification appears 1o be 1 plain
band of dull metal with an onyx gem set
in ir. When activared. the onyx glows as

Gew of night

2
brightly as a rorch for an instant, then
A it darkens to jet black until the next
| Y  midnighr,
(_v/ Activation: Ar any time, you can
- specify the rype ofattack against which

the ring will protect you. Doing this
requires g standard action. The ring then
activates instantly and automaticalty should
vou be targeted by that sort of artack.
\ Effect: Once per day, the ring nullifies
AN a single attack against you. You must have
declared ahead of time what sort of attack
will activate the ring. You can specify a
tvpe of damage ("the nexr time | 1ake
fire damage” or “the next dme 1 mke
strength damage”) oramethod of arrack
Ringof (“the next rime someone strikes me with
mmlitfication a weapon" or “the nexr time someone
; castsa damaging spell on me”). The rmg
negates 20 points of hit point damage (or 2 points of ability
-damage) from the next specified artack. It then goes dormane
for 24 hours.
Aura/Caster Level: Moderate abjuration. CL 10th
Construcrion: Forge Ring, auri of shade, shadow skin, 1,600
N Ep. 128 XP, 4 days.
‘Price: 3,200 gp.

SHROUD OF NIGHT

A shoroud of night grants you a number of shadow-ariented
(].el't‘n:\ei

Description: A shroid of mght i ry lightweighreloth,
made of a thin, gossamer material. [t is always black or dark
gray. When worn, it ripples slightly even in the abseénce ofany

wind or movement. The shroud wraps about the shoulders
but occupies space on the hody as a vest, not as a cloak.
Activation: The deflection bonus is active constantly
while the shroud is worn. Using dancing shadaws or shadow
skm requires a command word, such as “nightfall” or “obfus-
cate.”

Effect: A shrowd of might grants you a +2 deflection bonus ta
AC. Tr ean also cast the mysteries dancing shadows and shadow
skin each once per day, on you only,

Aura/Caster Level: Faint abjuration, illusion. CL sth.
Greater shroud: Moderate abjuration, illusion {shadow).
CL t1th

Shrond of wight

Construction: Cratt Wondrous Item, dancing shadaiws,
shadat skin, cau! of shadiw, 5,080 gp, 407 XB, 11 days. Greater
shroud: Craft Wondrous ltem, dancing shadows, shadow skin,
caul of shadow, voyage into shadow, 18,315 gp, 1,466 XP, 37
days.

Variants: A gyeater shroud of night grants a +3 deflection
bonus. and also enables vou 1o use vayage mto shadow once
selfonly). To do so, vou must utter 2 command word
vanish”y and wrap the shroud about yourself

Weight: 1 b

Price: 10,140 gp.

Greater shroud: 36,630 gp

sy 8 A I




SHADOW MAGIC
MONSTERS

The Plane of Shadow boasts dark “reflections” of just abour
every race to populate the Marerial Plane, as well asa number
of its own unigque inhabirants. Presented here is a small selec-
tion of new creatures.

DARK CREATURE

Dark creatures dwell on the Plane of Shadow: sometimes
crossing into other planes where the barriers berween
dimensions are weak. Just as parts of the Plane of Shadow
resemble a strange, distorted version of the Material Plane,
dark creatures superficially resemble erearures from the
Material Plane, Dark creatures are shadowy, more elusive,
and spookier than cheir material counterparts, Gray and black
are their most common colors, and they almost never boast
bright hues such as whire or yellow, Other creatures native
to the Plane of Shadow exist thar have stronger or weaker
connections to the energies of the place {such as the shadow
magtiff) and do not follow this templare.

The examples below tse a goblin, a lion, and an umber
hulk as the base crearures.

DARK GOBLIN
Goblin, 3rd-Level Warrior
Small Humanoid (Extraplanar, Goblinoid)
Hit Dice: 3d8+3 (16 hp)
Initiative: +1
Speed: 401t (8 squares)
Armor Class: 15 {+1 size, +1 Dex, +2 leather armor, +1 light
shield), touch 12, flarfooted 14
Base Artack/Grapple: +3/-1

et e KRR e~

COMBAT IN THE DARK

Shadowy illumination or darkness adds a different flair to
combat, For those with impaired sight, combat becomes less
certain; blows miss, and spells can't be targeted.

Pape 164 of the Player's Handbook cavers the topic of vision
and light, but the infarmation is warth reexamining because
most of the creatures presented here will be encountered in
darkness or shadawy illumination. Some, such as the ephemeral
hangman and the shadow elemental, have the ability ta provide
their own.

Inan area of bright light, all characters can see clearly. A crea-
ture can't use Hide in an area of bright light unless it is invisible,
has cover, or has the hide in plain sight ability.

In an area of shadowy illumination, a character can see dimly.
Creatures within this area have concealment relative Lo that
character, if he or she doesn't have darkvision. Concealment has
twa main effects: The subject of a successful attack has 2 20%
rmiss chance, and creatures can make a Hide check to canceal
themselves,

In areas of darkness, creatures withaut darkvision are ef-
fectively blinded. In addition to the obvious effects, a blinded

Attack: Morningstar +5 melee (1d6) or javelin +5 ranged
(ady)

Full Attack: Morningstar +5 melee (1dé} or javelin +5
ranged (1d4)

Space/Reach: 5 ft./5 fr,

Special Attacks: —

Special Qualities: Darkvision 60 ft., hide in plain stght,
resistance to cold 10, superior luw—hghivmmn

Saves: Fort +4, Ref =2, Will <0

Abilities: Str11, Dex 13, Con 12, Int 10, Wis 9, Cha 6

Skills; Hide +13, Listen +2, Move Silentdly +11, Ride 44,
Spor +4 h

Fears; Alertness, Weapon Focus (morningstar)

Environment: Plane of Shadow

Organization: Gang (4-9), band (10-100 plus 100%
noncombatants plus 1 3rd-level sergeant per 20 adults
and 1 leader of 4th-6th level), warband {10-24 with worg
mounts), or tribe (40400 plus 100% noncombatants plus
1 3rd-level sergeant per 20 adults, 1 or 2 lieutenants of 4th”
or sth level, 1 leader of 6th-sth level, 10-24 worgs, and
24 dire wolves)

Challenge Rating: 2

Treasure: Standard

Alignment; Usually neutral evil

Advancement: By character class

Level Adjustment: +1

This little humanoid has a flat fuce, broad nose, pointed cars, wid
month, and small, sharp fangs., s skin s gray-green, and its hai
a fow shades darker. 10 walks wupright, but its arms hang dowst
almost tots knees.
Dark goblins are small humanoids thar many consider little
imare than a nuisance. However, if they are unchecked, theie

great numbers, rapid reproduction, and evil disposition”

creature has a 509 miss chance in combat (all opponents have
total concealment), loses any Dexterity bonus to AC. takes a
-2 penalty ta AC, moves at half speed, and takes a —4 penaltr
on Search checks and mast Strength and Dexterity-based skill
checks.

Characters who have low-light vision (elves, gnomes, an
half-elves) can see objects twice as far away as the giver
radius, Double the effective radius of bright light and of shad:
owy llumination for such characters. For example, a torch
provides bright lllumination to a radjus of 40 feet (rather than
20 feet) for a character with low-light vision, and it provides
shadowy fllumination to a radius of 80 feet (rather than 40
feet), Characters who have superior low-light vision can see
obijects four tirmes as far away as the given radius. Quadruple
the effective radius of bright light and of shadowy \Iiummauoﬂ
for such characters,

Characters wha have darkvision (dwarves and half-orcs) cane,
see lit areas normally as well as dark areas within 60 feet.
creature can't use Hide within 60 feet of'a character who hat
darkvision unless it is invisible, has cover, or has the hide
plain sight ability.




emable them ro overrun and despoil civilized areas. They're
acommon humanoid race in the Plane of Shadow and thrive
in thar environment

A dark goblin stands 3 to 3-1/2 feer tall and weighs 3010 35
pounds, a lirtle bit lighter than its Material Plane counterpart
lts.eyes are usually dull and glazed. varying in color from
washed-our red to faint yellow. A dark goblin's skin ¢«
manges from pale yellow or orange 1o a sickly red; usually
all members of a single tribe are abour the same color. Dark
goblins wear clothing of gray leather, which tends ro be drab
and soiled.

Dark goblinsspeak Goblin; those with Intelligence scores
of12 or higheralso speak Common.
Most goblins encountered outside their hames are
Tiors.

COMBAT
| Being bullied by bigger, stranger crearures has taught dark
goblins ro exploit whar few advantages they have: sheer
'r nimbers and malicious ingenuiry. The concept of a fair
hght is meaningless in their society. They favor ambushes
overwhelming odds, dirty tricks, and any other edge lh"
candevise.

Dark goblins have a poor grasp of strategy and are cowardly
by nature, tending to flee the field if a bartle turns against
them. With proper supervision, though, they can implement
reasonably complex plans, and in such circumstances their
numbers can be a deadly advantage.

Skills: Dark goblins have a +4 racial bonus on Move
Silently checks and Ride checks. Dark goblin cavaley
(mounted an worgs) usually select the Mounted Combat fear
in place of the Alertness feat, which reduces their Lisren and
Spot modifiers to +0 and +2 respectively.

DARK LION
Large Animal (Extraplanar)
Hit Dice: 5d&+10 (32 hp)
Initiative: +3
Speed: 50 fr. (10 squares)
Armor Class: 15 (-1 si
flar-footed 12
Y Base Attack/Grapple: +3/+12
¥ Attack: Claw +7 melee (1d445)
Full Attack: 2 claws +7 melee (1d4+5) and bite +2 melee
i« (1d8+2)
1 Space/Reach: 10f1./5 fi
Special Artacks: Pounce, improved grab, rake td4+2
Special Qualities: Darkvision 60 fi, hide in plain sight
resistance to cold 10, scent, superior low-light vision
Saves: Forr +6, Ref rill

+3 Dex, +3 narural), ouch 12,

Abilities: Str 21, Dex 17, Con 15, Int 2, Wis 12, Cha 6
Skills: Balance +7, Hide +11% Listen +5, Move Silemtly +17,
Spot +5

Feats: Alertness, Run

Environment: Plane of Shadow
Organization: Solitary, pair, or pride (6-10)
Challenge Rating: 4

A dark liay

Treasure: None

Alignment: Usually neutral evil
Advancement: 6-5 HD (Large)
Level Adjustment:

s from the darkness. Black, with a thick
ntane like a wreath of smolee, it looks as though tbweve made of the

shadows from which it came.

Anenormous feling eme

COMBAT

Dark lions prefer 1o attack from surprise, and often use
pack tacrics. They rarely attack erearures more than one size
category larger than they are, unless they have the ddvantage
of numbers

Pounce (Ex): 1f a datk lion chatges o foe, it can makea
Full artack, including rwo rake artacks

Improved Grab (Ex): To use thisability, a dark lion must
hit with its bite artack. It can then atrempt 1o starta grapple as

oF
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afree action withour provoking an artack of opportunity. Ifit
wins the grapple check, it establishes a hold and can rake
Rake (Ex): Atrack bonus +7 melee, damage 1d4+2
Skills: Dark lions have a +4 racial bonus on B
chiecks, a +12 racial bonus on Hide chécks, and a +10 racial
bonuson Move Silently checks, *Inareas of tall grass or heavy

alance

undergraweh, the Hide bonus impraves ro +20,

DARK UMBER HULK

Large Aberration

Hir Dice: 8d8+35 (71 hp)

Initiative: +1

Speed: 30 ft. (6 squares), burrow 30 fr.

Armor Class: 18 (—1 size, +1 Dex. +8 natural), touch 10,
flar-footed 17

Base Attack/Grapple: +6/+16

Attack: Claw +11 melee (2d446)

Full Attack: 2 claws +11 melee (2d4--6) and bite +9
melee (2d8+3)

Space/Reach: 10 fi./10 fi,

Special Attacks: Confusing gaze

Special Qualities: Darkvision 60 ft, hide in plain
sight, resistance to cold 10, superior low-light vision,
tremorsense 60 ft.

Saves: Fort +8, Ref +3, Will <6

Abilities: Str'23, Dex 13, Con 19, Int 14, Wis 11, Cha 13

Skills: Climb +12, Hide 49, Jump +5, Listen +11, Move
Silently +7

Feats: Great Fortitude, Multiattack, Toughness

Environment: Plane of Shadow

Organization: Solitary or eluster (2—)

Challenge Rating: &

Treasure: Standard

Alignment: Usually neutral evil

Advancement: 9-12 HD (Large); 1324 HD (Huge)

Level Adjustment: —
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BEHIND THE CURTAIN:

DARK CREATURES

The dark template is designed to be simple and flavorful. You
can easily apply it on the fly to add shadow-based creatures
ta the campaign. It's a simple, streamlined version of the
shadow creature template (see Manual of the Planes page 190
and Lords of Madness page 167).

The dark creature template should either add +0 or 41 to a
crealure’s CR. Some creatures won't gain much benefit from
the template. For example, a white dragan already has dark-
vision, superior low-light vision, and immunity to cold. It gains
a small increase to its already good speed and the ability to
hide in plain sight. This template won't appreciably increase
its CR. On the other hand, a creature such as a lion gains
greater benefit and likely merits a 41 increase to its CR.

Its |evel adjustment is low, making it a reasonable cost for
PCs. You might allow a player character with a strong connec-
tion to the Plane of Shadow to acquire this template in lieu of
a class level.

—————r~ b, W e, ~

A dark wnber bulk

.
This hulking, pawerfully built creatyre looks somethivg like @
cross between a great ape and a beetle. The low, rounded head|
dominated by a massive pair of mandibles and rows of triangula
teeth. 1t has two bigcompound eyes like a beetle's, with fwo smalley S8
eves like an ape’s in behveen. Black and gray armor plates cover
virhually all of its chitinous body, whose scattered feelers resemble
spitrse hair,

Dark umber hulks are massive creatures that dwell deep
benearh the earth of the Plane of Shadow. Ripping througls’
rock as though it were light underbrush, they rampage:
conrinuously, leaving destruction in their wake. They,are
found most often under hills and mountains.

An umber hulk stands roughly 8 feer tall and measures
nearly 5 feet across, weighing about 600 pounds: An umber
hulk can burvow through solid rock at a speed of § feer. It
does not leave a usable tunnel unless it chooses o do'se,

Dark umber hulks speak Terran.

COMBAT !
Anumber hulk can deliver blows powerful enough to crush
almost any enemy. In addition, its mandibles are strong
enough to bite through armor or exoskeletons with ease,

Despite its great bulk, a dark umber hulk is intelligent
It uses lighting conditions v good sdvantage. 1f the combar
occurs in darlkness, a dark umber hulk focuses its gaze firse
on opponents who can obviously see it—those that have
datlevision. [t brighter conditions, iris even more of a danger
because more creatures can see itand [all prey o its confus= i
ing gaze. When brute force won't avercome its enemy, it i &
more than capable of outthinking those who assume it to/be
astupid beast. Umber hulks often use their runneling abiligy
to create deadfalls and pits for the unwary.



Confusing Gaze (Su): Confusion as the spell, range 30
feer, caster level 8ch, Will DC 15 negates. The save DCis
Charisma-based

CREATING A DARK CREATURE

"Dark”is an acquired or inherited template tharcan be adc
toany creature (referred to hereafter as the base creature)

Darlk crearures tend to be much duller in color, with-more
gray and black skin tones and hair highlighrs, than their
Material Plane versions. In general, they also weigh less, asif
part of their very substance was mere shadow stuff.

A dark creaptire has all the base creature’s statis
special abilities except as noted here,

Size and Type: Type and size are unchanged, Dark crea-
HItes encountered away from the Plane of Shadow have the
extraplanar subtype.

Speed: As base creature, +10 feet to all modes of move-
ment,

]r.. Special Qualities: A dark creature retains all the special
i qualities of the base creature and also gains the following

cs and

ion 60 fr.

— Darky
— Hide in Plain Sight (Ex): Use the Hide skill even while
B8 being observed fexcept in natural daylight, the area of 3

daylight spell, or a similar ettect)

— Resistance 1o cold 10.

— Superior low-light vision.

Skills: Same as the base creature, p
Move Silently +6.

Environment: Changes to Plane of Shadow.

Challenge Rating: Same as the base cre
the base creature +1; see sidebar.

Alignment: Usually one step different from the base
creature, rarely good.

Level Adjustment: +1

us Hide +8 and

ature or same as

Large Aberration (Extraplanar)
Hit Dice: 11d8+55 (104 hp
Initiative: +7
Speed: 30 fr. (6 squares)
Armor Class: 20 (-1 size; +3 Dex. +8 natural), touch
4 12, flat-footed 17
\‘{' Base Attack/Crapple: +8/+18
Attack: Tendril <14 (1d8+6 plus slow}
Full Atrack: 4 tendrils +14 (1d8+6 plus slow) and
bire +11 melee (2d&+3 plus slow)
Space/Reach: 10 ft./10 ft. (20 ft. with tendrils in
shadowy illumination or darkness)
Special Attacks: Constrict 1dg+6 plus slow,
improved grab, slow
Special Qualities: Blindsight 60 ft., darkvision
60 ft,, regeneration 5, shadow pocket, step into
shadow
Saves: Fort +

e

8, Ref +6, Will <9

Feats: Alertness, linproved Initiarive, Multiartack,
Weapon Focus [tendril

Environment: Any underground or urban

Organization: Solitary

Challenge Rating: 7

Treasure: None

Alignment: Always chaotic evil

Advancement: 12-22 HD (Large); 23-33 HD (Huge)

Level Adjustmen

From the shadowy passage extends a dayk

entacle of inley blackness;
seenmingly too large Lo fitwithun the cornidar. A second follaws, then
a thivd, Bahund it, practically invisible in the ness, 15 a trunklike

body formed solely of writing tenlacles

An ephemeral hangman isan aberr
anomaly even among the strange

on born of shadow, an
atures of the Plane of
Shadow. It consists of dozens of black tendrils located around
a central maw. It normally stands uprighy, presenting a

appearance almost like thar of a dark and animare tree, but
it is capable of extending all irs tendrils at ance, spreading
itselFalmost flat. Using its ability ro enter places ordinarily




inaccessible to 4 cresture of its size, it hunts its prey—living
beings, particularly children and others too smalland weak
1o fight back.

Noone is cermin how the first ephemeral hangmen came
into being, although some sages suggest thar they were
originally the *shadow selves” of a creature such as the roper
somehowsgranted their own independent sentience

An ephemeral hangman is abour 12 feet rall when
standing upright, and weighs nearly 1,000 pounds. These
creatures speak rarely; when they do so, they use a dialect
of Undercomman.

COMBAT

An ephemeral hangman is an ambush hunter. Ir prefers o
lurk in dark areas that would ordinaily be too small for a
crearure of itssize to enter, and then strike avtinsuspecting
prey. Ir dislikes bright light, which prevents it from using
its regeneration, shadow pocker, and shadow step abiliries,
and ir flees if confronted with sunlight or spells such as
daylight.

Constrice (Ex): Onasuccessful grapple check, an ¢phem-
eral hangman deals 1d8+6 points of damage.

Improved Grab (Ex): To use this ability, a hangman
must hit a creature ar leastone size smaller than itself with
its rendril actack. [t can then artempt to start a grapple asa
free action without provoking an attack of opportunity. Ifit
wins the grapple check, it establishes a hald and transfers the
apponent ta its mouth as a free action automatically dealing
bite damage. Ahernatively, it can choose 1o constrict.

Regeneration: In areas of darkness or shadewy illu-
mination, only spells with the light descriptor and searing
light deal nbrmal damage 0 an ephemeral hangman. If it
loses a limb or a body part, the lost partion regrows in 3de
minutes. The creature can reattach the severed member
instantly by holding it to the stump. In areas of bright light,
its regenerarian ceases to function, and all attacks do normal
damage.

Shadow Pocket (Su): In areas of darkness or shadowy
illumination; an ephemeral hangman can At into a space
seemingly too small for it Ir can fit into & single 5-looat
square without raking any penalries for squeezing, It can
squeeze into an even smaller space, down o 2 2-1/2-foot
square, but doing this imposes the standard penalties
for squeezing through u space (DMG 29). When using its
shadow pocket ability, an ephemeral hangman gains a =4
circumstance bonus on Hide checks (not factored into the
statistics block).

1fan ephemeral hangman is ever exposed to light brighrer
than torchlight or a light spell while using its shadow packet
ability, it is immediately shunted o the nearest open space
large enough to hold i, raking 1dé points of damage for
every's feet so moved

Step into Shadow (Su): In areas of darkness or shadowy
illumination, three times per day an ephemeral hangman can
use step iinto shadow as a shadoweaster of 11th level,

Slow (Su); Anyone who is struck or grappled by an ephem-

eral hangman must make a DC 18 Will save or be slowed,
the spell. for 2d&rounds. The save DC is Chatisma-based,

Skills: An ephemeral hangman has a <8 racial bonus on
Hide and Move Silently checks, “It has 2 +4 circumstance
bonus on Hide checks when making use of its shado)
pocker ahility.

GENIE. KHAYA

Medium Outsider (Extraplanar)

Hit Dice: 8d8+40 (76 hp)

Initiative: +8

Speed: 30 ft. (& squates), fly 40 fi, (perfect)

Armor Class: 19(+4 Dex, +2 narural, +3 masterwork srudded.
learher), touch 14, flavfooted {5

Base Attack/Grapple: +8/+10

Artack: Scimitar <12 melee (1d6+2/18-20) or shortbow 1.
ranged (1d6/>3)

Full Attack: Scimitar +12/+7 melee (1d6+2/18-20) ptt
shortbow +12/+7 ranged (1d6/%3)

Space/Reach: 5 fi./5 fi.

Special Attacks: Sneak artack +3d6, spellike abilities

Special Qualities: Durkvision 60 fi., elemental enduranc
immunity fo cold, improved finesse, pass mito shadow
resistance to acid 5, elecrricity 5, fire 5, sonic 5, relepathy
100 f.

Saves: Fort «11, Ref +10, Will +7

Abilities: Str 14, Dex 18, Con 20, Int 14, Wis 13, Cha 15 8

Skills: Blufl #12, Concentration +12, Craft (any) 120
Diplomacy +6, Lsc.zpe Artist 414, Hide <14, Intimidate
114, Knowledge (the planes) +12, Listen-+11, Move 51 lentb[
+14, Sense Motive +11, Spot +11

Feats: Combat Casting, Combat Reflexes, Dodge, lmproved
Initiative", Weapon Finesse®

Environment: Plane of Shadow ¢

Organization: Solitary, company (2—4), orband (6-13)

Challenge Rating: 6

Treasure: Stundard

Alignment; Usually chaotic neurral

Advancement: 9=16 HD (Medium); 17-24 HD (Large)

Level Adjustment: +4

This being appears to be o nmscled, wiry human, His skin isa day
and duskey gray; Ins beard, pants, and vest of decpest black. Fis evesg
appear emply, nanght bl tunnels inta the darkest night.

The khayal dwell apart from the rest of geniekind, whom they
view with varying degrees of antipathy. They are particularly,
hostile roward the jann, with whom they have fought a hidden ™
and sporadic war for eons. Justas the jann are genies farmed
of all four elements, sages postulate that the frst khayal were!
elemental spirits that maserfalized ourside the four elements,
Lacking any form arall, they drifred around the periphery of
genie sociery, until they finally banded their emptiness w
the shadow of the elements. Whether this theory isaceu
or not, it is undeniable that the khayal consider themsely
apart from others of their kind.




Khayal look down upon most other races, including
humans and other humanoids, They think of these creatures
asweak and delight in deceiving them. Déception is a fine
artamong the khayal, who seem to have dishonesty in their
bload, They are consummare liars, but tradition demands
that should a “lesser being” ever confront one of the khayal
with irrefutable proof that the individual has lied to him,
the genie must then perform a service for that individual

In penance for being found out. OFf course, some khayal

¢cleave to this tradition with greater devotion than others

@ occasion, the khayal offer to t mortals who have

impressed them—often with their own abilities at dece

tion—or those with whom they share a common goal. In such
circumstances, the khayal always assumes a leadership role,

‘and might be surprised that the others don't simply accept

& him as superior.

)‘ Khayal are usually the size of tall humans, Eich speaks
Common, any one elemental language (Aquan, Auran,
Ignan, or Terran), and any one alignment language (Abyssal,

— Celestinl, or Infernal}.

COMBAT

Khayal are caurageous and swift combatants, confident of

their prowess and easily offended. They consider the concept
of a “fair fight” to be a ludierous one and malke frequent use
of their spell-like abilities, sneak artacks, and ambush tactics
Khaval are willing to retreat in the face of a los
but they find flight humiliating and hold grud;
those who drive them to ir.

Improved Finesse (Ex): Khayal can apply their Weapon
Finesse feat o any weapon they wield one-handed, even ifit
is not normally 4 light weapon

Shadow Bound (Su): Khayal cannot survive for long
away from the Plane of Shadow, If a khayal ever spends more
than 24 consecutive hours away from the Plane of Shadow,
it takes 2 points of Constitution drain. For each addirional
hour beyond 24 hours that 2 khayal remains away from the
Plane of Shadow, it takes another 2 points of Constitution
drin

Sneak Artack (Ex): Anytime a khayal's target is denied a
Dexterity bonus, or when the target is flanked by the khayal,
the khayal deals an additional 3dé points of damage, See
the rogue class feature of the same name (PH 50) for more
details.

Spell-Like Abilities: At will—bluck
3/dav—dusk and dawn, sight eclipsed; 2/dav—bolster (DC 15);
1/day—unibral body (1 hour durarion). Caster level sth

strugple,
5 Against

™y

candle, pass mio shadow

ey

* KHAYAL SOCIETY

Muosp khayal make their homes in the City of Onyx on the
Plane of Shadow. This is n community of twisted spires
and high minarets, prorruding in all directions and paving
10 heed 1o the laws of architecture or physics. The Malik
al-Khayal, the King of Shadows, rules the khayal from the
o Grand Palace of Endings. The ciry's marketplaces bustle with
allmanner of races and travelers, individuals who make use

Kbayal genic

of the Plane of Shadow as a byway between other planes, but
the center af the city is off limits to nonkhayal

The khayal penc
own race. A khayal thinks nothing of deceiving a human, an
elf, ora member of one of the other genie races, but he never
lies to anorher khay:
the khayal; the City

ant for deception does not extend to their

| Gender is a relarive nonissue among

of Onyx makes few distincrions berween
irs male and female citizens.

Other khayal communities exist across the Plane of
Shadow, They operate on similar principles, although rheir
rulers usually claim the title of emir. Nobody bur the true
king can claim the title of malik,
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Shadow lementals are creatures of living shade,
brought into being from the stuff of the Plane of
Shadow. Appearing as nebulous farms of evershifting
gloom, they lash out at living ereatures with smoky
tendrils as insubstantial as the darkness

These elusive crearures rarely roam the Mare-
rial Plane of their own free will; when they do, it
is almost exclusively deep underground, where
light has never touched. More frequently, they
manifest as servants summoned from the Plane
of Shadow. Although they are not harmed by
light, it causes them considerable discomforr.
and they doall they can o escape or snutfour
the hateful illumination. Similarly, shadow
elementals find the presence of living
beings not native 1o shadow to be disturb-
ing, although not nearly to the sume extent
as they do light itselfl When not under a
summoner'’s control, they make every effort
1o extinguish light and life both. They are 1s
obedient as any elemenral when summoned, however,
so most shadow elementals only behave as evilly as their

masters permit.

Shadow elementals understand the commands of their
summoners, regardless of what language they speak. Bevond
this, however, these creatures never seem to communicate
in any manner, and it is unknown whether they know any
language at all.

THE INCORPOREAL SUBTYPE

Creatures that are out of phase with the Material Plane might
possess the incorpareal subtype. The details of this subtype
are presented below, and supersede the descnptions in the
Dungeon Master's Guide and the Monster Manual

Incorporeal Subtype: Some creatures are Incorporeal by
nature, while others (such as those that become ghosts) can
acquire the incorporeal subtype. An incorporeal creature has na
physical bpdy. It can be harmed only by other incorporeal crea
tures, magic weapons or creatures that strike as magic weapons
and spells, spell-like abilities, or supernatural abilities. It has im-
munity to-all nonmagical attack forms. Even when hit by spalls,
including touch spelis or magic weapons, it has a 50% chance to
ignore any damage from a corporeal source (except for positive
energy, negative energy, force effects such as magic missile, or
attacks made with ghost touch weapans). Nondamaging spell
attacks affect incorporeal creatures normally unless they require
corporeal targets to function (such as the spell implosion) or
they create a corporeal effect that incorporeal creatures would

Tidus, by Daarken

normally ignore (such as a web or wall of stone spell). Although
itis not a magical attack, a hit with holy water has a 50% chance
of affecting an incorporeal undead creature

An incorporeal creature's natural weapons affect both incor
poreal and corporeal targets, and pass through (ignore) cor
poreal natural armor, armor, and shields, although deflection &
bonuses and force effects {such as mage armar) work normally
against it. Attacks made by an incerporeal creature with a non.
magical melee weapon have no effect on corporeal targets, and
any melee attack an incorporeal creature makes with a magic
weapon against a corporeal target has a 50% miss chance;
except for attacks it makes with a ghost touch weapon, which 8
are made normally (no miss chance).

Any equipment warn or carried by an incorporeal creature s
also incorporeal as long as it remains in the creature’s posses:
sion, An object that the creature relinquishes loses its incorpos 8
real quality {and the creature loses the ability to manipulate the 58
object). If an incorporeal creature uses a thrown weapon or aif
ranged weapon, the projectile becomes corporeal as soon a8
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Shadow Elemental, Small
Small Elemental
(Extraplanar, Incorporeal)
2ds (9 hp)

+4

Fly 40 fr. (perfect) (8 squares)
12 (+1 size, +1 deflection),
touch 12, flar-footed 12
/=3

lnmrporeni touch +2 melee
(1d4 plus 1d4 cold)
Incorporeal touch +2 melee

(1d4 plus 1d4 cold)
sTu/s i

Shadow mastery,

dusle and dawn
Blindsight a0 fr., elemental
traits, incorporeal traits
Fort+0, Ref +3, Will +0
10,
Int4,Wis 11, Cha 11
Listen +2, Spot +3
Imptoved Initiative

Plane of Shadow
Solitary
>

None
Usually neutral evil
3HD (Small)

Medium Elemental
(Extraplanar, Incorporeal)
4ds+8 (26 hp)

+5

Fly 40 fr. (perfect) (8 squares)
12 (+1 Dex, +1 deflection),
ouch 12, flarfooted 11

+3/43

Incorporeal touch +4 melee
(1de plus 1de cold)
Incorporeal touch +4 melee

(1dé plus 1dé cold)
sft/5f

Shadow mastery,

dusk and dawn

Blindsight 60 fr., elemental
trairs, incorporeal traits
Fort+3, Ref +5, Will <1
Str—, Dex 12, Con 14,

Int 4, Wis 11;Cha 11
Listen +3; Spot +4

Combat Reflexes, Improved
Initiative

Plane of Shadow

Solitary

4

None

Usually neutral evil

5-7 HD (Medium)

Shadow Elemental, Medium

Shadow Elementral, Large
Large Elemental
(Extraplanar, Incorporeal)
8ds+24 (60 hp)

6

Ely 40 ft. (perfect) (8 squares)
12 (-1 size, +2 Dex, +1 deflec
tion), touch 12, fat-faoted 10
#6410

Incorporeal touch <7 melee
(1d8 plus 148 eold)
2incorporeal touches +7
mElE{‘

(1d8 plus 1d8 cold)

o fr/wo b

Shadow mastery,

dusle ind daen

Blindsight 40 ft., elemental
traits, incorporeal traits

Fort +5, Ref+8, Will +2
Str—, Dex 14, Con 16,

Int 6, Wis 11, Cha 11

Listen +7, Spot +8

Alertness, Combar Reflexes,
Improved Initiative

Plane of Shadaw

Solitary

None

Usually neutral evil

9-15 HD (Large)

(bable continueed on next page)

it'is fired and can affect a corporeal target normally {no miss
‘chance). Magic items possessed by an incorporeal creature
Work normally with respect to their effects on the creature oran
nother target. Similarly, spells cast by an incorporeal creature
affect corporeal creatures normally.
An'incorporeal creature has no natural armor bonus but has
.adeﬂe:hun benus equal to its Charisma bonus (always at least
even if the greature's Charisma score does not normally
tovide a bonuis).

An incorpareal creature can enter or pass through solid ob-
rl\ ets, but must remain adjacent to the object's exterior, and so
ot pass entirely through an abject whose space is larger
its own. It can sense the presence of creatures or objects
thin @ square adjacent to its current location, but enemies
total concealment from an incorporeal creature that is
iside an object. In order to see clearly and attack normally,
le incorporeal creature must emerge. An incorporeal creature
n object has total cover, but when it attacks a creature
de the object it only has cover, so a creature outside with

a readied action could strike at it as it attacks. An incorporeal
creature cannot pass through a force effect.

Incorporeal creatures pass through and operate in water

as easily as they do In air. Incorporeal creatures cannet fall or
take falling damage. Incorporeal creature cannot make trip or
grapple attacks against corporeal creatures, nor can they be
tripped or grappled by such creatures,
In fact, they cannot take any physical action that would move
or manipulate a corporeal being or its equipment, nor are they
subject to such actions, Incarporeal creatures have no weight
and do not set off traps that are triggered by weight.

An incorporeal creature moves silently and cannot be heard
with Listen checks if it doesn't wish ta be. It has no-Strength
score, so its Dexterity modifier applies to both its melee attacks
and its ranged attacks. Nonvisual senses. such as scent and
blindsight, are either ineffective or only partly effective with
regard to incorporeal creatures, Incorpores| creatures have an
innate sense of direction and can move at full speed even when
they cannot see.




COMBAT

R e i
Shadow Elemental, Huge  Shadow Elemental, Greater ~ Shadow Elemental, Elder
Huge Elemental Huge Elemental Huge Elemental
(Extraplanar, Incorporeal)  (Extraplanar, Incorporeal) (Extraplanar, Incorporeal)
Hit Dice: 16d8+64 (136 hip) 21d8+84 (178 hp) 24d8+96 (204 hp)
Initiative: +8 9 +10
Speed: Ely 40 fr. (perfect) (8 squares)  Ely 40 ft. (perfoct) (8 squares) Fly 40 [t. (perfect} (8 squares)
Armor Class: 13 (2 size, +4 Dex, +1 14 (=2 size, +5 Dex, +1 15 (=2 size, +6 Dex, +1
deflection), touch 13, deflection), wouch 14, deflection, touch 14,
flat-foated 9 flar-foated 9 flar-footed 9
Base Attack/Grapple: +12/+20 15423 +18/426 1
Attack: Incorporeal touch +15 melee  Incorporeal wouch +19 melee Incorporeal totich +23 melee |
{2de plus 2d6 cold} (2dé plus4dé cold) (2dé-plus sdé cold) .
Full Attack: 2incorparenl touches +15 2incorporeal touches +19 2 incorporeal touches 423
melee (2dé plus 2dé cald) melee (2dé plus 4d6 cald) melee (2dé plus 6dé cold)
Space/Reach: 15 fe/15 fr. 15 f./15 fr. 15 ft./15 fi,
Special Attacks: Shadow mastery, Shadow mastery, Shadow mastery,
dusk and dawn dusk and dawn dusk and dawn
Special Qualities: Blindsight 60 1., elemental Blindsight 60 fr., elemental Blindsight 60 ft., elemental
traits, incorporeal traits traits, incorporeal traits traits, incorporeal traits
Saves: Fort +9, Ref +16, Will =5 Fort +11, Ret +19, Will =7 Forr +12; Ref'+22, Will 10
Abilities: Str—, Dex 18, Con 18, Str—, Dex 20, Con 18, Str—, Dex 22, Con 18,
Inté, Wis 11, Cha 11 Inr 8, Wis 11, Cha 11 Int 10, Wis 11, Cha 11
Slkills: Listen +11, Spot+12 Listen 14, Spor 414 Listen 429, Spot +29
Feats: Alertness, Combat Reflexes,  Alertness, Combat Reflexes, Alertness, Combat Reflexes,
Tlyby Attack, Improved Daodge, Flyby Artack, Dodge, Flyby Attack,
Initiative, Lightning Improved Initistive, Improved Initiative, Iron
Reflexes, Weapon Focus Lightning Reflexes, Mobility, Will, Lightning Reflexes,
(incorporeal tauch) Weapon Focus (incorporeal Mobility, Weapon Focus
touch) (incorporeal touch)
Environment: Plane of Shadow Plane of Shadow Plane of Shadow
Organization: Solitary Solitary Solitary
Challenge Rating: ] 11 13
Treasure: None None Naone
Alignment: Usually neutral evil Usually neutral evil Usually neurral evil
Advancement: 17-20 HD (Huge) 12-23 HD (Huge) 25-48 HD {Huge)
Level Adjustment:  — — -

\When confronting a threar or light-bearing creatures, shadow
elementals slash at foes with freezing tendrils of absolute
darkness. If possible, they retreat fram combar in lighted
areas, or blot out light sources with dusk and dawn. 1o gain
the advantages of their shadow mastery power.

Shadow Mastery (Ex): A shadow elemental gains 2 +1
bonus on attack rolls and damage rolls if borh it and irs foe

are in an area of darkness or shadowy illuniinartion. While
in anarea of bright light (such assunlight or that caused bya
daylight spell), shadow elementals take 1 —4 penalry on artack
rolls and damage rolls.
Dusk and Dawn (Su): Three times per day, a shadow
elemental can use dusk and dawn, as the mystery. It has a
caster level equal to one-halfits HD,




ORCANIZATIONS

section derails three important organizations associated
with shadow magic.

Wﬂommr. for we slmll see its ond.”
—Silious Roh, Nightshader

e Nightshade Covenant opposes the light and its presence
- ¢ Plane of Shadow. Consisting of
drow exiles, shadar-kai, dark ones,
and undead, its factions threaten

to tear the group apart.

OINING THE
CHTSHADE

COVENANT
The Nightshade Covenant recruits
shadoweasters and others wha
employ shadow magic. It accepts
rogues, assassing, and rangers of
questionable morals, for these
~ characters have ralents with stealth

and subrerfuge.

ENTRY REQUIREMENTS

Special: Native to the Plane of
Shadow or light blindness, light
sensitivity, or vulnerability ta
sunlight racial trait

Spellcasters, shadowcasters especially,

lead the Nighishaders, directing the group's efforts to purge
‘the light. Stealthy characters are spies and terrorists, striking
where least expected. Finally, when muscle is needed, the
Covenant turns to rangers and occasionally undead,

NIGHTSHADE COVENANT
ENEFITS

Members of the Niglrshade Covenant have access to certain
kinds of equipment and services.

teduced price.eharging only 75% of the list price. They do
_not minufacture or supply irems that generate light.

The Covenant relies on a steady stream of information,
“and so it monitors movement across the Plane of Shadow,
~ lvoking for potent spellcasters and unusual phnnnmeuun
‘Asa resulr, characters joining this organization gain a +
‘bonus on Garher Informarion checks and on l\nowlr.-du'
l (the pianes: checks for information that specifically relates
tothe Plane of Shadow.

Symbal of the Nightshade Croenant

PLAYING A MEMBER OF THE
NIGHTSHADE COVEN

As a Nightshader, you oppose hghr. 'l‘hls doesn’t make you
evil, just committed to the organization and its ends. The
shadows protecr and hide you, and you rake comfort in their
depths.

Few established Nighishaders spend timein the Covenant’s
citadel. Most prowl the Plane of Shadow, monitgring the
movements of interlopers and quenching light wherever it
shines, Against fortified enemies, you and your comrades
mount terrorist strikes, slipping in under the cover of
darkness, destroying lighr sources, kidnapping influential
citizens, and being general nuisances,

Depending on your faction, you might receive orders from
the zealous Brothethood of the

Blinded Sun, the Shadar-Kai Ini-

tiative, oreven [rom one of the

many drow houses controlling
much of the'Covenant's leader
ship. Each faction has different
interests, and you do best when
you know what they are.

COMBAT
You rarely fight fair. Use dark-
ness 1o concedl your movements,
stage elaborate ambushes, and
implemenr whatever tools you
have ro succeed. Against unsus-
pecting foes, you mightsuddenly
extinguish all light,slip behind
enemy linesand make liberal use
of shadow essence, sneak artacks,
or damaging spells,
Alrernatively, you might band
with a few nllies: Havinga few heavy
hitters along can keepthe tougher foes
atbay, giving you the chance to eliminate the enemy spellcas-
ets with ease. Bven in these larger units, gather inrelligence
about your enemy before striking.

When the situation demands a larger offensive, you might
be part of a scouting unit, It's your responsibility to find ways
inand ways out of enemy strongholds. Once you've examined
the bartlefield and reported to your leaders, you and others
vou embed yourselves inside your enemy’s territory,
ng from behind while your undead allies arrack

The Covenant provides to its members magic items at a ADVANCEMENT

You naver choose to become a Nighrshader; rather, the Night-
shade Covenant chooses you. In the months preceding your
first conract, the organizarion places you under surveillance.
It puts you into dangerous situations 1o see how you react.
Spies are constantly nearby, always warching. weighing,
and assessing. Once you meer the Covenant's standards,
members kidnap and drop you off in some deadly and dark
hellhole, leaving you to find your own way back. This is your
final trials success in escaping guarantees that you will gain
membership,

=
=
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When you become a member, the Nightshade Covenani
expects you to continue as before, living your life, undernale
ing adventures, and doing what you ordinarily do. As you
climb the ranks, you lose more and more of your freedom,
but you rale command of units and missions.

Being a Nightshader requires you to choose a faction. Many
groups elamor for contral over the Covenant, from extremist
elements who would see the Nightshade Covenant push into
other waotlds, to the conservative and reasoned approach of
simply defending the Plane of Shadow. Occasionally it’s best
to take the middle road, using the infighting between factions
to further your own agenda,

MISSIONS
As a Nightshader, you spend your time exploring the plane,
quenching light where you ind it. You follow leads by ralking
to natives and occasionally make raids into the strongholdsof
light-Jovers. Alchough you would rather escort these trespass-
ers off the dark plane, sometimes you have to fight,

THE N]GHTSHADE COVENANT
IN THE WORL
“Nosy peons, telling ushaw to live and what todo. .. the Nightshad-
ors are a menace. We Votariesof Vecna kil thism slowly whanever
andd wherever we find them. ™
—Academician Drake, lich and Votary of Vecna

The Nightshade Covenant is an excellent nemesis or potential
ally for campaigns featuring extensive planar travel. Night-
shaders can act as guides or as reccurring foes, harrying
PCs as they cross through the Plane of Shadow. Facrions
within the organization also want to extend their influence
1o ather planes. They regularly send raiding partiesonto the
Material Plane,

Nightshaders act independently or in small cells, with their
technigues varying depending on the operative or group.
For example, a group of Nightshaders ights in Balefire, one
of the plane's few populated cities, raiding it to destroy the
place’s light. Other groups patrol major byways, watching for
light-bearers and escorring them off the plane.

i ACdR e .

THE LICH MYSTERY USER

Mystery users do not truly cast spells, and are thus incapable
of becoming standard liches. The lure of undeath is insidious,
however, and evll practitioners of shadow magic have long
since modified the rite ta create the proper phylactery. The
result is the shadow lich, a form of the lich template available
to mystery users. A shadow lich is identical to a standard lich
Inall mechanical respects, except that it casts mysteries rather
than spells. A shadow lich appears either as a skeleton made
of black bones, or as an emaciated being covered in ash-gray,
parchmentlike flesh. Many shadow liches use a gem of night
when creating their phylactery. Although they must shape the
gem into 2 new form, the magic of the rite allows the ilem
to retain its standard properties, as well as functioning as a
phylactery,

The most inﬁuenfml faction in the nrg:mjz.uiun is

light pmhksehe organization 1o mkf a hostile artitude agai
other planes. Members of the Brotherhood believe that attl
end of all things, shadow swallows light; and it's their duty
to bring this abaut. Of course, not all Covenant membei
subscribe to this view. Some believe they should serve
plane and keep it pure, while others harbor 4 deeper gi
using the shadow 10 perpetrate their revenge against ce
races or creanires,

The competing view began with the Covenant's foundi
when drow exiles first encountered the shadar-kai (see pai
150 of Fiend Folio), a race of fey creatures whose essential
nature is tied 10 the darkness. After a few bloody bartles, the
two races forged a peace, bound in their combined harred
af light-lovers. But the tensions did not end there. The drow
sought to use their newfound allies to mounr:an offensive
against their former homes. The shadar-kai and ather mem="
bers of the Covenant, such as the dark ones (see page 37 of
Fiend Tolio), were concerned only with preserving the darks
beaury of their native plane

NPC REACTIONS
Individuals native 10 other planes, especially the Material
Plane, are unfriendly or hostile if they have previously s
fered at the Nighrtshade Covenant’s hands. Creatures native
tothe Plane of shadaw see them as champions, being at lea
indifferent or even friendly.

The Vararies of Vecna have no concern for the Nightshader
and their mission, seeing the Datklands as the truest express
sion of the plane's nature. The Covenant doesn't interfere.
with the Voraries, for many of its cells use undead, but the
Votaries' naked malevolence puts these two groups at odds,

NIGHTSHADE COVENANT LORE

Characters with ranks in Knowledge (the planes) ¢an research
the Covenant to learn more about it. When a characrer makes
askill check read or paraphrase the following, including the
information from lower DCs.

DC 15: The Nightshade Covenant works to destroy light
wherever it appears on the Plane of Shadow. B

DC20: Dark ell exiles and shadar-kai founded the
Covenant.

DC 25: One faction, the Brotherhood of the Blinded Suig
wants to extend the Plane of Shadow to all worlds, and it
highestranking members are dark elves, !

A bardic knowledge check can reveal the same informa-
tion ns these Knowledge checks, but in each case the DC i
5 higher than the given value

NIGHTSHADE COVENANT CITADEL
This fortress bristles with towering spires of basalt stons,
each rwisting upward into the perpetual gloom of the Plane
of Shadow., Siruated high in a range of shadow-drenche
mountains, it exists in absolure darkness, with no lights and
nothing 1o suggesi anyone lives there ai all.
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Blind gargoyles, maws opened wide, decorate the citadel.
* No windows offer glimpses to the inside. Doors are weirdly
 placed on the exterior walls, seemingly ar tandom on every
LEL Overhead, shadow dire bats flutter and squeak, looking
ey

e citadel stands at the site of the pact made berween
the drow and the shadarkai. Bule from the dark rock
svalent throughour the plane, it is a rare testimony 1o the
architectural skillsof the plane’s inhabitants. For those seek-
contact with the elusive Nightshaders, this stronghold
ideal goal, even if the road 1o this place is hidden and
lous,

Even afrer finding the citadel, characters must contend
its guardians. Terrible things protect the stronghold,
hadow beasts 1o Nightshader patrols and their shadow
- mastiffs. The citadel has tight security, and the guards do not
tolerate trespassing. One or more of the Nightshade Cove-
nants leaders always inhabits one of the spires, directing the
activities of the organization for their sinister purposes.

THE NIGHTSHADE COVENANT
! THTHE CAME

The Nightshade Covenant initiates all encounters with PCs,
~ facuthat helps the DM conceal the existence of the organiza-
tion, even if characters have previously exploved the Plane of
~ ‘Shadow or worked extensively with shadow miagic, At some
“point characters with 4 connection 1o shadaw atreact the
attention of this group,

Beinga partof the Nighrshade Covenant offers grear oppor-
tunities for adventure, The more missions PCs undertake,
the greater their prominence, allowing them to make maore
‘important decisions and perhaps evenrually rise 1o a position
of leadership.

ADAPTATION

1£ your campaign setring doesn't feature a Plane of Shadow,
youcan still use the Covenant. Maybe the Covenant operates
in the Underdark. In the Forcortes ReALms serting, it can
work just as described, but you can strengthen the connection
between the organization and setting by making the drow
members former priestesses and followers of Lolth, who fled
the Material Plane after their deity fell silent.

E ENCOUNTER
Whe'n constructing an encounter with Nightshaders, make
sure you featute a good mixof extraplanar characrers, such as
- shadarkaiand shadowswyfts. Also, encaunters with this orga-
nization should always feature at least one shadowcaster.
EL9: Silious Roh is amiddle-tier member of the Covenant
who joined because his facher was 1 member. Having inher-
ited hi‘s father's hatred for lightloving creatures, he mkes
- special pleasure in blinding his enemies before taking them

SiLious RoH
Male drow shadowcaster 7/fighter 1
NE Medium humanoid (elf)
Init +1; Senses darkvision 150 ft., Listen +4, Spot +14
Languages Abyssal, Common, Dracenic, Drow Sign
Language, Elven, Undercommon
AC 23, touch 11, flat-footed 22
hp 30 (8 HD)
Immune sleep
SR19
Fort +7, Ref +3, Will +5 (+7 against spells and spell-like
abilities)
Weakness light blindness
Speed 20 ft. (4 squares)
Melee mwk longsword +8 (1d8+2/19-20)
Base Atk +4; Grp +6
Atk Options poison
Combat Gear Z doses of drow knockout poison (DC 13,
unconsciousness/unconsciousness for 2d4 hours), dust
of illusion, pation of cure light wounds
Mysteries Known (CL 7th}:
Apprentice paths
3rd—killing shadows (spell-like, 6/day, DC 18 ar DC 20
at night; CL 9th)

2nd—piercing sight (spell-like; 2/day, CL 9th), thoughts
of shadow (spell-like, 2/day)

st—bend perspective (spell-like, 2/day, CL 9th),
mesmerizing shade (spell-like, 2/day)

Fundamentals
O0—arrow of dusk (supernatural, 6/day, +5 ranged

touch}, caul of shadow (supernatural, 3/day),
shadow hooed (supernatural, 3/day)

Spell-Like Abilities (CL 8th):
1/day—dancing lights, darkness, faerie fire

Abilities Str 15, Dex 12, Con 10, Int 16, Wis 10, Cha 18

SQ sustaining shadow (eat 1 meal/week)

Feats Alertness, Greater Path Focus (Eyes of Darkness),
Nocturnal Caster (Eyes of Darkness), Path Focus (Eyes
of Darkness), Weapon Focus (longswotd)

Skills Concentration +10, Intimidate +9, Knowledge
(arcana) 13, Knowledge (the planes) +13, Listen =4,
Search +5, Spellcraft +15, Spot +14, Survival +0 (+2 on
other planes)

Possessions combat gear plus +1 full plate, +1 heavy steel
shield, gauntlets of ogre power, masterwork longsword

CR9

“Only e know the truth of shadow magic. All others are impostors™
—Yezen Trueweave, Lard of the First House,
Parltament of Shadows

The Tenebrous Cabal is a powerful organization governing
the pracrice of shadow magic. In the Bleak Academy, it trains
apprenticesand works to petfect their understanding of this
unusual form of magic.

JOINING THE TENEBROUS CABAL
The Cobal accepts mystery users and spelleasters who make
liberal use of illusion (shadow) spells. Those who have




adopted shadow magic prestige classes make particulacly
good members.

ENTRY REQUIREMENTS
Skills: Spellcraft 4 ranks
Shadowcasting/Spellcasting: Ability to use fundamentals
of shadow or ability to cast one arcane spell of the shadow
subschoal

Would-be apprentices exhibiting a knack for shadow magic
present themselves before the governing bady, the Parlizment
of Shadows (or a representative body such as the one an Fark's
Road; see page 175]. 1f accepted, the student starts school,
exploring every facer and applicarion of magic in excru-
ciating detail. During these early vears,

the professors develop the students’ .
natural wlents, guiding them toward '
a particular parh of study.

TENEBROUS CABAL
BENEFITS
As a full-fledged academy, the Ten-
ebrous Cabal can access rreasures
and services, of which its mem-
IJETS tnke fll“ advan!:lgr:‘
The Cabal loans magic items to
its members, up 1oa value of 1,000
gp ¥ the member's caster level.
Members can purchase at half
price any magic item that requires
a mystery or an illusion (shadow)
spell for irs creation
A memberof the Cabal receives
free passage on planar galleys,
grear constructs designed to breach
the boundaries and travel through
the Plane of Shadow to other destina-
rons.

PLAYING A CABALIST
The Cabal has a litany of rules and regulations, and the rrain-
ing is difficult, butevery harsh lesson hones vour talents
you develop yourskills, you relish the opporrunity to imp
your betrers, and maybe, one day, sit on the Pacliament.
Being a Cabalist is much like being a part of a wizards
guild. You have a responsibility to the order. In exchange for
your commitment, you receive unparalleled taining, access
to restricted knowledge, and tutoring from rhe best scholars
of shadow magic available.

COMBAT

Asan organization of casters, you rely entirely on magic in
abartle, Exploiring shadow magic as your principal mode of
artack and defense allows you ro defeat the expectarions of
your enemies

You fice the same limitations as other casters. Having fewer
hit points and few combar capabilities makes you vulnerable
in bigger bartles. Paiv up with a well-armed and well-armored

Symbol of the Tewvbrons Cakal

fighter ro enhance your defenses, Against bigger numbersy
make use of other Cabal members, combining your artacks
with theirs to eliminate small groups at a time.

ADVANCEMENT
The Cabal is #n open organization, offering membership:
1o any caster with the proper abilities. After joining; you's
undergo rigerous training under different mentors, eal
specialized in a different subset of abilities. This process
allows the Cabal to learn your natural inelinarions, guiding
you to the proper paths.

Afiergyear of training, the school assigns you to a personal
mentor under which you study insmaller classes. Everything -
youdo during these formarive years furthers your natu-
ral gifts and refines them into worthwhile,

abiliries.
After graduation, you maintai
connections with the Cabal for the
rest of your life. You could spend time =
teaching classes oreven make a bid for

a seat in the Parliament. Even if yo

areonly tangentially connected to the

Cabal, you can always take advantages

of their resources.

MISSIONS
The Cabal wants new talent. Ye
might be part of group of Testers
traveling across the Material Pla
to find children with the ability t
manipulate shadow magic, and
so, convince their parents to send”
the prospective studenr to the Bleak
Academy. Or, you might fight against
lhDSl‘ “'hl‘ misuse Sl‘h‘ldﬂ“‘ mﬂgi\:. ﬁ'ﬂﬁl
as the Votaries of Vecna:

THE CABAL IN THE WORLD

“Foolish busybodics—their arvagance 15 eclipsed only by their
ambition,”
—Leonel Felldawn, Regent of the Arcane Order

When incorporating shadow magic into an ongoing cam=
paign, many players will want to develop mystery-using
chiractersor begin new ones, The DM can use the Tenebrous
Cabal to make this happen. Player characters could be part of t
asecretive and larger body of mystery wielders; spreading out
into the world searching for others like themselves.

The Tenebrous Cabal is a large network of likeminded
individuals, all committed o the advancement of their craft.
Although all train arthe Bleak Academy, only a few mystery,
users and spellcasters remain there. Most leave, returning on,
occasion to share information, learn new insights, or seekan™
audience with the Parliament of Shadows. ‘

Although membersare free to come and goas they please; |
as long as they are pari of the Cabal, they are still subject tg
the edicts from the Parliament. This governing body consists
of the very best, or ar least the most influential. members




~ They convene two times a year to discuss news and manage
'Jhb tedious affairs of running and funding the Academy.
Mast Cabalists concern themselves little with the politics
of their organization, Those with no eye foradvancement, but
ing an appreciable talent with shadow magic, stay on o
ch. Others travel the Marerial Plane, pursuing their own
.Hm'fsﬂ but always watching for others who have the knack
for the art.

o REACTIONS

ional spellcasters view the Tenebrous Cabal's structured
ing as oppressive, and the products of that rigorous
ing as brainwashed fools, Most arcane spellcasters
are of the Cabal are unfriendly. Most good characters see
ists as evil, thanks to the association that shadow has
with foul creatures. Paladins and good-aligned clerics are
L always unfriendly,

BROUS CABAL LORE

Ghamclers with ranks in Knowledge (arcana) can research
~ theTenebrous Cabal w learn more about it. When a character
makes askill check, read or paraphrase the following, includ-
Ing the information from lower DCs.

DC 15: A Cabalist isa caster who specializes in a rare form
“af magic called shadow magic.

DC 20: The Tenebrous Cabal operates out of the Bleak
‘Academy, a great schoal where apprentice shadowcasters are
trained.

DC 25; Cabalists are always searching for new ralent 1o
~add to their ranks, and so their members always watch for
children with some magical ability.

Abardic knowledge check ora Gather Information check
 {ina community with a wizards guild) can reveal the same
information as these Knowledge checks, but in each case the
DC is 5 higher than the given value.

'HE BLEAK ACADEMY

The heart of the Tenebrous Cabal is the Bleak Academy on
e Marerial Plane, The Cabal makes the most important
ﬂwsionstbere and trains future shadow magicians. Although
rge school, it remains well hidden.
The Bleale Academy lies inside @ mountain, its entrance
marked by huge statues flanking a pair of black doors. The
= entry is carved with glyphs and other protective magic.
Inside is a warren of halls and rooms, built in the dwarven
style of architecture. The Academy has four major regions.
. The dormitories house the students and can hold one hun-
d apprentices comfortably. Classrooms are adjacent 1o
the dorms, with the professors' apartments flanking them
e finery of these rooms pales next to the Parliamentary
1l—the darkened meering room where the heads of the
ool convene. This place is like a grear bowl, with row
ting all around and facing the Speaker's Platform at the

Qhe B!eﬁk Academy was once a dwarven outpost whose
on fell to mind flayers, Afterir had been abandoned
for hundreds of years, the Cabal cleansed the place of squar-

tevs and assumed control. What the Cabalists don't rell the
students and many of the professors is thar the caverns to
the Underdark remain open, and periodically some harror
emerges to snatch guards and students before retreating to
the depths to feast on its shrieking meal,

Aside from the high-level shadowcasters and other mys-
tery users responsible for instructing the apprentices; the
Academy employs many guardians (more than g few are
shadowblades) 1o watch the tunnels, the main gate, and patrol
the region surrounding the site.

THE CABAL IN THE GAME

If you're thinking about introducing shadow magic 1o your
campaign, the Cabal presents a grear vehicle for this. The
Cabal can be an anonymous group not previously ¢ncoun-
tered. If a PC has interest in the shadowcaster class, he or
she can research the organization and seek out the Bleak
Academy.

Once invested, PCs can climbithe ranksaslong as they are
sufficiently talented. Characters learn from the faculry, make
important allies, and, if they advance high enough, join the
Patliament to help guide the Cabal in new directions.

ADAPTATION

The Cabal's welcoming nature helps you incorporare this
group into many kinds of campaign settings with'ease. In the
Forgoren Rearss setting, the Cabal could be an ourgrowth
of spellcasters who found a better and more efficient way 1o
manipulate the Shadow Weave. 1n the Ezepkon setting, they
could have ties to the Arcane Congress of Aundair, perhaps
even being a faction within it

SAMPLE ENCOUNTER
Should the PCswind up opposing the Tenebrous Cabal, they
are in for 4 long fight, The Cabal protects its own. Combar
against the Cabal usually means dealing svith several shad-
owcasters, all derermined 1o showcase their impressive array
of shadow magic abilities,

EL 10: Yezen Trueweave is one of the most famous instruc-
tors at the Bleak Academy. He has personally recruired more
than twenty shadowcasters into the group. Also a Third Lord
in the Parliament of Shadows, he enjoys much success in his
station,

YEzeN TRUEWEAVE CR10

Male gnome shadowcaster 10

LN Medium humanoid

Init +1; Senses darkvision 30 ft., low-light vision; Listen +3,

Spot +11

Languages Comman, Draconic, Elven, Gnome

AC 13, touch 12, flat-footed 12; +4 AC against giants

hp 55 (10 HD)

Fort +9, Ref +4, Will +8; +2 on saves against Illusions

Speed 20 ft. (4 squares)

Melee mwk heavy mace +5 (1d8-2)

Base Atk +5; Grp -1

Atk Option +1 on attacks against kobolds and goblinoids

Special Actions Reach Mystery




Combat Gear elemental gem (fire], gem of night
Mysteries Known (CL 10th)-
Apprentice paths
3rd—afraid of the dark (spell-like, 2{day, DC 17), sharp
shadows (spell-like, 2/day), umbral touch (spell-like,
2/day, +5 melee touch, DC17)
2nd—flesh fails (2) (supernatural, 4/day, +5 melee
touich), sight eclipsed (spell-like, 2/day), thoughts of
shadow (spell-like, 2/day)
1st—life fades (spell-like, 2/day, +5 melee touch, DC 15)
mesmerizing shade (spell-like, 2/day, DC15), steel
shadows (spell-like, 2/day)
Fundamentals
0—arrow of dusk (supernatural, 3/day, +8 ranged
touch), caul of shadow (supernatural, 3/day), mystic
reflections (supernatural, 3/day), shadow hood
(supernatural, 3/day), sight obscured (supernatural,
3/day)
Spell-Like Abilities (CL 1st):
1 /day—dancing lights, ghost sound (DC15),
prestidigitation, speak with animals (burrowing mammal
anly, duration 1 minute)

Abilities Str 6, Dex 12, Con 15, Int 15, Wis 12, Cha 18

SQ sustaining shadow (eat 1 meal/week, sleep 1 hour/day)

Feats Favored Mystery (flesh fails) (3), Reach Mystery,
Weapon Focus (melee touch)

Skills Cancentration <15, Hide =9, Intimidate +9,
Knowledge (arcana) +5, Knowledge (the planes) +5,
Listen +3, Move Silertly <11, Spellcraft +-6, Spot +11

Possessions combat gear plus masterwark heavy mace,
amulet of niatural armor +1, cloak of Charisma +2, gloves
of Dexterity +2, boots of elvenkind

H,

“They killed tts. Thiy sent s beyornd. But we are better for it."
—Geotfrey Moer, Votary of Vecna

The Votaries of Vecna is a group of undead necromancers
whoexiled themselves to the Plane of Shadow. Ln time, they
turned to the dark god Vecna and the secrets of shadow magic
to advance their power. These spellcasters are thoroughly
evil using othersas wols for their wicked ends,

JOINING THE VOTARIES OF VECNA
The easiestwayto join the Voraries is to be undead and to have
some talent with magic. The Votaries respect necromancy,
but shadow magic is cheir true calling The Voraries are
especially interested in having children of night (see page
117} join the group.

EnTRY REQUIREMENTS
Alignment: Any evil
Skills: Spellcraft 8 ranks
Special: Undead type or worshiper of Vecna
Special: Caster or mystery user level 1st

Votaries allow only casters to join their organization, so
nearly all their members are liches. Even the lowliest mem-
bers are casters of some means,

' VOTARIES OF VECNA BENEFITS

A living candidate can approach the Votaries, and if thar =
individual is found worthy, the members kill him ina spec-
tacularly brutal fashion before sending the corpse into the
Darklands to be animated by that place’s negarive energies
The children of night are exceptions; their unusual nature is -
asubject of great interest for many ranking members and; as
such, children of night who qualify to join the organizatiol
are allowed 1o live:

Membership in the Votaries provides ample benefits for
those with the power to use them, including decess 1o magis =
cal goods and to some of the most dangerous secrets in all
the planes,

The Votaries know the location of many planar portals,
Membership in the organization grants knowledge of their
locations and destinations.

Votaries have access wall sorts of forbidden lore. In facty
rumor holds that in the bowels of the Black Spire liesa great
library filled near 1o bursting with ancient and terrible vol
umes, including the dreaded book of vile darkness. Memben
researchingat the Black Spire gaina +4 bonus on Knowle
checks.

PLAYING A VOTARY OF VECNA
To become a member of the Votaries of Vecna, you left behind
everything you previously cherished in a quest for power. Yo
now know terrible things, perverse magic that pushes yous
physical shell's boundaries. Undearhis a new road to wal
and with each step, your power grows.

You embrace death, sensing the magic available in the
Datklands: Through the knowledge you arrain, you develop:
remarkable abilities with magic, becoming a terrible force:
in the planes. L

COMBAT
You don'e seek bartle; you keep to yourselfand your studies:
1f you must fight, use spells and abilities to protect yourself
until you can escape und return later when your enemy lets,
down his guard. Then. take your revenge.

Sometimes you can't escape. Your opponents can be craft;
closing off all your tried and rrue routes. 1f so, use minions,
Always keep an assortment of undead servants at hand, o
failing thar, 1 group of suitably cowed slaves. You won't
sarry when your minions bear the brunt of the artacks, givin
you time to mount a suitable counterattack or to escape,

In larger battles, take advantage of other group members,
but take no risks. Let your compatriots shoulder the burden
of defense.

ADVANCEMENT y
You are elitist, accepring only those who give their souls 1 |
unlife or who are rainted by shadow. Even then, you don't
tolerate fools or lowly undead such as ghouls, zombies, an;’
other chartel. Those not meeting your lofty ideals find thy
fare at the bottom of the Bleak Sea—a vast quagmire
necrotic sludge thar kills and animates flesh,




Once you are-a member, your existence is no easier. Every
day is a fight forsurvival among your rivals vying for domi
nance in the shadowy halls of their tower, the Black Spire
~ The groupis rreacherous, its members rurning on one another
i an instant. Survival, not training, is the objecrive.

With every passing year, you advance in prestige. Atmacks
~ from other Votaries lessen as fear and respect blossom with
each thwarted atrempr to destroy you. Don't let this respite
foal you. Expect mare inventive threats by those who would
- supplant you. Preemptively attack anyone who is experienc-
T mg a-meteoric rise, destroying the rival before it destroys

- you.

might go on expedinions
[0 Fecover ancient manuscripts,
such as lost spellbooks or pow-
rful tomes. If information is
* beyond reach, you work behind

~ the scenes, fomenting war,

plague, or some other calamity

to loosen the defenses, giving
you the opporiunity o snaich
the object of your search,

OTARIES OF VECNA
THE WORLD
“The Voltaries ave a threat lo every-
ane, yol just those wha practice
shadow magic”

—Liereal Darkweaver,
Lord of the Second House,

Parliament of Shadows

:l"he Votaries of Vecna isan organization

of deprhless evil. Each member operates independently, as
every Votary commits to himsell first and the organization
second,

Spawned from a group of necromancerswho served the
infamous demilich Acererak, they fled to hide, regroup, and
devise a plan to strike back. However, with the knowledge
awarded by Vecna, the Votaries abandoned their goals o
broaden their understanding of magic.

Steangely, they never had a strong connection to shadow
magic, at least not until their enemies sacked their home
Originally, they clustered around a tersible hill shaped like
a skull, in which legend held a terrible demilich lurked,
one whose lairayas so riddled with traps that hundreds of
adventurers died there. Finally, a band of heroes overcame
the Tomb of Horrors, putting the lich, Acererak, to rest
Thisvictory gained nothing more than false hope, for after
he battle the very lind swelled with negative energy, luring
thundreds of necromancers to pracrice their foul arts in the
shadow of the hill. Over the years, a perverse communiry of
ambitious necromancers gathered on its slopes, pracricing the
dark arts, and slowly corrupted by the demilich's dark will
Skull City, their community, would nor last, for 1 new band

Syntol of the Putavies of Ficna

of heroes descended on the place, razing ir and cleansing it
of the necromancers foul taint.

A few necromancers survived the attack by fleeing to the
Plane of Shadow, where they believed they would uncover
same secrer knowledge thar would allow them to return 1o
the Material Plane for revenge. Infighting and the influence
of Vecna prevented such a rerurm from occurring, Following
the dark god's promises of power, the necromancers found
themselyes in the Darklands, where the raint of negarive
ENETEY strongest. One by one, Vecna consecrated them
inta undeath, ushering them foa new existence. In exchange,
he revealed to them the secrets of shadow magic.

In the years following, others sought our the Voraries of

Vecna for the knowledge they held.
The Voraries found some individu-
als worthy of membership and
fed others to the Bleak Sea. Now
the Vouries pursue knowledge
and stop ar n6thing to gain the
secrets they seekieven battling
among themselves

NPC REACTIONS
Those who don't hate the
Votaries of Vecna fear them.
Even traditional clerics of the
Maimed Lord loarhe this splin-
ter group. Living credtures are
automatically unfriendly, and
those who know of the Votaries
are always hostile.
The Tenebrous Cabal opposes
the Votaries of Vecna, believing
the liches are exploiting shadow magic
for evil purposes. The Cabal watches
for activity by the Voraries, and when such is detecred, it
responds with deadly force.

VOTARIES OF VECNA LORE

Characters with ranks in Knowledge (religion) or Knowledge
(the planes) can research the Votaries of Vecnato learn more
abour them. When a characrer makes a skill check, read or
paraphrase the following, including the information from
lower DCs

DC 15: The Voraries of Vecns
a rere and unusual form of magic

DC 20: The Votaries are a treacherous lot, bur united in
their thirst for knowledge.

DC 25: Though they are servants of Vecna, some members
still pay homage to their former master, a demilich called
Acererak

are undead casters that use

THE BLACK SPIRE
I one area of the Darklands on the Mane of Shadow is a vast
sea that, insiead of water, contins a strange foul black ichor
formed from negative energy. Cast-off bits of corpses float on
the surface, forming askin of fingers, eves, rongues, and mare,
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lies in the center of the macabre Bleak Sea, and spiraling up
from it is a Jonely 1ower called the Black Spire.

Ir would seem the rower should not stand, for its archi-
tecture defears logic. Warped and twisted, it looks like a
crorie’s finger, capped with a yellowed roof. Made entively of
aily dark stone, the strucrure shifts frightfully, sometimes
for no apparent reason. Skulls decorate the outside, their
eye sockets fitted with green gemstones, The entrance is a
great green demon’s face, its mouth opened wide and filled
with darkness. Its eyes sparkle in the gloom, suggesting foul
secrets heyond.

The most prominent inhabitants of the Black Spire are the
Vortaries themselves, although their actual number is never
certain: ambushes and assassinations are all roo common.
Parrolling the grounds are their undead servants, In addi-
tian, the Votaries enslave others inhabitants of the Plane of
Shadow, using them for menial labor or for experimenta-
tion.

VOTARIES OF VECNA IN THE GAME

Votaries of Veena are enemies of nenriv everyone, Tbey are
4 personification of the danger that mortal souls risk when
rrafficking with dark gods and forbidden lore. By introducing
the Voraries intoyour ggme, the DM adds another dimension
1o the god Vecna, defininga splinter group of his worshipers
and revealing a new face of evil.

PCs opting to join the Votaries are unusual, for few charac-
ters can meet the criteris for membership, Those who do face
many challenges, threats from ather members, and complex
intrigues;alliances, and betrayals as the members jockey for
dominance;

ADAPTATION
You can easily adapr the Voraries to other campaigns. In the
Foncorrey Ruawms setring, substitute Shar for Vecna. As the
patron goddess of the Shadow Weave, she is 2 perfect deity
for this group. In the Esengon setting, the Votaries could
be refugees from the Material Plane, driven to the Plane of
Shadow during one of the world's great conflicts,

SAMPLE ENCOUNTER

Encounters with the Voraries reveal their fending. 1f one

Votary shows weakness, the other members arrogantly

destroy their comrade before turning back to deal with

opponents. For this reason, encounters with this group can
be slightly more powerful than normal, as invariably some

Votaries turn against others during the bartle,

EL 16! Geoffrey Moer was o low-ranking necromancer
before the sack of Skull City. Then only an apprentice, he
somehow survived the battle to join his fellows in their flight.
Like the rest, he learned much, became a shadoweaster, and
then later 2 shadow lich, Though he claims allegiance ra the
Votaries, he spends much time combing rhe plane rouncover
even gre:l[:r secrets.

all animared by the unlife permeating the place. An sland GEOFFREY MOER

CR 16

Male lich necromancer 3/shadowcaster 11

CE Medium undead [augmented humanoid, human)

Init +2; Senses see In darkness 60 ft.; Listen +9, Spot +26

Aura fear (60 f1,, creatures of 5 HD or less Will DC 22 or be '
affected by fear spell of CL 14th)

Languages Common, Abyssal, Draconie, Elven,
Undercommon

AC 19, touch 12, flat-footed 17

hp 91 (14 HD); DR 15/bludgeoning and magic

Immune mind-affecting spells and abilities, undead
immunities

Resisl turn resistance +4

Fort +8, Ref +6, Will 411

Speed 40 ft. (8 squares)
Melee touch +9 (1d8+5 [Will DC 22 for half] plus paralysis
|Fort DC 22 negates|)
Base Atk +6; Grp +5
Special Actions Enlarge Mystery, Empower Mystery (3),
Extend Mystery
Combat Gear orb of shadow (3rd), potion of inflict moderate
wounds, 2 rings of nullification
Mysteries Known (CL 11th):
Initiate paths
6th—greater shadows fade (spell, 1/day)
Sth—unravel dweomer (spell, 1/day), curtain of shadows:
(spell, 1/day)
Ath—shadow visian (spell, 1/day, DC 19), shadows fade
(spell, 1/day)
Apprentice paths
3rd—killing shadows (spell-like, 2/day, DC 18), sharp
shadows (spell-like, 2/day)
2nd—pieccing sight (spell-like, 2/day), sight eclipsed
(spell-like, 2/day)
1st—hend perspective (spell-like, 2/day), steel shadows
(spell-like, 2/day)
Fundamentals
0—arrow of dusk (supernatural, 3/day, +8 ranged
tauch), caul of shadow (supernatural, 3/day), dusk
and dawn (supernatural, 3/day), mystic reflections
(supernatural, 3/day), sight obscured (supernatural,
3/day)
Wizard Spells Prepared (CL 3rd):
2nd—spider elimb, web (DC 16)
1st—ray of enfeeblement (2) (+8 ranged touch), true strike
0—detect magic, flare (DC 14), touch of fatigue (2)

Abilities 5tr 9, Dex 14, Con—, Int 18, Wis 12, Cha 20

Feats Combat Casting. Empower Mystery (3), Enlarge
Mystery, Extend Mystery, Weapon Finesse; Weapon
Focus (melee touch)

Skills Concentratian +17, Hide +24, Intimidate 412, Jump
+8, Knowledge (arcana) +13, Knowledge
(dunpeoneering) +10, Knowledge (history) +10,
Knowledge (the planes) +13, Knowledge (religion) +10,
Listen +9, Move Silently +26, Search +12, Sense Mative
+9, Spellcraft <15, Spot +26, Survival +1 (+3 on other
planes, +3 underground)

Possessions combat gear plus amulet of natural armor +2,
cloak of Charisma +4, boots of striding and springing

Spellbook spells prepared plus 0—all except enchantment |
and illusion; 1st—detect undead, expeditious retreat,
feather fall, grease, magic missile, mount; Znd—
command undead




SHADOW MAGIC
ADVENTURE SITES

The following adventure sites focus on shadow magic. Each
location is fully detailed, bur no specific adventure hooks
or plors ave included, which allows vou to adapt them fully
! foryour campaign
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2. BARTLEBY'S CURIOSITIES (EL 3)

A large shop stands next to the Wrinkle with a sign over the
door proclaiming it to be Bartleby's Curiosities. Oddities
collected from all over the planes fill the shelves and rables.
Vials containing row elemental material, an incredible selec:
tions of gemstones, old books, talismans, amulets and soon
are all available here—if anyone can find them beneath an
equal amount of junk.

Even Bartleby, the owner. is strange. A shadowswyft, he
conceals his unusual appearance behind a veil of magic,
bur even so, his movements are a little too fluid, a lirle
too inhuman to match his assumed shape—a portly man
with dusky skin and a head of thick black hair. Detached
bur friendly, Bartleby is not sure exactly what he has in
the shop—he inherited the place from a powerful wizard
who meran unforrunate end a few years back. He is happy
to help to find something when he doesn't have whar his
customer seeks. Bartleby works for Fark, warching for spies
or enemies while also looking for mystery users, spellcast-
ers, and adventuring types who would benefit from Farl's
Road. If the PCs are looking for something specific and
improve Bartleby's artitude 1o friendly, he tells them about
the Hidden Road, suggesting they look there for the object
of their search.

Characters can purchase any magic item of a value up 1w
3,000 gp here, although finding any given item requites a
successful DC 20 Search check.

BARTLEBY
Male shadowswyft= rogue 1/shadawcaster 3
*Race described in Planar Handbook
N Medium outsider (extraplanar)
Init +6; Senses darkvision 120 fi.. low-light vision; Listen
+1, Spot +3
Lang Abyssal, Common, Shadowswyft
AC 16, touch 14, flat-footed 12
hp 12 (4 HD)
Fort +2, Ref +7, Will +4
k light blindness
Speed 40 ft. (8 squares)
Melee mwk rapier+1 (1d8-1/18-20)
Base Atk +1; Crp+0
Atk Options sneak attack +1d6é
Combat Gear bag of tricks (gray), potion of barkskin (+2),
potion of cure light wounds
Mysteries Known (CL 3rd; 10% arcane spell failure anly in
bright light):
Apprentice paths
2nd —shadow skin (spell, 1/day)
st —dusk and dawn (spell, 1/day), carpet of shadow
(spell, 1/day)
Fundamentals
0-—caul of shadow (supernatural, 3 /day), sight
obscured (supernatural, 3/day), umbral hand
(supernatural, 3/day)
Abilities Str 8, Dex 18, Con 8, Int 13, Wis 12, Cha 14
Feats Negatiator, Shadow Cast

CR4

Skills Appraise +5, Bluff +6, Concentration +6, Decipher
Script 45, Diplemacy +8, Disguise +86, Forgery +5,
Hide +12, Knowledge (the planes) +3, Mave Silently +10,
Sense Motive +3, Sleight of Hand +8, Spot +3

Possessions combat gear plus masterwork rapier, shadow
silk leather

3. THE BUNG
This squat building, named the Bung, has a crooked doag
flanked by two red-glass windows. A tavern, ir has a
reputation for attracting unsavory types sucHas mercenari
adventurers, and humanoids of questionable origin, Table
and benches fill the place, and curtained booths line the wa
offering privacy for those seeking it A bar stands against the
back wall next 1o the kitchen door.

The Bung's employees ave cold, They ave efficient, but they
lack a certain friendliness one would expect of a business,

4. HIDDEN ROAD
Beyond the illusory wall is a narrow streerwith several abrup
and strange turns so tight that carts cannot navigate them. Al
along the road, which has the same wrinkled appearanc
the alley entrance, are shops carering specifically ro the need
ofadventurers, each specializing ina variety of goods, Shops;
dedicated to selling porions, wands, and scrolls see bris
trade here. Given the clientele that Fark's Road artracts,
streets are full of strange and disturbing people. At any tim
of the day, once can expect to see a mix of humans, elves, an
dwarves, as well as planetouched such as aasimars, tieflin,
and their rarer kin, 1o say nothing of the devils, yugoloths,
and ather outsiders that visit 10 exchange news and goods,
Despite the tensions that would ordinarily result, the spiric of
commerce eclipses the natural predilections for violence.

5. CALICO’S TOMES (EL 8) | )
This lirrle bookstore has an incredible selection 6 books.
Although many of the volumes here are reference books on
such topics asarchitecture, lineages, and planar phenomena,
the shop has no shortage of spellbooks and other magical
grimaires, In fact, Calico has a few heretical treatises on pact
magicand one or two books on truenames, but he keeps these L8
under lock and key. )

Calico is a quier and unassuming man of middle years,
wears a pair of spectacles thar sit low on his nose, and h
watery blue eyes always seem distracted, as if he's thinking
about someplace or something other than what's ar hand.
Stilly he is a shrewd negotiator and commands a high price:
for his books (+25% their normal value).

CaLico CR3

Male human expert 6/binder 3

N Medium humanai

Init —1; Senses Listen <1, Spot +1

Languages Abyssal, Celestial. Common. Draconic,

Dwarven, Elven, Giant, Gnorme, Halfling, Infernal,
Undercommon




Fark’s Road

One square = § feet




AC 14, touch 9, flat-footed 14

hp 55 (3 HD); DR 1/—

Fort +8, Ref <5, Will +10

Speed 30 ft. (6 squares)

Melee mwk marningstar +8/+3 (1d8)

Base Atk +6; Grp +6

Attack Options sudden strike +1d6

Special Actions bird's-eye viewing, invisibility {full-round
action; invisibility for 3 rounds; wait 5 rounds before
usingagainy

Combat Gear alchemist's fire, potion of bear's endurance, 2
potions of cire moderate wotnds

Vestiges Typically Bound (3rd, Binding +6): Malphas

Abilities Str 10, Dex 8, Con 14, Int 13, Wis 12, Cha 17

SQ poison use, SUppPress sign

Feats Extend Supernatural Ability, Lightning Reflexes,
Negotiatar, Persuasive, Weapon Focus (morningstar)

Skills Appraise +8, Bluff +13, Diplomacy +19, Disguise +3
(+5 acting), Intimidate +12, Knowledge (arcana) +8,
Knowledge (history) +6, Knowledge (local) +5,
Knowledge (the planes) +6, Knowledge (religion) +4,
Sense Mative +12, Speak Language (9 ranks), Surbival
+1 (+3 on other planes)

Possessions combat gear plus masterwork morpingstar, +1
studdad leather, amulet of netural arior 4.1, bag of tricks
(rust), cloak of resistance +1, hat of disguise

6. SHADOW HOSTEL

The largest building on Fark's Road is made from firted black
stone witha single door of mahogany bound in cold ivon;
The Shadow Hostel is the centerpiece of this street. Inside
are several desks where minor functionaries sit toiling over
motnds o paperwark. In the center of the room stnds 2
raised platform painted with glyphs and sigils. Here, can-
didates can safely demonstrate their knowledge of shadow
magic or other talents for recruiters from the Cabal wo assess
their worth. Those with the right skills receive an invirtation
to antend the Bleak Academy:

‘The rest of this building consists largely of offices, apart:
ments for those who work here,and a full kirchen and dining
hall. At any time, 1dé+6 shadowcasters of various levels and
races labor here.

TypicaL CABALIST CR3
Male or female human shadowcaster 3

LN Medium humaneid

Init +2; Senses darkvision 30 ft.; Listen +0, Spot +1
Languages Common, Halfling

Mysteries Known (CL 3rd):
Apprentice paths
2nd—flesh fails (spell, 1/day, +0 melee touch)
Ist—Iife fades (spell, 1/day, +0 melee touch, DC 13),
steel shadows (spell, 1/day)
Fundamentals
0—caul of shadow (supernatural, 3day), mystic
reflectians (supernatural, 3jday), sight obscured
(supernatural, 3/day)
Abilities Str 8, Dex 14, Con 12, Int 13, Wis 10, Cha 15
Feats Extend Mystery, Reach Mystery, Shadew Cast
Skills Cancentration +7, Hide +8, Knowledge (arcana) +2,.
knowledge (the planes) +3, Move Silently %8, Spellcral
+3, Spat +1
Possessions combat gear plus masterwork spear, cloak of
resistance +1

7. COMMON GROUND (EL 5)

Nearly rivaling the Shadow Hostel in size, Common Ground
is o two-story taproom, The main floor consists of a large
room filled with rables and booths, The decor is decited
magic-oriented, with paintings of famous casters who ha
visited, old wands and staffs (no charges), and a few stuff;
monster heads hanging here and there. The tables themge!
ure fust as fantastic, Instead of table legs, petrified gobl
keep them steady.
Rubious Rallader is Fark's old friend and adventuri
companion. When Fark informed him of his plans for d
Road, Rubious jumped ar the chance to open a tavern.
important o Rubious thar the tavern caters to anyone wi
coift to spend, so he always has a mixed and interesti:
crowd.
Middle-aged with thinning brown hairand matching eyes,

Rubious is easygeing, with a quick smile and a bawdy sense
of humor. He is missing his left pinky just below the secos
knuckle, an injury he claims he got fighting some creatu
in some mysterious land (and the details of which change:
with every relling),

RuBious RALLADER CR5

Male human bard 5

N Medium humanoid

Init -+3; Senses Listen +8, Spot +4

Languages Comman, Dwarven, Elvern

AC 13, touch 9, flat-focted 13

hp 25 {5 HD)

Fort +2, Ref+3, Will ~4

AC 12. touch 12, flat-footed 10
hp 13 (3 HD)
Fort +5, Ref <4, Will +4

Speed 30 1. (& squares)

Melee mivk spear 41 (1d8-1)

Ranged mwk spear +4 (1d8-1)

Base Atk +1; Grp +0

Special Actions Extend Mystery, Reach Mystery

Cambat Gear pation of cure light wounds, wand of arrow of
dusk, wand of mesmerizing shode

Speed 30 fi. (6 squares)

Melee mwk short sword +5 (1d6+1)

Ranged mwk dagger <3 (1d4+1)

Base Atk +3; Grp +4

Special Actions bardic music 5/day (countersang, fascinate.
2 targets, inspire competence, inspire courage +1)

Combat Gear pipes of the sewers, potion of cure moderate
wounds

Bard Spells Known (CL Sthj:
Ind (2{day)—calm emations (DC15), enthrall (DC 15},

hold person (DC 15)




st (4/day)—charm person (DC 14), disguise self (DT 14),
sleep (DC 13), Tasha's hideous laughter (DC 14)

0 (3/day)—daze [DC 13), detect magic, lullaby (DC 13),
open/close, prestidigitation, read magic

es Str 13, Dex 8, Con 12, Irit 14, Wis 10, Cha 16

'SQ bardic knowledge +7

Feats Combat Casting, Improved Initiative, Negotiatar

ills Bluff +13, Concentration +5, Diplomacy +13, Disguise
+3 (45 acting), Gather 1nfurmation +13, Intimidate +7,

- Knowledge (local) +10, Listen +8, Perform +11,

ellcraft +10, Spot +4

:ssions combat gear plus masterwork studded leather
armor, masterwork short sword, 2 masterwork daggers,
~amulet of natural armor +1

E FORK (EL 5)

' Fark's Road has several alleys and side streets leading back
ito the city or to the persona] homes of those who do
“business here. After turning back on itself, it leads past
several smaller structures—homes and apariments for the
locals—until it comes to a place known as the Fork. Ordi-
narily, such a break in the road wouldn't be unusual at all;
however, this place is haunted.

Where the road turns southwest, it leads 1o o few more
- shops and homes, bur where it turns northwest, a malevolent
~ spirit, the remnants of a mad cultist killed by a group of
ndventurers, lairs here. During the day, this spirit poses no
~ threat, burar nighe the ghostly sorcerer manifests, preying
upon incautious travelerswho get turned around in the street.

“The ghost has learned not to artack locals, only travelers.

OSTLY SORCERER

ale human ghost sarcerer 3

CN Medium undead (incorporeal)
Init +5: Senses darkvision 60 ft.: Listen +7, Spot <7
Languages Common, Dracenic

'AC 16, touch 16, flat-footed 15

hp 22 (3 HD)

‘Resist +4 turh resistance

- Fort+1, Ref +2, Will +2

CR5

- Speed fly 30 ft. (perfect)
y Melee incorporeal touch +2 or +1 against ethereal foes
~ (1ds)

} Base Atk +1; Grp +1
~ Special Actions corrupting touch, manifestation
~Sorcerer Spells Known (CL 3rd):
st (7/day)—magic missile, obscuring mist, sleep (DC 16)
0 (6/day)—daze (DC 15}, detect magic, flare (DC 15),
light, read magic

Abilities Str— (10 when manifested), Dex 13, Con —, Irit
12, Wis 8, Cha 20
- 8Q fariliar (none at present), incorporeal traits,
rejuvenation, undead traits
Combat Casting, Improved Initiative, Toughness
I!s Concentratioh +6, Hide +9, Knowledge (the planes)
~+4, Listen +7, Profession (scribe) +5, Search +9,
Spellcraft +7, Spot +9
ions none

A great rift called Nighterawler Chasm snakes across the
Plane of Shadow. Named for the nightshades suid to haunt
its depths, it isa terrible place, one best avoided, Strangely,
this chasm is also the site of one of the plane’s largest cities,
Balefire. Here, the dimly glowing lanterns ereate a haven for
travelers, offering respite from the oppressive bleakness of
the plane: Some, however, hate the light and stop df nothing
ta extinguish it.

About 1,000 feer down inside the chasm lies Nighrwatch, a
Nightshade Covenantoutpost. Given its remoteness, the depth
of the chasm, and the things writhingin wicked madness far
below, the Nightshaders are confident in their security. Those
who would assault this ourpost must first contend with the
terrain. The walls have regular handhelds(Climb DC 10), but
characters who do not have darkvision ora viable light source
take a =5 civcumstance penalty an their skill checles. 1t is far
better to use fly spells and similar effects.

1. LANDING
Jutting out from the wall are the shattered remains of a
bridge. The bridge surface has collapsed in places, revealing
broken support pillars henearh. A gloomy avchway offers
access to a dark chamber. Perched on the lintel over the top
ol the the atch is a lifelike statue of a foul, grinning demon,
its tail curling down.

Four bored shadar-kai guards are stationed just inside the
archway (see area 2) and have a clear view to the landing.
Assume the sentries take 10 on Spotand Listen checks fora
result of 18 (includes ~1 penalty for distance) on either sorr
of skill check. If the characters doanything toattract norice,
the sentries attack using ranged weapons first.

The ruined bridge portion is strong enough to hold the
PCs’ combined weight, but 25 points of damage causes the
whole thing to slide down into the yawning abyss after 1d4
rounds.

2. HALL (EL 7)
This hall is hewn from black rock. On either side, a door
stands closed in the center of the walls. The end of the hall
is concave, and at the center of the depression is yet another
door.

Four shadar-kai sentries stand guard here under orders 1w
attack any intruders on sight. The drow bar riders in area §
automatically hear any sounds of combar and join the barle
in 1d3 rounds.




SHADAR-KAI SENTRIES (4) CR3
Male shadar-kai rogue 2

MNE Medium fey (extraplanar)

Init +5; Senses superior low-light vision; Listen <9, Spot <9
L Common, Elven, Sylvan

AC 18, touch 15, flat-faoted 13
hp 17 (5:HD)

Resist evasion

Fort +1, Ref +11, Will +3
Weakness shadow curse

Speed 30 f1. (6 squares)

Melee mwk spiked chain +8 (2d4+1)

Ranged mwk shartbow +8 (1d6+1)

Space 5 ft.; Reach 5 ft. (10 ft. with spiked chain)
Base Atk +2; Grp +3

Atk Options sneak attack +2d6

Combat Gear potion of cure light wounds

SHapow DiRre BaTs (6) CR3
N Large magical beast
Init+6; Senses blindsense 40 ft., darkvision 60 ft., low-light
visian; Listen =12, Spot +8
AC 20, touch 15, flar-footed 14
hp 30 (4 HD)
Resist cold 9, evasion
Fort =7, Ref +10, Will +6
Speed 30 ft. (6 squares), fly 60 ft. (good)
Melee bite +5 (1d8+4)
Space 10 ft.; Reach 5 fi.
Base Atk +3; Grp +10

Abilities Str 17, Dex 22, Con 17, Int 2, Wis 14, Cha 6
5Q shadow blend

Feats Alertness, Stealthy

Skills Hide +4, Listen +12, Move Silently +17, Spot +8
F ions none

Abilities Str 12, Dex 20, Con 11, Int 9, Wis 10, Cha &

SQ hide in plain sight, trapfinding

Feats Alertness, Exotic Weapon Proficiency (spiked chain),
Weapon Finesse

Skills Balance +7, Hide +12 (+22 in darkness or shadewy
llumination), Jump +3, Knowledge (nature) +1, Listen
+9, Move Silently <12, Search +4, Spot +9, Survival +5
(+7 following tracks), Tumble +7

Possessions combat gear plus masterwork studded leather,
masterwork spiked chain, masterwork shortbow with 10
cold iron airaws

Hide in Plain Sight (Ex) A shadar-kai can use the Hide skill
even while being observed (except In natural daylight,
the area of a daylight spell, or a similar effect).

Shadow Curse (Su) Any time a shadar-kal is on a plane
other than the Plane of Shadow and is stunned, dazed,
staggered, or unconsciols, he must make a DC 15 Will
save or gain one negative level until he returns te the
Plane of Shadow,

3. STABLE (EL 8)
This large and dark room reeks af guano. All along the north and
south walls, about 10 feet above the floar, are long stout wooden
poles on which hang six enarmous shadow dire bats, their hides
50 black that only their shapes are visible. Strange saddles and
rigging sit on a rack near the far end of the room close ta a derk
tunnel curping back toward the chasm

This room is the Nightshaders' stable. They use these crea-
tutes to fly up to the surface; infiltrate the ciry, and return.
Eleven other shadow dire bats are absent. They are either in
use by individuals not currently in Nightwatch or they are
hunring the chasm for food. The Nightshaders can call them
back to the landing using a whistle that hangs on a spurof
rock in area 4. Each bat rider and each of the commanders
also carries such o whistle. When blown from the landing
or the bridge. the whistle calls the absent shadow dire bars
in 2dé rounds (roll for each bat separately).

The shadow dire bats in this room will not atrack unless
the PCs artack fivst.

Shadow Blend (Su) In any conditions other than full
daylight, a shadow dire bat can disappear into the
shadows, gaining total concealment. Artificial
illumination, even a light or continual flame spell, does
not negate this ability, but a dayligh spell does.

4. LAUNCH

The riders use this tunnel to fly in and our of Nightward
Somewhat round, it opens onta the chasm.

5. MEETING HALL (EL 7)

Although dark, this large room contains several comfortal
chairs, a cooking pit and a spit, tables, and cabinets, Lows"
ranking agents of the Nightshade Covenant spend muchof
their rime here when not in their barracks (see area 17), 1fthe!
PCssomehow conceal the noise of combar in avea 2, three bat
riders relax here after a particularly rough mission.

Among the stores ave three weeks of trail rations and an.
equal amount of water, as well as assorred cutlery, plates, and
iron pors and pans.

Drow BAT RIDERS (3) CR4
Male drow ranger 3

NE Medium humanoid (elf)

Init +2; Senses darkvision 120 ft.; Listen +5, Spot +5

Languages Common, Elven, Undercommon

AC 15, touch 12, flat-footed 13; Dodge, Mobility =

hp 10 {3 HD)

Immune sleep

SR 14

Fort +3, Ref +&, Will +2 (+4 against spells and spell-like
abilities)

Weakness light blindness

Speed 30 ft. (6 squares)

Melee mwk longsword +5 (1d8+1/19-20) or

Melee mwk longsword +3 (1d8+1/19-20) and
mwk shart sword +3 (1d6/19-20)

Ranged shortbow +5 (1d6/x3)

Base Atk +3; Grp +4

Atk Options favored enemy elves +2, poison




Combat Gear 2 potions of cure light wounds, 2 doses of drow
knockout poison (DC 13, unconsciousness/
uncansciousness for 2d4 hours), 2 dases of shadow
essence (DC 17, 1 Str drain/2d6 Str damage)

Spell-Like Abilities (CL 3rd):
1/day—dancing lights, darkness, faerie fire
* Abilities Str 12, Dex 15, Con 9, Int 10, Wis 10, Cha 11
SQ able to locate secret or concealed doors, wild empathy
+5 (+1 magical beasts)
Feats Dodge, Endurance, Mobility, Track, Two-Weapon
~ Fighting
Skills Climb +4, Handle Animal +6, Hide +8, Listen +5,
Mave Silenitly +8, Ride +10, Search +2, Spat +5,
~ Survival +3
Possessions combat gear plus masterwork studded leather,
masterwork longsword, masterwork short sword,
shortbow with 10 arrows, cloak of resistance +1

SANCTUARY (EL 8)

“An aliar stands before the idel ol a god of darkness (choose
ohe dppraprite 1o your campaign secting). On the alrar is a
s dusty tome nexi to a metal cup and a sacrificial knife.
“Two rows of benches stand before ir. Black banners hang on
he walls, suggesring the perfecrion of shadow.

* The cup and knife feature onyx and jet firtings, each being
'anh 500 gp. A trap protects the floorin front of the altar
g the pre-«sure pl.ue causes the idol's mouth to open

The eutrance to Nightovasch is as glowmy ar what amwaits within it

Insanity Mist Vapor Trap: CR & mechanical; location
wigger; repair reser; gas; never miss; onset delay (1 round);
poison (insanity mist, DC 15, 1d4 Wis/2d6 Wis); multiple
targets (all rargets in a 10-41-by:10-f1, area); Search DC 25;
Disable Device DC 20.

7. NEXUS (EL 7)
This rgom is a large hemisphere. Five iron doors lead deeper
into the complex, The center of this room is carved with the
symbol of the Nighrshade Covenant,

8. CORPSE CORRIDOR (EL 9)

The door to this room is locked (Open Lock DC 25). 1f a
character pauses to Listen (DC 10) ar this door befare open-
ing it. she hears terrible wer sounds of tearing and ripping
coming from within

Beyond the door isa long tunnel, burrowed deeply into the
chasm wall. The horrific sounds come from the ten shadow
ghouls feasting on a political prisoner kidnapped from
Balefive. Prodded by the prospects of more food, the shadow
ghouls abandan their prey and surge forward to attack.

aanLien I 6g SHE




Nightwatch

One square = 5 feet

SHapow GHouls (10) CR2

CE Medium undead

Init +2; Senses darkvision 60 1., low-light vision; Listen +2,

Spot +7 ||
Languages Common

9. BLOODY HALL

AC 14, touch 12, flat-footed 12
hp 13 (2 HD): DR 5/magic
Resist cold 7, +2 turn resistance
Fort +0, Ref +2, Will +5

Speed 45 ft. (9 squares)

Melee bite +2 (1d6+1 plus paralysis and disease) and
2 claws +0 (1d3 plus paralysis)

Base Atk +1; Grp +2

Special Actions ghoul fever (bite, DC 15; incubation 1 day;
damage 1d3 Con and 1d3 Dex), paralysis (1d4+]
rounds; DC 15 negates)

Abilities Str 13, Dex 15, Con —, Int 13, Wis 14, Cha 12

SQ shadow blend, undead immunities

Feats Multiattack

Skills Balance +6, Climb +5, Hide +6, Jump +5, Listen +2,
Mave Silently +12, Spot +7

Possessions none

Shadow Blend (Su) In any conditians other than full
daylight. a shadow ghoul can disappear into the
shadows, gaining total concealment. Artificial
illumination, even a fight or continual flame spell, does
not negate this ability, but a daylight spell does,

The door to this room is locked (Open Lock DC 25) and"
trapped. The trap affects the first two 5-foor squares adjacent’
o the door.

Beyond the door is a short hall ending at another doot,
Unlike other rooms in this place; the walls here are cove ;
with profane and blasphemous grafhi, including the names =
of good-aligned gods of light spelled backward, inverted
holy symbols, and worse. It seems all the graffiri is painted
in blood,

Evard's Black Tentacles Trap: CR 7; magic device;
proximity trigger (alnarm}; na reset; spell effect (Evand's black
tentacles, 7th-level wizard, 1d447 tentacles, Atk +7 melee’
[1de~4, entaclell; multiple targers (up to six tentacles per
target in each of two adjacent 5-fr. squares); Search DC 29§
Disable Device DC 29

10. JATLER'S GELL (EL 7)
This small room holds a cor, a small writing table; and‘a’
sack. The rest of the room is coated with the twitching and
writhing parts of corpses, all nailed to the floor, walls, and
even the ceiling. Bilious Crow, the Nightshaders' per necro-
mancer and custodian of the shadow ghouls in area &, lives)
here with his rat familiar. Thin to the point of being gaunt, &
he has amop of greasy black hair and lips stained green from,
his foul feasting. f D,




“The sack contains soiled clathing taken fram his victims,

' Aside from his possessions, this room holds nothing of
If the PCs triggered the trap warding his lair, he will be

veady for them, casting an enervation spell at the lead charac-

* ter. Otherwise, he prods an animate hand with 2 long needle,

while his rat familiar chewsaway contentedly on a rwitching

tongue nailed ro the floor.

Lious CROW CR7

e human necremancer 7

E Medium hutarioid (human)

it +6; Senses Listen -1, Spot —1

iguages Common, Draconic, Undercommon, empathic
o link

- AC 15, touch 13, flat-footed 13

_hp31 (7 HD)

Fort +6, Ref =4, Will +4

" Speed 30 ft. (6 squares)

- Melee dagger +4 (1d4+1/19-20)

‘Ranged mwk light crossbow +6 (1d6/19-20)

Atk +3; Grp +4

Wizard Spells Prepared (CL 7th; 1d20+9 to overcome SR):

4th—enervation (+5 ranged touch)

3rd—rayiof exbaustion (+5 ranged touch, DC 18),

vampiric touch (+4 melee touch)

2nd—cat’s grace, command undead (DC 15), ghoul touch

(DC 15), scare (DC 15)

Ist—cause fear (DC 14), chill touch {(+4 melee touch,

DC 14), magic missile (2), mage armor, ray of

enfeeblement (+5 ranged touch)

O—detect magic, ray of frost, resistance, touch of fatigue

(+4 melee touch, DC 13)

~ Abilities Str 12, Dex 14, Con 14, Int 15, Wis 8, Cha 10

- SQ familiar, share spells

‘Feats Alertness (if familiar (s within 5 ft.), Combal Casting,

Improved Initiative, Scribe Scrall, Silent Spell, Spell

Focus (necromancy), Spell Penetration

iSkills Concentration +12, Hide +7, Knowledge (arcana) +12,

Knowledge (the planes) <12, Spellcraft +14, Survival -1

(+1 on ather planes)

‘Passessions dagger, masterwork light crosshow with 10

bolts, ring of protection +1, bracers of armor +2

‘Spellbook spells prepared plus 0—all except enchantment

and illusion; 1st—alarm, detect undead; 3rd—animate

dead, lightning bolt; 4th— Evard's black tentacles

AT FAMILIAR CR—
NE Tiny magical beast

Init +2; Senses low-light visian, scent; Listen +1, Spot +1
. Languages empathic link, speak with master, speak with
S rats

'AC 18, touch 14, fiat-footed 16

5 (7 HD)

st improved evasion

+2, Ref +4, Will +6

15 ft. (3 squares), climb 15 ft., swim 15 ft

lee bite <4 (1d3—4)

2-1/2 ft.; Reach O ft.

Base Atk +0: Grp -12
Atk Options deliver touch spells

Abilities Str 2, Dex 15, Con 10, Int 9, Wis 12, Cha 2

$Q share spells

Feats Weapon Finesse

Skills Balance +10, Climb +12, Hide +14, Mave Silently +10,
Swim+10

Possessions none

11. PASSAGE

This long cortidor is bleak and barren, the walls made from
the same dark stone found everywhere in this place. At the
end of the tunnel stand three ivon doors. Each door bears a
bas-relief of a grotesquely twisted demon's face, although the
center door is by far the largestand most awful.

Any loud noises automatically attract the artention of the
subcommanders in areas 12 and 14 and the commander in
aren 13. Each responds in 1d3 rounds.

(1 E2L 8S)UBCOP\#!I\/].)'\I\TDER’S QUARTERS

This room is clean and spartan, with a simple cot, 4 writing
desk, and an old worn chest. Kriella, a subcommander in
this outfit, lives here. She keeps to herself, contemplating
the perfection of darkness. Kriella despises elves and half-
elves and attacks such individuals in prefereri¢é over other
foes. On oceasion, she accompanies the bat riders on their
taids in the city abave them, so this room might be empry
(20% chance).

The chest contains three extra suits of dark clothing, 326
gp.an orb af black onyx worth 750 gp, and a collar of wmbral
metamorphosis,

KrieLLA CR8

Female drow shadowcaster 7

CE Medium humanoid (elf)

Init +3; Senses darkvision 150 ft.; Listen +5, Spot +12

Languages Abyssal, Commaon, Draconic, Drow Sign
Language, Elven, Undercommon

AC 13, touch 13, flat-footed 10

hp 27 (7 HD)

Immune sleep

Resist +2 on saves against enchantments; SR 13

Fort +5, Ref +5, Will +6 (+8 against spells and spell-like
abilities)

Weakness light blindness

Speed 30 fi. (6 squares)

Melee mwk heavy mace +4 (1d8)

Base Atk +3; Grp +3

Atk Optians poisan

Special Actions Empower Mystery, Enlarge Mystery, Extend
Mystery [

Combat Gear 2 doses of drow knockout poison (DE13,
unconsciousness/uncansciousness for 2d4 hours),
potion of cure light wounds, 2 scrolls of shadow evocation,
scroll of step into shadow, wand of arrow of dusk




Mysteries Known (CL 7th):
Initiate paths
Ath—shadow evocation (spell, 1/day, DC 17)
Apprentice paths
3rd—flicker (spell-like, 2/day), sharp shadows {spell-like,
2/day)
2nd-—congress of shadows (spell-like, 2/day), sight
eclipsed (spell-like, 2/day)
1st—steel shadows (spell-like, 2/day), voice of shadaw
(spell-like, 2/day, DC 14)
Fundamentals
0—arrow of dusk (supernatural, 3/day, +6 ranged
touch), black candle (supernatural, 3/day), caul of
shadow (supernatural, 3/day), mystic reflections
(supernatural, 3/day)
Spell-Like Abilities (CL 7th):
1/day—dancing lights, darkness, foerie fire
Abilities Str 10, Dex 17, Con 10, Int 16, Wis 12, Cha 16
5Q sustaining shadow (eat T meal jweek)
Feats Alertness, Empower Mystery, Enlarge Mystery,
Extend Mystery
Skills Concentration +10, Hide 413, Intimidate <9,
Knowledge (arcana) +7, Knowledge (the planes) +7,
Listen +5, Move Silently +7, Search +5, Spellcraft +13,
Spot +12
Paossessions combat gear plus masterwork heavy mace,
gloves of Dexterity +2, claak of elvenkind

13. COMMANDER’S QUARTERS
(EL 10)

As commander of this cell of Nightshaders, Morgrenix has
seized every opportunity to make her life comfortable A
large bed stands against the north wall and dark indigo carpet
covers the flaor. Lengths of black silk hang from the ceiling,
concealing other derails of this room.

Morgrenix cares nothing for the Covenant; she wants enly
revenge for her people. She thinks the way 1o achieve this
is ro invade rhe Material Plane and destroy the elves. She
bides her time in this forlorn outpost until she can advance
within the organization and steer the operatives o her way
of thinking.

The seven silk hahgings, while not abstructions, are apaque
and block line of sight, providing concealment to all combat-
ants in the room. Pulling a curtain from irs hanger requires
a standard action and a DC 8 Strength check.

MORGRENIX CR10

Female drow shadowcaster 9

NE Medium humanoid (elf)

Init +2; Senses darkvision 150 fr.; Listen +2, Spot +11

l.anguages Abyssal, Common, Draconic, Drow Sign

Elven, Undercommon

AC 12, teuch 12, flat-footed 10

hp 34.(9 HD)

Immune sleep

Resist +2 on saves against enchantments; SR 20

Fort +6, Ref +7, Will +6 (+8 against spells and spell-like
abilities)

I light blindness

Speed 30 ft. (6 squares)
Melee +] longspear +4 (1d8)
Base Atk +4; Grp +3
Atk Options poison
Special Actions Reach Mystery (2)
Cembat Gear 2 doses of drow knockout poison (B2C 13,
uncensclousness/unconsciousness for 2d4 hours),
2 gems of night, potion of fly
Mysteries Known (CL 9th):
Initiate paths
Sth—pass inta shadow (spell, 1/day, DC 20)
Ath—shadow vision (spell, 1/day, DC 20, CL 10th), step
into shadow (spell, 1/day)
Apprentice paths
2nd— flesh fails (spell-like, 6/day), sight eclipsed (spell-
like, 2/day)
1st—life fades (spell-like, 2/day, DC 16), steel shadows
(spell-like, 2/day)
Fundamentals
O—arrow of dusk (supernatural, 3/day, +6 ranged
touch), black candle (supernatural, 3/day), caul of
shadow (supernatural, 3/day), mystic reflections
(supernatural, 3/day), shadow hood (supernatural,
3/day, DC 14)
Spell-Like Abilities (CL 9th):
1/day—dancing lights, darkness, faerie fire

QUARTERS (EL 7)

Abilities Str 8, Dex 15, Con 10, Int 16, Wis 10, Cha 21

SQ sustaining shadow (eat 1 meal/week)

Feats Lightning Reflexes, Path Focus (Veil of Shadows),
Reach Mystery (2), Shadow Cast, Stealthy

Skills Concentration <10, Hide +13, Intimidate 411,
Knewledge (arcana) 47, Knowledge (the planes) +7,
Listen +2, Move Silently +12, Search +5, Spelleraft +13,
Spot +11

Possessions combat gear plus +1 longspear, cloak of
Charisma +2, ring of feather falling

14. SECOND SUBCOMMANDER’S

Maeleus knows his commander lacks commirment to the
vision of the Nightshade Covenant. He cares nothing
for other worlds, even fearing them a little thanks to his
shadow curse. So, while his leader persists in pampering
herself and ignoring the mission at hand, Maeleus waits
for the opportunity o strike against her. Should the PCs
engage Morgrenix first, Maeleus answers to the sounds o
combat, but leaves the heavy hitters for the commander, 1
the timing is right, he attacks the drow leader, butchering
her and any witnesses, -

Maeleus's room isa wreck, nothing more than a ﬁhhysrraw P
martress on the floorand a pile of old bones and moldy food
in the corners. It reeks of excrementand filth, This chamber
holds nothing of value.




AELEUS
ale shadar-kai rogue 4/assassin 2
E Medium fey (extraplanar)

+7, Senses superior low-light vision; Listen +11,

Spot +11

Languages Common, Elven, Sylvan, Undercamman,

" Abyssal

0, touch 17, flat-footed 20; impreved uncanny dodge,

+3 (+4 against poison), Ref+16, Will +3
kness shadow curse
30 ft. (§ squares)
=1 spiked chain +13 (2d4+2)
d +1 shortbow +13 (1d6+1/%3)
mi ft.; Reach 5 ft, (10 ft, with spiked chain)
e Atk +5; Grp +6
& MOp!mns death attack (DC 14; death or paralyzed for

~ 1d6+2 rounds), poison use, sneak attack +4d6
~ —Combat Gear 2 potions of cure light wounds, potion of pass
without trace, potion of shield af faith +2
Assassin Spells Prepared (CL 2nd):
st (2{day)—feather fall. jump, true strike
Abilities Str 12, Dex 24, Con 13, Int 14, Wis 8, Cha 8
5Q hide in plain sight, trap sense +1, trapfinding
‘Feats Alertness, Combat Expertise, Dodge, Exotic Weapon
Proficiency (spiked chain), Weapon Finesse
~ Shills Balance +13, Bluff +5, Diplomacy +3, Disguise +3
~ (+5acting), Hide +19 (+29 shadowy illumination),
Intimidate +1, Jump +9, Listen +11, Move Silently +19,
Open Lock +9, Search +8, Sense Motive +5, Spot +11,
Survival +5 (+7 follow tracks), Tumble +16, Use Magic
~ Device +1
‘Possessions combat gear plus +2 padded armor, +1 spiked
chain, 1 shortbow with 20 cold iron arrows, gloves of
Dexterity +2
Shadow Curse [Su) Any time Maeleus is on a plane other
than the Plane of Shadow and is stunned, dazed,
staggered, or unconscious, he must make a DC 15 Will
save or gain one negative level until he returns to the
Plane of Shadow,
‘Hide in Plain Sight (Ex) Maeleus can use the Hide skill even
while being observed (except in natural daylight. the
area of a daylight spell, or a similar effect).

L

15. STORAGE

A short hall leads to this locked (Open Lock DC 25) stor-
age room. Inside are enough supplies to feed, water, and
clothe twenty people for two months, Other items are four
miasterwork longswords, four masterwork spiked chains, six
sstits of masterwork studded leather armor, a dozen flasks
‘of acid, and two dozen smokesticks. Finally, an ironbound
- Jockbox {Open Lock DC 30) conrain eight poltons of cure
- madeyate wannds.

16. BLACK PASSAGE

This long corridor stinks of mildew and mold. Four doors
line the east wall, and all ave ajar. Behind each dooris a small
empry bedroom, guest quarters for visiting members of the
Covenant or allies. These rooms contain nothing of value.

17. BARRACKS (FL 9) /

This room holds fourteen bunk beds and an equal number
of footlockers. Two large rables and o couple of chairs sit
against the walls, This room serves as the barracks for the
common members of the organization. At any time, three
drow bar riders and four shadarkai sentries can be found
here. Although they don't rrust each other, they maintain an
uneasy peace through their commitment ta shadow.

Loud noises from area 16 or its adjoining rooms are sure
toartract the guards' artention. They respond in 1d4 rounds.
Qtherwise, they attack any obvious intruders who stumble
into theirtoom. Use the earlier statistics for the sentriesand
bar riders.

The footlockers contain spare setsof clothing and personal
effects.

When the Voraries of Vecna crossed the wastelands of the
Plane of Shadow, they came upon the Bleal Segja vast body
of liquid rot on top of which floated bits of animared flesh,
This sea of disembodied parts splashed against the shores,
twisting and writhing in eternal suffering. In the center sood
an island, and a strange and rwisted tower whase structure
defied all logic perched atop it.

Seeing this tower as a sign, the group crossed the sea,
many of their members succumbing to the cancerous fluid.
Once on the island, they learned their former master, the
demilich Acererak, once held this place, and threugh the will
of Vecna, they could continue their studies uninterrupted.
This sittiation changed once they explored the site. however,
as they uncovered ancient treatises on shadow magic. They
soon abandened the necromantic arts for this new magic,
secing it as the will of their god.

The Black Spire stands in a streich of negarively infused
land called the Darklands. Living creatures spending rime
heze take 1ds points of damage per round, crumbling to ash
when reduced 10 0 hit points or lower. A death ward spell
protects creatures from this effect.

The tower's floors are not level; each story careens from
side to side; creating sloping floors and walls. Given this
nonsensical stacking of levels, the tower appears highly
unstable {but it is not).

1. BLEAK SEA
Surrounding the island for nearly a mile in all dlrections is
1 sea of unwholesome acidic fluid that seems 10 have a lifs
of its own. It bubbles and shifts, sending waves erratically
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10 the far shores and against the rocky island in the center.
To make matters worse, all across the top of this fluid is 2
macabre skin of body parts, s harmless but disturbing morass
af heads, hands, ears, and feer.

Touching the liquid is dangerous; ir deals 1dé points of
damage ta living things. Stane, crystal, other inorganic nate-
rials, anddead chings are immune. Once the fluid contacrsa
living substance, it immediately grows, covering the object
or creature that touched it. Every round after initial conracr,
the subjéct must make a DC 20 Fortitude saving throw or
the fluid spreads further, dealing an additional 1d6 points of
damage. The liquid automatically kills a subject ifit reduces
its hirt point total 10 0 or lower, and the victim rises in 1d4
days as a bodak, On a successful save, the fluid dries up and
flakes away.

A successful turning check that would affect a 10 HD
creature completely cleanses a subject of the liquid.

2. THE LANDING

The island is not large, being litrle more than a jumble of
rocks pushing up out of the Bleak Sea. Dark, unwholesome
fluid stands rrapped in depressions, churning n s awfulness.
In the center of the island stands the tower. A few darkened
windows allow other means of entry, but the surest means is
through the mouth of a great green demon head on ground
level. The tower has no door, just o deeper darkness spell 1o
conceal the interior of the structure. Permanent walls of force
protect the windows.

3. SPIRE ENTRANCE (EL 16)
A large chamber lies beyond the demon's mourh. There, a
stair spirals upward, hugging the wall. Standing puddles of
dark fluid and stained cots, along with a pile of rotting meat
and bones, befoul the room,

The Votaries have enslaved a band of shadow grimlocks 1o
serve as guardians, Through cheirscent ability, these creatures
easily detect intruders and imposters. They atrack the PCsas
soon as they eprer.

BLinp GUARDS, RAGING (12) CRY

Shadow grimlock barbarian 8

NE Medium monstrous humanoid

Init +3; Senses blindsight 40 ft., scent; Listen +12, Spot +4

Languages Grimlock, Commen

AC 22, touch 11, flat-footed 22; improved uncanny dodge
hp 111 (10 HD); DR 1/—
Immune gaze attacks, visual effects, illusions
~Resist cold 15, evasion
Fort +13; Ref +10, Will +9
Speed 60 ft. (12 squares)
Melee +1 keen greatave +18/+13 (1d12+11/19-20/x3)
Base Atk +10;: Grp +17
Atk Options rage 3/day (8 rounds), Cleave, Improved
Sunder, Power Attack

Abilities Str 24, Dex 16, Con 20, Int 10, Wis 10, Cha 4

SQ fast movement, shadow blend, trap sense +2

Feats Alertness. Cleave, Improved Sunder, Power Attack,
Track

Skills Climb 49, Hide +5 (+15 in mountain or underground
terrain), Jump +15, Listen +12, Move Silently +8,
Spot +4, Survival <5

Possessions +1 breastplate, +1 keen greataxe, amulet of
natural armor +1

Shadow Blend (Su) In any conditions other than full
daylight, a shadow grimlock can disappear into the
shadows, gaining total concealment. Artificial
illumination, even a light or continual flame spell,
does not negate this ability, but a doylight spell does.

When not raging, a shadow grimlack has the following
changed statistics:

AC 24

hp dacrease by 20

Fort +11, Will +7

Melee +1 keen greataxe +16/+11 (1d12+8/19-20)%3)

Grp +15

Abilities Str 20, Cor 16

Skills Climb +7, Jump +13

4. AUDIENCE HALL
The stairs ¢limb upward, stopata landing, and continue upon
the other side, This entive story angles sharply to the south
The landing overlooks a large auditorium, with concent
seating, Each ring is lower than the last until the borom;
where the PCs can see a podium. The walls depict religious
symbols of Vecna, and green, grinning demon heads are scat-
tered throughout. Alarge chandelier constructed of zombies:
stitched tagether so it looks like a knot of arms and legs hangs
from the ceiling. Clurched in their hands {and held in place
by sovereign glue) are everburning torches. i

This are is empry and conrains nothing of value.

5. COMMON LABORATORY (EL 16)

The steps climb past another landing and turn further
up the tower, This level of the tower leans northeast, The
stairs continue on to area & The landing opens into a
large reom rimed with frost. Laboratary equipmenr lines
tables standing against the walls. The cold emanates from
a huge block of ice ar the room's center, The ice is blacks
dark, and pirted, buta successful DC 20 Spotcheck reveals
a dark humanoid shape inside. The creature inside is a
nightwalker, imprisoned in ice by the liches who are ter-
rified of its power.
The blockis 1 foor thick, has a break DC of 35, hardness 8, &
and 90 hit poins. It has vulnerability to fire. 1f the PCs deal 1
45 or more points of damage to the block, the nightwalker =5
breaks free, hissing with pleasure as it attacks.
Nightwalker (1): MM 196.




Lhy Black Spire vises faggedly from the
srramoil of the ‘Darklands




6. BLACK HEART

The stairs end at this round room, which, like the entire
level, bends directly east. One door stands on either side, and
directly acrpss, another set of stairs leads up to area 8, This
toom is cold and davk, with a faint smell of embalming fluids
in the air. Other than the odd ador, this room is empty.

7. VOTARY QUARTERS (FEL VARIES)

The doors leading out from area 6 each open onio identical
semicircular halls lined with more doors on the outer wall
Each door leads:to the private quarters of one of the Votaries,
powerful lich shadoweasters. Only five rooms (randomly
selected) are currently occupied.

All rooms hete are idenrical, simply bare cells for the Vora-
ries to-use when they spend time in contemplation. Sounds
of combar elsewhere in the spire do not attract artention, for
the liches are accustiomed to treachery in this place. Still,
intense fighting on this level draws a curious glance or two,
which leads to all the liches emerging from their lairs

Lesser Liches (5): hp 91; use statistics for Geoffrey Moer
on page 174

8. THE VESICLE
The stairs end in a square room, Like on the level below, two
doars stand on either side, while another set of stairs climbs
up to room 13, The floor slopes down toward the northwest

./": 'W‘h\ &
The Black Spire

Onesquare = 5 fset

The walls here are strange, glistening with moisture held
hack by some invisible membrane. What lies behind the 5
membrane is fluid raken from the surrounding sea. The :
membrane is a permanent wall of force, Perceptive charag- ':
ters (those succeeding on a DC 15 Spot check) note a few. &
chunks of flesh suspended in the dark waters, rwirching as
ifalive. x

Foolhardy PCs who dispel the wall of force (caster level
18th) release the fluid, splashing everyone inside the room.
See room 1 for detnils on the effects.

9. HALLS
Both of these area are short, narrow cortiders ending at a
large skull with emeralds fitted for eyes. The emeralds are
worth 1,000 gp each. A door stands in the center of each.
wall on either side of each hall. These areas are otherwises
empty,

10. INTERROGATION ROOM (EL 20)
The door to this room is locked (Open Lock DC 33). Inside
is a powerful balor demon, forced ro serve the Voraries for
five hundred years by means of a carefully negotiated greafer
attar binding spell. lts duties consist of torturing captives
and learning whatever facrs it can for Crestian (see area 13). -
The deman's victims rarely last for long as it immolates them |
in its excitement. The balor resemts its binding, so it does
what ir can to betray and disrupt its master’s plans. If th




PCs do not immediately attack the demon and attempt to
parlay first, ir quickly divulges all it knows about Crestian
and the Votaries, warning the characters that the lich lord
has & sphere of annihilation.

Afthe PCs artack the demon, it fights to the death, destroy-
ing them and as much of the tower as it can.

Balor (1): MM 40,

1. INCINERATOR (EL 11)

he door to this room is locked (Open Lock DC 35) and is
extremely hot to the touch (dealing 1d6 points of damage
per round to those touching it). [Fanyane opens the door,
aves of heat boil out through the portal.
This area is where the Votaries discard dangerous captives,
formarion, or their trash. This room houses a permanent
gale to the Elemental Plane of Fire. Characters entering the
‘room take 1d6 points of fire damage each round. A DC 40

! Seqrch check uncovers a +2 ndamanline holy undead bane
- mcm:;«»:»ﬂ ance pwned by a paladin who fell fighting the
Votaries and succumbed to death after ten years of slow
torture, The balor tossed his corpse and his equipmentinto
this room, but the weapon survived the fire unscathed.

12. PRIVATE LIBRARIES

These rooms are identical. Inside each isan extensive library
‘consisting of several volumes of forbidden knowledge. The
~ collection berween both rooms consists of twa hundred

wolumes, each valued ar 300 gp. Hidden in the southwest
‘eoom is a tome of leadership and influence <3,

13. THE CAP (EL 22)

“The stairs end ina lacge chamber sloping slightly downwird

toward the north. Shelves linethe walls in all areas but one,

There, a desk is littered with dozens of unusual objects.

“Trunks, chests, and cabinets fill much of the floor space, bur

nothing compares to the globe of perfect switling darkness

suspended at the far enil of the chamber.

This is the chamber of Crestian, the current lich lord

and leader of the Votaries. After recently acquiring a sphere

wf annihilation, he sequestered himsell here to study it and

~ unlock its secrets. He believes, perhaps foolishly, that this

object is the ultimate expression of the shadow and death,

the union of shadow magic and the destructive energies of

necromancy. Lackinga talisman of the spliere, Crestian is loath

fo use the sphere unless he faces a significant threat

STIAN CR 22

e human lich shadowcaster 20

- CE Medium undead (augmented humanaid)

Init +5; Senses see in darkness 60 ft.; Listen +20, Spot +28

Auta fear (60 ft., creatures of 5 HD or less Will DC 27 or be

ffected by fear spell of CL 20th)

Languages Common, Abyssal, Dracenic, Elven,
Undercommon

AC 36, touch 16, flat-footed 31

hp 130 (20 HD); DR 15/bludgeoning and magic

Immune cald, electricity, polymorph, mind-affecting spells
and abilities

Resist evasion, +4 turn resistance

Fort +12, Ref +11, Will +13

Speed 30 ft. (6 squares)
Melee touch +9 (1d8+5 [Will DC 27 half] plus paralysis

[Fort DC 27 negates]) ]

Base Atk -+10; Grp +9

Special Actions Empower Mystery (3), Enlarge Mystery,
Mazximize Mystery (2), Quicken Mystery (2)

Mysteries Known (CL 20th):

Master paths

9th—army of darkness (spell, 1/day}, consume essence
(spell, 1/day. DC 21, CL 20th)

8th—greater flesh fails (spell, 1/day), shadow plague
(spell, 1/day, DC 25), tomb of night (spell, 1/day,
DC 27, CL 22nd)

Tth—graater life fades (spell, 1/day, DC 24), prison of
night (spell, 1/day, DC26; CL 22nd), summon umbral
servant (spell, 1/day)

Initiate paths

6th—flaod of shadow (spell-like, 2/day), greater shadow
evocation (spell-like, 2/day)

Sth—echo spell (spell-like, 2/day), feign life (spell-like,
2/day)

ath—shadow evocation (spell-like, 2/day, DC 21), warp
spell (spell-like, 2/day)

Apprentice paths

3rd—clinging darkness (supernatural, 3/day, DC 20),
dancing shadows (supernatural, 3/day)

2nd—black fire (supernatural, 3/day, DC 19), shadow
skin (supernatural, 3/day)

1st—carpet of shadow (supernatural, 3/day), dusk and
dawn (supernatural, 3/day)

Fundamentals

O—arrow of dusk (supernatural, at will, +15 ranged
touch), black candle {supernatural, at will), caul of
shadow (supernatural, at will), mystic reflections
{supernatural, at will), shadow hood {supernatural,
atwill, DC 17), sight obscured (supernatural, at will),
umbral hand (supernatural, at will), widened eyes
(supernatural, at will)

Abilities 5tr 9, Dex 20, Con —, Int 19, Wis 12, Cha 24

SQ undead immunities

Feats Empower Mystery (3), Enlarge Mystery, Greater Path
Facus (Ebon Walls), Maximize Mystery (2}, Path Focus
(Ebon Walls), Quicken Mystery (2), Shadow Cast

Skills Concentration +19, Hide +36, Intimidate +18,
Knowledge {arcana) +21, Knowledge (the planes) +21,
Listen +20, Move Silently +36, Search +12, Sense Motive
+9, Spellcraft +23, Spot +28, Survival +1 (+3 on other
planes)

Possessions bracers of armor +8, ring of force shield, amulet
of natural armor 45, cloak of Charisma +6, gloves of
Dexterity +6, ring of evasion, dusty rose ioun sione, his
phylactery, and the keys to all the locked doors







hen you speak a word it the true,
original language of the universs,
you tap the power of creation
irseli—for the ability 10 describe
something isthe ability to define ir.
Awielder of trtiename magic under-
stands a language older and more
fundamental than zll ethers—a
“mother tongue” whose words and

‘phrases are the building blocks of the universe.

Except perhaps the gods themselyes, no one can speak
this original tongue. It's possible thit no one ever did speak
“t—rtruenames might be more 1 set of instructions encoded

s o a language, rather than a means of communication.
!'. Bur through careful study, the masters of truename magic
“can understand asmartering of this fundamental languape
ighm such masters name a thing aloud in the tongue of true-
es, they ean exert unparalleled contral over the creature
or abject they name. They can command it; alter it, renew
ity or destroy it simply by speaking théir desice aloud, The
\osmas seems o hear a truenaimer's instruction and reorders
vthe universe in accordance with the spoken words,

Truenamers engage in ceaseless study of the world around
them, learning the truénames of as many creatures and
! objectsas they can, As they advance in their studies, they can
uncover the personal rruenames of friénds or foes, enabling
still more powerful magic.

Some traditional spellcasters also dabble in truename
magic. By incorporating a bit of truename speech into
their spells, they can achieve targered bur powerful effects
beyond the reach of iraditional arcane or divine magic The
language of rruenames is fiendishly difficulr to pronounce,
however, so such spells press the skill of their casters to the

ULImosT.
v 1f you want to cause the very earth 1o temble when vou
say “thremiheumalach-tuyaabachnir!” then nruename magic is

for yout. If you want to force a bubau demon to do your will
simply because you khow iis truename is iy thel-cramuothan-
praduvashedeo, then trruenames can be your path to pawer.

'ﬁéu"—ﬂame magic nlre.tdy exists l % Liclre
D&D campaign. It appedrs b the form of the amma
poer worid spells, These spellsioriginate from the power of
truenaming, using 1 single word t0avreak mighty magical
effects, Though powerful, they arémerelyspellsand lack:
reusability and flexibility of real uename magic

I
THE METHODS OF

_ wizened rruename sage dogsnlt’

TRUENAME MAGIC

Truenames encompiss reality”! H\ itgentirery, - Ew;wrhtng
in the world, everythibig that ever =presumably
everything thateverwill be has atzugmanie. Even the mosi
every word in the
langnage of tiuenames—or even tostof them While the :
giimoiresof fruename masters have thousands ot cruendmes

within them, truenames undoubte lly exist: beyond their i
knowledge, truendmes tharawair rediscoveny through magi- 1
cal exploration and experimentation. I

Truename§ are an entirely oral language. Merely writing
down o rruename has no particular power. Gnly speaking =
a truename aloud can reorder the universe—assuming the
speakersays the name properly. The linguiape of Trisespeech
is composed ofhundredsof consonant sonds ind thousands ‘
of delicately inflected vowels, The rhythm of the speech is
lilewise essential. A book might require several pages fust
todeseribe g single truename, hecause thie speaker needs so
much guidance in pronuncigtion.

The language of reuendmes js more than justa lise of
names. Most of the language consistsof the traename equivie
lrm of nouns, 1n terms of game pffect, there's o truename for

¢, for “dooe” and for *sword” But from the truenamen§
puim of view, it’s much more complex. There's a word for
“ore berserker charging toward me.” a word for “itenboind, }
locked wooden door with something unknown on the other
side,” and a word for “flame tongue longsward wiklded by an
illy" Even an apprentice in the magic of truenames knows
hundreds of these iruenames,




es can also name actions, such as “vanish
" or "destroy" When these actions are combined
“with the fruenames that describe nouns, a truenamer can
emake the universe in accordance with his wishes. Com-
bining the truename for “destroy” with the truename for
‘orc” can cause harm ro the orc charging toward you. for
‘example. Combining “sharpen” (yichtho'pratanuul-khadaash)
with “sword” (gremenethhradoshikell) can make the weapon
more potent against your foes. “Vanish” (bratranajucleithal)
md “human’ (hridoklelenthé) can make an ally invisible.
additiorcto truenames thar describe nouns and these
that deseribe actions, there exists a third category: personal
rruengmes, These are the equivalent of proper names,
_uniquely identifying a single crearure, 1T hrudokkelenihé is
human, forexample, then Thandvalleru-plennevichihiad might
be Bartellus the Necromancer. Most prople don't know their
own personal truenames, and even dedicated students of
truename magic don't know more than a few personal rrue-
names. (All truenamer students learn their own personal
truenames, however) Expert spellcasters and powerful
monsters might know their own. personal truenames, and
they certainly try 1o keep others from learning their personal
truenames, Knowing someone else’s personal truename lets
you describe that individual perfectly to the universe, When
you can describie someone perfectly, you gaina better abiliry
to affect him or her with the language of Truespeech.

If you're a playeror DM with access to truename magic, you
can employ the following techniques to bring your character
1o life ar the table. Some techniques are roleplaying tips,
while athers just help the game flow around the rable more
smoothly.
When you use 3 truename, actuallyuse the truename.
Saying “I daze the orc with an utterance; it's DC 18" is a
pretty ordinary thing—and you picked truename magic 1o
set yourselfapart from the ordinary, Exclaiming “1 disrupt
thee, khedalaévauritmihaui!” is something tnore appropriate
. [oratruenamer. =

1Go ahead andd spout cooksounding mystic gibberish, and
don't be worried if you can't replicate it. Truenames by their
‘vety nature ate specific, so each situation should call for a
_new truename. It takes o little practice to just rall a dezen
wcﬂ:d syllables off your tongue, but once you've had a little
‘g“c!me, your fellow players will swear that you're speaking
dlanguage they simply don't know.

Ifspontaneous gibberish is problematic, spend 10 minures
hefare each session coming up with a brief list of syllables or
nonsense words and write them down. Mixand match them
in differentways during the course of the session when you
make a Truespeak check. Add 10 your list as you gain more
levels, to teflect your characrer learning new rruename abili-
ties orutterances, and by the time a half dozen sessions have

Give your character a fondness for spoken language.
Characrers who use truename magic have spent countless
hours saying insanely complicated tongue-twisters over
and over again; theirvery power dépends on understanding
and using language (even if it's the secrer language of the
universe).

That love of language might affect a truename-using PC's
speech in ather ways. You could give your character a vas
vocabulary in mundane languages to mirror his large repes
toire of truenames. He might pepper hisspeech with words i
otherlanguages such as Elven or Draconic. He could occasion=
ally lapse into gibberish as he mentally “shifts gears” from the
truename language into one used for communication.

OF you could deliberately play against type. Imagine the
tagiturn truenamer wha uses few words because he's aware
of the power they hold. But on the rare occasions when he
speaks, the very world reshapes in the wake of his wards.

Figure out your own personal truename. As a true-
namer, you need to know this name, if for no other reason
than o know if someone else has discovered it. All irtienam-
ers learn their own personal truenames as part of their final
stage of apprenticeship. Forother rruename-using characrers,
ir's an interesting bit of character background. Your persona
truename is nothing less than the secrer name the universe
knows you by, so take a moment to come up with somethin
mysterious und cool-sounding once you discover yaur o
{rugname.

Consider being a multilingual translator and spok
man, When you start using truenames, your fellow players
might expect your characeer t have a facility for language:
in other ways. While this isn't necessarily the case, you can'
meet their expectations by learning a number of languages
with either the Speak Language skill or spells such as fongues,
Characters who use truenames also find themselves thruse
into the role of party spokesperson as well: “Ler’s let the guy.
with the powerful words de the alking for us." Skills such
as Bluff, Diplomaey, Intimidate, and Sense Motive—o say
nothing of yourown willingness 1o banter with NPCs—will
go a long way toward making such interacrions fun and
effective.

Know how object saving throws work. They don't get
much play in the average D&D game, but they're an impor-
tant partof truename magic, especially if you are a ruenamer:
who has begun 1 delve into the Lexicon of the Crafted Toal,
Whether you're the player of a rruenamer or the DM who
describes the result of utterances on objects, make sure you
understand the object saving throw rules on page 166 of the
Player's Handbook.

After a few sessions, you will know those rules like the
back of your hand. After thar, it's just a marrer of the DM
making sure she knows what the caster level is of a magic
item and whether 2 + 1/2 its caster level is better than the
saving throw bonus of the creature holding the item

N



e YT T g B

INCORPORATING
TRUENAMES

Tuename magic in your game doesn't require you to
anything. You can use a rruename NPC or monster at
game table tonight, and you ean take ranksin Truespeak
level in the truenamer class when you artain your next
el. If you prefer (o make truénames an integral parr of
aur Dngning campaign, this chapter gives you the 1ools 10

Dabblmg Adding a ruename-using character to an ongo-
game requires little exira preparation onthe part of 2 DM,
rruenamer is just a character class with a number of spell-
fle abilities that rely on a successful skill check to function.

tliename spells ave just like their rraditional counterparts,
v y they too require a skill check o function. The rest of
s can be blithely unaware of the nature of truename
" miagic; to them it's just another esoreric magic discipline.
~Ifyou'rea player, you can give your character the poweral
truename magic through two possible pachs, First, you can
tuke levels in the truenamer class (described on page 198).
You will funceion like a spelleaster, but you use utterances
d recitations to create magical effects. As you attain more
‘lem-_ls. vou will learn more truenames and discover more
\ways to employ them 1o overcome challenges.

Ifyou're already aspellcaster, you can learn the Truespeale
skill (described on page 195), then learn truename spells.
These spells function just like regular spells (with levels,
~ components, andall the game rulesyou're used to). However,
J .thf.'y incorporate one or more truenames into their verbal
~ component, so you can achieve powerful effects on a rrue-
named targer. They're also somewhat more difficult to case:
you must succeed on a Truespeak skill check for a truename
spell o function as intended.

Whether you opt for the truenamer class o start casting

~ truename spells, you will want your Truespeak bonus 1o
be as high as possible. The Truename Training fear makes
- Truespeak a class skill for you, so you can get the maximum
tanks in the skill rather quickly. Skill Focus (Truespeak] is
-~ likewise helpful, far obvious reasons.

1
:
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EHIND THE CURTA
[ ROOTS OF TRUENAME MAGIC

magic of names has been a theme in fantasy literature for as
a5 the genre has existed, Several attempts have been made
aring this theme into the Dunceons & Dracons game, but Tome
Filagic represents a major effort to implement a thorough rules
When work on the truename magic system began, the goal
allow players lo create characters who use and master the
truenames. Characters would learn the names of spe-
iings, slowly build their repertoire of names, and through
mes, expand their control over the world, Staying true to
ry roots of truename magic, however, would not have
ed well with the game aspect of raleplaying.

___!,r" a_-' S ;

Crescendo: You can also start out by dipping a to
walers of truename magic as described above, then in
your level of dedication 10 truename magic as your interest
level dictates.

Prestige classes are available for both truenamers and
members of other classes who can use Truespeak, includ-
ing the acolyte of the ego and the brimstone speaker. Those
characters who know even a smattering of truenames can
likewise become disciples of the word or fiendbinders. A
number of feats (described on pages 2258-231) augment any
character's ability 1o use truenames-effecrively= = ——

Truenames will start ta have an important place in your
characters' schemes. They will investigate the personal rrve-
names of their archrivals, and they will spend time trying
to figure out which truenames will be particularly usefulin
avercoming challenges.

The Truename Campaign: 1f you're a Dungeon Master,
you can createa campaign where truename magic is central—
evenifthe PCs don't realize ivat first. You canincorporatethe
rules in this book gradually by first hinting at the existence
of organizarions such as the Collectors of the Lexicon or
the Kingmakers, Perhaps the PCs will eventually make an
enemy of one of those organizations, or of a truename-using
monster suchas a garbler ora loquasphinx. Confronted with
the strange magic ofa truenamer or  logokron devil, the PCs
will seek out more information about these truenames the
villains keep talking about. To protect themselves, they might

—.start taking ranks in Truespeak, casting spells thar protect
against truename magic, and so on.

However you incorpatate truenames, you can use the same
system to resolve thelr effects. A character who wants to use
# Tiuename must complete two steps: learning the truename,
then speaking it aloud.

This book isn't large énough for a list of truename equiva-
lents for every word you're likely 1o use in your D&D
game—and it wouldn't be much fun to read in any case.
Sothere's no glossary for your character, But a player using

For example, a truenamer who knows the name for gablin
might have a great deal of pawer in encounters with goblins, but
that same truenamer might be powerless against other kinds
of creatures and therefore wouldn't have much fun outside a
goblin lair.

The truename magic system needed tc mave away from the
tropes of fantasy. Instead of making the nouns of truenaming
be the rare words of power (a noun might be the truename for
goblin), the rules system presented here instead makes the
verbs the rare and powerful parts of truenames. That means:
that whether the encounter is with a goblin or a troglodyte; ’th'k
truenamer has a chance to participate, but like other classesis
not sure of the success or magnitude of an dttack afabl it& % (
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e truename magic rules will discover terms unique o
this sort of magic.

Lexicon: One of three categories of truenames. Utter-
ances can be found in one of these lexicons: The Lesicon of
the Evolving Mind, the Lexican of the Crafted Tool, or the
Lexicon of the Perfected Map, Truenames that name personal
truenamesaren't found in lexicons.

Personal Truename: A truename tharuniquely describes
a specific individual. analogous to a proper name such as
*Lidda Tosscobhle"

Recitation: The: repetition of the speaker's personal
truename, subtly altering the cadence fora particular magic
effect. Truenamers use recitations to restore their bodies
minds to an “original” state; most recitations eliminate
‘poison, disease, and similar ongoing harmful effects. Recita-
tions are available ro those wirh ranks in the Truespeal skill
through feats, although truenimers receive access to some
recitations through bonus feats:

Truename: A descriprion of a crearure (*halfling"), place
(“forest”), thing (‘dagger”); or action ("destroy”), deliverad in
the primal language of the universe. Each truename is exceed-
ingly specific and incredibly difficult to pronounce aloud.
Truename Spell: A spell that incorporates one or more
truenames into its casting, Truename spells alwiys have a
verbal component, for obvious reasons, All the usual rules
for spells apply, but the spellcaster must also sueceed on a
Truespeak check for the spell to work. Truename spellscan

individual spell.

Truenamer: A class devoted to the study of truenames,
Truenamers use utterances and recitations toachieve patent
magical effects.

Truespeak: The skill, introduced in this book. of correctly
pronouncing rruenames—especially in stressful, distracting
situations such ag combat.

Utterance: A combination of a truename that describes
an action with a truename that describes the subject of that
action. This is the most important class fearure of the true-
namer class.

LEARNING
TRUE

‘Despite the fact that rruenames are fiendishly complex and
“often require several alphabers just to write down, learning
“atruename is the easy parr.
‘Basic Truenames: Studying entire categories of truenames
is fargely the province of characters with the rruenamer clss
Throughout their career, they learn utterances, which they
can use to describe everything in the world. Utterances thus
allow truenamers to affectcrearures, objects, and even loca-
tions with theirwords. The choice is theirs which utterances
' theystudy from each of the three lexicons. Utterances are also
. unique hecause most—specifically, those from the Lexicon of

be cast by arcane or divine spelleasters, depending on the

the Evolving Mind—can be spoken in reverse, making each
two words in one, One truenamer might learn the utterance
dealing with healing and destruction, which would allow him
1o heal and harm creatures. A rruenamer can also learn from
the Lexicon af the Perfected Map, which allows herto name
and affect places, She might be able to shake the earth beneath |
her enemies’ feer or make the terrain in an area easier for her
allies to traverse. Learning new utterances from a particul
lexicon is a class feature of the truenamer class, It's automatig
butir’s not comprehensive. Even a 20th-level trugnamer won'f'
know all the urterances it all the lexicons.

Spellcasters with ranks in the Truespeak skill automari-
cally know the truenames that ave part of the truename
spells they cast; it's a normal part of the spell-learning
pracess. But because the truenames are woven into the spell
irself, spellcasters can'textract the truenames and use then
ourside the context of the spell. That's the province of the
fruenamer.

The basic truenames that form urterances are described in~
countless grimoires found in the librarvies of truenamers, The
Analectsaf Voudellak, The Spotted Libram, and Hadtalk's Tom
for example, are three multivolume collections of truenames
devoted o the Lexicon of the Evolving Mind, the Lexicon
of the Cralted Toal, and the Lexicon of the Perfected Map,
respectively. {Lexicans are described in greater detail on'
page 234,) J

“Kenshenasha=prictokana’hazhulakhan!”

—Reversed utterance of essence of lifespark,
4 common execution rechnique for
High Inquisitor Phar-Noghrio

Personal Truenames: The personal truename that
uniquely deseribes an individual creature is much harder
to learn, because most creatures powerful enough to be
aware of their personal truenames are smart enough to
know that a personal truename should be kepr secrer.
But magical research—everything from poring over
dusty tomes to asking the gods for divine guidance—can
sometimes uncover a personal truename. The process is!
uncertain and time-consuming Bur the payoff is often
worth it; when you know a creature’s personal truename,
it is easier to alfect it with your urterances than if you
were using 2 normal truename. The method of discerning
creatures’ personal truenames is described in Truename
Research on page 196

Lorts of powerful truenamers keep lists of personal rrue-
names they have learned, and some of these have survived
through the ages 1o inform future generations of truenam-
ers. The Merciless Catalog of Fiends and Splendor beyond the
Veil are two encyelopedias of personal truenames thar cover
important fiends and powerful undead, respectively. Copies



kepr under lock and key in many a master truenamer’s
ibrary,
~ Your Own Personal Truename: Most peaple don't know

if you asked the local blacksmith whar his rruename
Butit's aften useful to know what your truenaime is. Your
grsonal truename can bie a conduit for powerful beneficial
ls. A truensmer gains access 1o recitations through bonus
, and can take more recitation feats as he artains more
els. Recitations can restore the truenamet to his original

fcolyte of the ego and the disciple of the word rely on
intimate knowledge of their own personal truenames as
ipath fo inner power.

You can learn your own truename through magical

vination (described in Truename Research on page

. Truenamers automatically learn their own personal
— names. at 1st level; doing so marks the end of their
 apprenticeship.

When you learn your own truename, take 2 moment to
wrlte it our, Anything of eight or more syllables will do.
You can match the sound of your personal truename to

~ your personality. IT you have an aggressive character, make
up a personal truename with a lot of explosive consenams
jand gutrural sounds. If your character has a more serene
‘countenance, use a lovof vowel blands and softer-sounding
‘consonants. Thakraseh-Voor-Grakat trangi is a good personal
truename for a bold, often angry character, while the per-
sonal truename of Aumsh-Hrietuli-Oursselleam hints ara more

- contemplative character.

SPEAKING A TRUENAME

rning a truename is a seraightforward process; vou either
figure it our through magical research or know it automari-
ieally from a spell or from the rruenamer class feature, Once
m.ymtkm}wn truename, that knowledge can't easily be taken
~ away from you. However, just because you know the personal
- retiename of the demon prince Orcus (no mean feat, by the
~ way) doesn't mean you have him under your thumb, You must
* beable to speak the truename aloud.
- Mo ordinary language comes close to the complexity and
' demanding exactmess of rruenames. A simple sound such as
ng 0" can be delivered with a hundred slight variarions
pitch, timbre, and inflection. How the sounds blend into
another carries tneaning of its own. Every consonant
| you've ever heard—and some completely foreign 1o

| polythythm, Pronouncing any truename properly

¢s hiours of practice and the height of concentration, and
ersanal truenames are even more mmplex_

- é&‘ppr'cmice truenamers often strain their throats into

ess or silence just mastering basic vowel sounds, as

tion drills: “Aaasaccoah, asasaocoah; sanasecpah. " and

on, Even bards accustomed to delivering epic poetry nrlp‘?ié‘r
dramatic works quickly find their vocal cords exhausred by 1
the precise demands of Truespeech. Many a failed apprentice
{s unable to muster a voice louder than a whisper; truespeak-
ing can even permanently damage the vocal cords if you
attempt toe much too soon.

Speaking a truename aloud is the hard part of the process,
and doing so requires a successful check in a new skill:
Truespeak. Using Truespeak requires a skiltcheck: and
caleulating the DC for such a check usually follows the same
formula.

To speak a creatute’s truename aloud, you must succeed
on a Truespeak check with.a DC equal to 15 + (2 % the
creature’s Challenge Rating). [f you're saying the truename
of a PC. the DCis 15 + (2 x the PC's Hit Dice). When you're
speaking 4 creature’s personal truename, the DC increases
by 2 because those truenames are more linguistically
complex.

To speak a magic object’s truename aloud, the Truespeak
DC is 15 + (2 % the frem’s caster level).

To speak a nonmagical object’s truenaime aloud isa DC 25
Truespeak check.

Usually you make a Truespeak check to speak an utterance;
used reciration, cast a truename spell, or use a unique special
ability (such as those used by some of the new prestige classes
found later in this chaprer), The check doesn't require an
action of its owny it's part of the action (usually a standard
action) of the utterance, recitation, spell, or ability; Rules
tor using recitations and utterances are found on pages 231
and 232,

The consequence for failing a Truespeak check is thar the
utterance, recitation, spell, or abiliry doesn't work. Creatures
with the Personal Truename Backlash feat have truenames
that are dangerous 1o utter aloud. If you fail at a Truespeak
check involying 4 creature with Personal Truename Back-
lash, the wniverse itself punishes you for gerting the name
wrong (see the feat on page 229 for derails).

“Torakh-hrun'wellenek-lnuvroonea!”

—Utterance of caster lens, delivered by
Menastrasian before calling the pir fiend
that sacked Joruul

Use this skill to master the tortuous prontinciation of true-
names, each of which involves a dozen syllables, precise
timing, and vocalizations foreign even to the most mulrilin-
gual character If you'te a truenamer, you use thisslill every:

:!1




fime you deliver an urterance or make a recitation. If you're 4
spellcasterswith a truename spell atyour disposal, vou make
a Truespeak chack 1o cast the spell properly. Members of
prestige classes such as the fiendbinder, acalyte of the ego,
and brimstone speaker muke Truespeak checks m acrivate
their class features.

You can also make a Truespeak check as a free action to
identify an utterance being spoken, even when ir's nor your
turn. The DC of this check is equal ro the DC 1o speak the
utterance you wish to identify.

“Unevanskillaub-
_ krandechagh'plovarrith!”

—Urterance of rebuild tem, delivered by
Krentil Orgautham to revive the golems
that guarded the Tower of Vines

Of the standard classes, only the truenamer has Truespeak
as a class skill. Other characters can avoid the high cost
of tross-class skills by taking the Truename Training feat
(described on page 229},

This skill dogsn'trepresent yeurability to learn and know
truenames so much as it represents your ability 1o say them
aloud. Each truename is complex and exacting enough that
just overhearing a rruename—even a personal rruename—
doesn't give you any particular facility for pronouncing it
yaursell. That takes continuaus vocal exercises and endless
study.

Check: You can pronounce the truename of 1 ereature
(such as “arc,” *horse,” or “red dragon”) by suecoeding on a
Truespeak check with & DC of 15 + (2 % the creature’s CR),
For crearures that don't have Challenge Rarings; such as
player characrers, use a DC of 15 + (2 % the creature’s HD).
Speaking the truename of a magic item has a DC ol 15 +(2
X item's caster level )

Speaking a creature’s personal truename increases the
DC of the Truespeak check by 2. You gain a +4 competence

e HOW COME MY NAME

'S HARDER TO SAY?

Mas’per truenamers and grand spellcasters with the Truespeak
skill.have noticed an intriguing phenomenon: Some people's
truenames get harder to pronounce as they get older. The
phenamenan isn't widespread, but nearly every truenamer
mentor can tell ihe tale of an apprentice who goes out to
explore the world, When the apprentice returns years later,
his truename hasn't changed. But it has hecome harder ta
pronounce, less tolerant of slight quavers and minuscule
disparities in fiming,
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bonus on Truespeak checks for saying your own personal
truename.

Because sayinga truename is such an idiosyneratic, exacr-
ing rask, you can't take 10 or take 20'on Truespeak checks.

Action: Speaking a triename is a standard action that
provokes attacks of oppornuniry.,

Try Again: Yes.

Synergy: If you have 5 ranks in Truespealk, you gain a +2-
bonus on any Knowledge checks made to conduct truename’
research,

TRUENAME RESEARCH

Most truenamers learn truenames from the three lexicons
that define a truenamer’s craft, But an important category
of truename doesn't exist wirhin the lexicons: personal
truenames, A normal truename defines you in terms of
your creature type and what you're doing, such as “ore
berserker" or “lurking mind fayer” But a personal true-
name defines you and you alone: “Gratharz son of Morach”
or “Ythrinik Rumikauprraal of the Hydramaw clan” Your
truename might change depend on whar vou're doing, but
your personal truename never changes, even if you underge
personal upheaval or magical transformarion {such as a
polymorph spell).

Personal rruenames are harder 1o say (+2 DC on the Tru
speak check), But they enable a truenamer 1o deliver mor
devastating utterances. Ifa truenamer knowsthe persond
truename of a cresture and uses his utterances againstir, the
save DCs of any utterances that incorporate the creature’s
personal truename increase by 2,and the truenamer gainsa
+2 bonus on caster level checks o overcome thar crearure’s
spell resistance; if anv. Personal rruenames are also a neces-
saty compaonent in many truename spells that arcane and ©
divine spellcasters with the Truespeak skill employ.

Only ereatures with an Intelligence score of 3 or higher
have personal truenames. This excludes most animals,
vermin, and oozes, for example. Some undead and con-
striets likewise have no Intelligence and thus no personal
rruenames. If the Intelligence of a creature with a personal

Truename scholars note that many who exhibit this phe-
nomenan eventually become impartant leaders, great heroes,
ar sinister villains. They speculate thal the universe is taking
a greater interest in them as they achieve more. As their true-
names become more Important to the universe, they become
harder to say,

(Mechanically, what is happening is that the young truenam-
ers are gaining Hit Dice as they attain more levels, and thus
the DC to speak their truename increases as well. Because Hit
Dice are an abstraction that doesn't exist in the game warld, the
NPCs have only a vague sense of what's going on.)



ne drops below 3, it does not lose its personal true-
Likewise, if the Intelligenice of a creature with an

igence of less than 3 increases above 3 through some

rary magical effect {even that génerared from an irem

s.a headband of mtellecty, it does not temporarily gain

onal truename. I a creature’s Intelligence is perma-
vimpraved above 3(such as ananimal being the subject
winken spelll, the universe acknowledges the creature's

néw stare of awareness and it gains a personal truename.

Borukanthalau'quivialahnimaush-
~ anathir!

—Urtterance of cvitical word of nurhiring,
used by Jellisqua to keep General Sulvarr
alive during the Bartle of the Red Isthmus

COVERING A
RSONAL TRUENAME
can find oursomeongs personal rruename using 4 combi-
tion of mundane and magical research techniques, But the
rch can be an expensive, fime-consuming process, Even
55 to the Merciless Calalogor Splendors beyond the Veil isn't
sufficient, because those encyclopedias are neither complete
‘nar completely accutate. (Shortly after the Merciless Catalog

of Fiends was disseminated, for example, many clever devils

ntentionally spread fake copies with theirown names badly
bled but the personal truenames of their vivals intact)

~ Shorterlived characters, such as humans, probably don't
have their personal truenames recorded in any important
xt, 50 discovering such an individual's rruename becomes

“an exercise in derective work using genealogies, magical

- divinations, and other esoteric techniques.

It rakes a successful Knowledge check in the relevant
 subskill to discovera personal rruename (although 5 ranks
‘o Truespeak grant a synergy bonus toany such checks, and

the Truename Research fear grants additional benefirs), The
* DE usesa familiar formula; 15+ (2 X crearure’s CR), or 15 +
X HD)for creatures such as PCs that don't have Challenge
fgs, I you have the bardic knowledge class feature, you
substirure bardic knowledge checks for the Enowledge
k

st one success is rarely enough to discover a truename,
i need a number of successes equal ta 1/2 the crearure's

It Dice (minimum 1).
ach Knowledge check to discover a personal truename
ane week and costs 1,000 gp (for meditative incense,
cess to private libraries, and so on), Cut the weeldly cost
vhalfif you have unfettered access toa major library, such
one owned by a wizards college, a scribes guild, or the
in o mujor temple o a knowledge god. Someone
the Truename Research fear also cuts these costs in

half (see the fear deseription on page 229}, ar by the
quarters if he also has access to a library or othersou
truename lore.

The tesearch process is intercuptible at any rime. Ifyod R =
need 1o go on an adventure, just keep track of how many’ Y
successful checks you've made thus far, then resume your
research when yourschedule allows.

Obscure Creatures: Iranically, it can be somewhat easier
10 research the personal truename of a powerful dragon
than d lowly gnoll hunter Historical annals will periodi-
cally mention a great wyrm's deeds, and previous truename
researchers might have made progress on the truename
(and recorded thar progress). But it's likely that no one has
ever gared about the gnoll hunter's persenal truename, so.
mundane texts won't he much help. Crearures with less than =
10 HD are considered obscure unless they have historical or
pelitical importance. Unless youre using magical divinations
1o aid your research, you can't even artempt the Knowledge _.-i'
checks. —

The Knowledge check to Tearn a personal truename is
maodified by the factors in the table below.

=
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TABLE 3—1: PERSONAL TRUENAME RESEARCH MODIFIERS

Condition Modifier

Parents +1

Great-ian iarents or eion i
Contact other plane spell* 2

Lot s
You have met the subject +1

You i et to tl 'esub'el or you are the subject’ + -

#Must be cast during the week you make the check,
Multiple castings of the same spell don't stack, but
different spells cast during the same week do stack.
FThese bonuses are cumulative with one anather.




'THE TRUENAMER

*T nme you thelehmatirechrhalahh, tyrant, T rend asunder
vour petty spells with bhauo-yuslé-mannarae. And 1 bring you
to your kriees with gorvodtyrmu-lilautha, With only threr wards,
Thave you at my mercy.”

—Sekhen, Master of Truespeech

1 Truenamers study the words that comprise the fabric of exis-
:L_mgc_e__lj:ey rseek tounravel and comprehend the mysteries of

L] the Multiverse by learning the truenames of as many of its
components as possible. A truenamer learns new rruenames
as he progresses in level, which he can use as utterances o
manipulate the world around him. All truenamers know
the basic words of Truespeak that allow them ro describe
creatures that they encounter, so the new words they learn
enable them to alter those creaturesin very specific wavs. As
they conrinue 1o advance, they also learn o deseribe—and
~ thus affect—inanimate objects and even places, which are
mote difficult to describe using truenames,

If you wanr to understand the secrer language of the
universe, the truenamer class is for you, By delving into the
truenames of everything that surrounds you, you can reshape
reality itself. You will speak words of power so potent that
the cosmos will rearrange itself ro march their meaning,

MAKING A TRUENAMER

Atfirst, you will only be able ro use Truespeak in a few ways,
sa your power will necessarily be limited. You will know
onlya few rruenames, and more important, your ability 1o
pronounce them is imperfect, You will encounter situations
when you aren't as skilled with Truespeak as you need to be.
and you say “ghaurtahlakranammin” when you meant to say
‘ahaurialhakvanammio” As a low-level cruenamer, vou might
be able to increase an ally'seffectiveness in combar or freeze
an enemy in place, bur you won't be commanding demons
or altering the landscape—yet.

As you attain more levels, your power grows in three main
ways. First, you gain access to new lexicons; Exp;_!_ndin_gyaur
abilities 1o influence items and places, as well as creatures.
Second, you learn new utterances, each of which gives you
a new way to affecr creatures, objects, and places. Third, as
you gain tanks in the Troespeak skill, you will narurally be
able to pronounce trusnames more reliably, especially the
truenames of more powerful creatures.

In many ways, you're like a spellcaster. You would rather
deliver an utterance or a recitation than attack with a
weapon. By choosing the path of the truenamer, you give up
adegree of flexibility compared to a spellcaster. You have a
ser-of utterancesand recitations vou can make, and rhis ser
doesn't change from day to day the way a wizard can change
‘hetarsenal of prepared spells. But because you aren't casting

spells; you don't have to worry about spell slots, spell levels,
-+ vm: running out of yout mast precious resource. You an

continue 1o speak utterances and recitations as long 2s you
can continue to succeed on Truespeak checks.
Abilities: Intelligence and Charisma are the most impor-
tant ability scores for you. Intelligence is the relevant ability
score for the Truaspeak skill:a high Intelligence will help you
learn and remember the long strings of syllables and exact
pronunciation of the truenames youknow. Charisma provides
the force and convicrion behind your words, In game terms;
it sets the save DC for many of your utterances,
Other ability scores marter less, because you would much
vatherdeliver an utterance than swing a sword or shoot a baw,
1 you're spending points on a physical abiliry score, consider
Constitution hecause it provides extra hit poinis—a resource
everyone runs short on eventually.
Races: The knowledge of rruenames—and how 10
manipulare them—can be found among most races, but, as
with the magic of wizards, the lore of truenamers requires.
a certain scholarly bent, Truenamers also spend significant
time in libraries and other places of knowledge, and thus
are more rare among less eivilized (or at least, less urban)
races.
Humans and dwarves, especially, find truename magic
appealing: Dwarves find truename magic like a delightful
puzzle to be solved: combinations of individual words of
power, when put together a certain way, capable oFachievin
o specific effect. Scholarly dwarves are on the forefront o
combining genealogy and truenames, discovering how tly
personal truenames of dwarves within the same clan have
some common syllables: -
Humans living in the centers of major cities have access
to some of the libraries and other resources so essential roe
learning rruenames. They're also narural explorers, crossing
the globe in search of new things 1o name, The divisicn ut
truenames into three lexicons is largely a human invention,
and now all rruenamers enjoy the convenience of the three
classifications.
Truenamers can also be found among elves and gnomes,
although such characters tend to prefer a more organic
approach to magic, Halflings and halfores frequently Jack
the discipline or access to sources of knowledge to make true-
name magic feasible, although some clans and tribes might
include members with ranks in Truespeak, and perhaps
knowledge of a few truename spells,
Alignment: Truenamers have no preferred alignment.
Both the blackest hearts and the purest souls seek w under-
stand the cosmas by mastering rruename magic. Evildoers
want to reshape the universe for their own ends—or for
those of their dark masters. The defenders of all thar is good
want to use truenames [0 create a more jusl. compassion-
ate world. The rigid complexities of truename linguistics
appeal to lawful characters, while chaotic characrers love
how fruename magic confounds society’s rules as an agent
of fundamental change.
Srarting Gold: 4410 gp (100 gpl.
Starting Age: As wizard

|




TABLE 3—2: THE TRUENAMER

I Level
st

Znd

ard

4th

5th

6th

7th

8th

9ih

10th

& 1th
12th

13th

l4th

| 15th
T6th

17th

18th

| 18th
201k

Class Skills (4 + Int modifier per level, x4 at 1st level): Concentration, Craft
individually), Truespeak, Use Magic De

Base
Attack
Bonus
+0

+1

#2

+N2fd 2
+13/+8/+3
+14/+9) 44
+15/+10/+5

Fort
Save
40
+0
+1
+1
+2
+2

+3

HiT DiE: D6
Ref  Will
Save _ Save
+0 +2Z
-0 +3
+] +3
+1 +4
*1 +4
2 +5
2 5
+2 +6
+3 +0
+3 7
+3 £
+4 +8
4 +8
+4 +9
45 +9
+5 +10
+5 +10
+6 +11
+6 11
-6 +12

Special
Known personal truename
Knowledge

Truename Research
Knowledge focus
Bonus tation feat
See the named 1/day

Knowledge focus

Sending
Knowledge focus
Bonus recitation feat

Speak unto the masses

Say my name and | am ther

Lexicon of the Lexicon of the Lexicon of the
Evolving Mind  Crafted Tool Perfected Map
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rform (oratory), Knowledge (all skills, taken

Utterances Known
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3-3: MAXIMUM UTTERANCE LEVEL KNOWN
Lexicon of the Lexicon of the Lexicon of the

Level Evolving Mind Crafted Tool Perfected Ma
i'n! Tst — —

CLASS FEATURES

Your class fearures involve learning new utterances, attaining

more knowledge among the three lexicons, and learning

recitations that use your personal truename,

Weapon and Armor Proficiency: Youare proficient with

simple weapons and with light armor, but net-with shields
| Known Personal Truename: You know your own
i personal truename. You cannot pronounce it automatically;
doing sorequiresa Truespeak check witha DC equal to 15+
(2% your Hir Dice) = 2, Because it's your personal truename,
you get a+4 bonus on the Truespeak check.

Utterances (Sp): You have the ability o speak utterances,
powerful conibinations of truenames thar canalter the world
around you in fundamental ways. Urterances exist in three
lexicons: The Lexicon of the Evolving Mind, the Lexicon of
the Crafted Tool, and the Lexicon of the Perfected Map. You
begin play knowing one utterance fram the 1st level of the
Lexicon of the Evolving Mind, and you gain one utrerance
{from this lexicon at each truenamer level you atrain. You gain
accessto higher levels of utterances at the levels indicated on
ible 3-3. Whenyou gain access to higherdevel urterances,

you can choose an utterance from that level or from a lower
level, ifyou wish.

31 1’5_,‘1(:1: utterance represents hundreds of truenames in your
El::pei'rmre When you gain the word u[lmls!nrmg. for example,
: ay thanthanlu'ul-hrasechni when you're delivering it on
your elf ranger ally and yanu-shankrinigalaasha when you're
delivering it on your gnome rogue friend.

The Difficulty Class for a saving throw against your utter-
ances is 10 + 1/2 your truenamer level + your Cha modifier.

Beginningar 4th level, youalso gainaccesstothe 1stlevel
utterances of the Lexicon of the Crafred Tool, allowing you

higher-level utterances from this lexicon at 7¢h; 11th, 15th,
and 191h levels, as indicated on Table 3-3,

Beginning at 8th level, you gain access ro the sr-level
utteranges of the Leékicon of the Perfecred Map, allowing
you toalter places with your truenames, You gain access
higher-level utrerances from this lexicon at 12th, 16th, and
2oth levels, as indicated on Table 3-3,

See page 232 for the rules on successfully speakin
utterances.
Knowledge Focus (Ex): Asatruenamer, vou spend a great.
deal of rime studying the world around you in an effort ta
learn new rruenames. At the levels indicated on Table 3-2,
you gain a permanent +3 bonus ona Knowledge skill of your
choice. Each time you gain this ability, you can apply it to 4
different Knowledge skill, or ro the same Knowledge skill;
if you want to focus on a particular area of expertise.

Truename Research: At 6th level, you gain Truename
Research as a honus fear. See page 229 for details.

Bonus Recitation Feat: By repeating your own personal
truename over and over with a particular inflection, you can’
achieve various healing effects starting ar 8th level. Choose
one recitation feat from those given later in the chaprer. You
must siill meet the prerequisites for the bonus feat to take it.

At 15th level, you gain a second bonus recitarion fear.

See the Named (Su): Beginning ar 9th level, yo
the ability 1o see a creature from afar whose personal
name you know. This ability works as the serying s
bur does not require a mirror or poel of water to function,
Insread, you must maken Truespeak check for the creature
as normal (see page 196 for information on making a True-
speak check to affecta crearure). 1fyour check is successfuly,
the crearure does not gera save to resist the abiliry, buryou
can view the subject for only 1 round. You can use this
ability once per day.

Sending (Su): Beginning ar 13th level, you can speak to
crearures whose personal fruenames you know from a great
distance. You must make a successful Truespeak check (DC
15 + 2 % target’s CR) to use this ability. 1fsuccessful, vou can
send a message to the subject as a sending spell (caster level
equal royour truenamer level), You can use rhis ability three
times per day.

Speak unto the Masses (Su): At 17th level, you have the
ability to affect a number of crestures of the same creature
type with & single, powerful urterance. You can only atfecr
creatures of the same type (humanwids, giants, or dragons,
for example) with 2 single use of this ahility, although you
could use v against a different group of a different creature
type each round. No two of the creatures you wish 1o affect
with your utrerance can be more than 30 feet apart, and
the base DC for your Truespeak check is equal 10 the most k
powerful (highest CR or most Hit Dice, if you dre affecting
PCs) crearure in the group. For each crearure you wish 1o
affect with the utterance beyond the first, the DC of your
Truespeak check increases by 2.




The Law of Resistance (see page 233) applies to utterances
ted wirh speak unto the masses. Asa result, addirional uses
utterance modified with speak unto the masses might be
difficult, even ifyou then want to use the niterance on a
gle crearure later in the day. For example, if you attempted
sean utterance against four fire giants (gach CR 10}, the
would be 15 + (23 10) + 6, or 41. If your attempt was suc-
and you later tried to use tht same utterance against
le marut (CR 15), the Law of Resistance applies, and the
would be 15+ (2 15) = 2, or 47,

ay My Name and 1 Am There (8u): At 20th level, vou
lop 4 truename—not your personal truename, buta sort
e nickname—that isinvested with cosmic powersuch
others who speak it can conjure you forth, Whenever
ane successfully says this truename, you can appear
hat creature’s location as if raken there by a word of recall
spell. You know who is saying your truename, and you can
choose not to be transported if you wish. The nickname is
often one or two syllables taken from your personal rue-
name. A creature speaking your true nickname need not

YING A TRUENAMER

whale point of being a rruenamer is that your words have
“impact. You're at the table to be heard. Whether you're a glib
aiegotiator, 2 master of riddles, or 1 laconic hero who speaks
only when she must, you should develop a distincrive style
for your character’s speech,
Asatruenamer, you're particularly interested in defining
things. You want io figure out the game world and accurately
~ name allits contents. Thar's what drives you 1o solve puzzles,
‘uncover hidden enemies, and underrake other adventyres:
the desire to caralog and name all you encounter.

~Any deity with knowledge, lore, or speech i its panthean
isa natural for rrienamers, But more than that, truenamers
fayor the creator deity (if one exists) in a given pantheon.
. Many truenamers have the explicit or implicit belief that
he creator deity used the langnage of rruenames to define
ything in the universe arthe moment of creation, essen-
lly speaking every truename at the beginning of rime.
every truenamer believes in the connection between
creation of the universe and the power of rruenames, but
do, This can somerimes get rruenamets in rrouble with
gly orthodox religions that lack a creator deity or don's
Tporate trienames into their creation story.

* In che standard D&D pantheon, rruenamers tend 1o
Boccob (N, Vecna (NEJ, or the patron deities of a
¢ific race such as Corellon Larethian (elves, CG), Moradin
arves, LN), Garl Clittergold (gnomes, NG). or Yondalla
s, LG,

Truenamersof the Forcorren Reatss serting oft
ate Azuth (LN), Gond (N), Larhander (NG}, Myscra (NG
Oghma (N). Some triienamers worship Selivne ot Shardue o
their importance in the worlds creation myth. Others favor
Deneir because they see a connection berween truenames
and the Deneiran Metatex!, The racial patron deities find
worshipers among truenamers, too.

The truenamers of the Eneruon setting worship Aureon
(LN}, Onatar (NG}, or the Path of Light (kalashrar, LN},

“Zri'sanutell-wrehrethoo-sho ucﬁen_ml!"-

—Reversed utterance of perceive the unseen,
believed to be the last words heard by
High Regent Lharnak the Cruel

OTHER CLASSES

Most members of orher classes know little about the ways of
truename magic, and thus most willjudge you independently
of your magical inclinarions. Wizards and some clerics are
the most likely 1o know something of yourart, and many
can be [nvaluable allies, aiding you in your research and
complementing your utterances with their own powerful
forms of magic. Youalso benefit from the presence of strong
melee combarants, as do spellcasters, since they can keep

—enemies away from you while you shake the barrlefield and
strilee rerror into the hearts of your foes from 1 distanice.
Allies can become mistrustful ance they see your power and
tealize that they oo have truenames, and some will take time
before they become comfortable with you knowing rheir
personal truenames,

COMBAT

Although you don't cast spells, strictly speaking, you're
effectively aspellcasterina iight. Inatypical combat round,
you attempt an urterance, hoping to damage or otherwise
confound your enemies in some way, or toaid your allies, 1
yout are wounded, you might be able 10 use an utterance to
heal yourself. Bur your interesting combar options revolye
around the utterances you have at your disposal.

1fa foe proves especially resilient to your cruename magic,
or if your affensive utterances have been repeated o an
extent that you ean no longer succeed on your Truespeak
checks, your tactical role in g fight shifts from offense o
defense and support,

ADVANCEMENT

Once you have undergone your initial rraining, you can
continue your studies in the downtime berween adven-
tures, much the way a wizard learns new spells: You're
always practicing the pronunclation of truenames you
already know and trying to figure out the truenamesiyou




't know yer. Occastonally, you might visit the library of
/ \YOUT mentor or 4 fruename-aware organization so you can
learn more truenames. When you reach higher levels, you
mxght advance the lore of rruenames yourself, discovering
new truenamesand becoming the fivst truenamer ro speak
them aloud.

As you attain more levels in the truenamer class, the
most important choice you face is which utterances to
learn. Each urterance from the Lexicon of the Evolving
‘Mind represents an action, and its reverse, that you can
ise against friends or enemies. Eventually, you learn words
that yot can use to form utterances thar alfect objects and
places. Atevery level, you learn a new utterance that can
affect creatures you encounter. The words you can learn
alsoincrease in difficulty (and therefore increase in power)
as you gain levels, allowing access to new, more powerful
utterances.

F TRUENAMER STARTING PACKAGE
Armor: Studded leather armor (+3 AC, armor check
penalty —1, speed 30 fr.,, 20 1b.).
Weapons: Spear (1d8, crit %3, 6 [b, Medium, piercing).
Light crossbow (1d8; erit 19-20/%2, range inc. 80 ft., 4 Ih,,
Medium, piercing).
) Skill Selection: Pick a number of skills equal to 4 = Int
madifier.

Use Magic Device

Feat: Skill Focus (Truespenk).

Utterance: Utterance of minor health

Gear: Backpack with waterskin, one day's trail rations,
bedroll, sack, flint and steel, six torches, 10 bolts.

Gold: 1ds gp.

RUENAMERS IN THE WORLD

it’s magic, il's awfully sublle magic. T was watching for the

handwamng and chanting. Instead, he just said something—md

~Aponldn’l move!”

'S | \ —Captain Von Hakri of the city guard
“Truenamers are 3 good addition to a magicrich campaign
because they extend the boundaries of magic. What they
do is unguestionably magical, but it doesn't involve spells,
components, schools, or any of the other accoutrements
normally associated with spellcasters.

TRUENAMER LORE

DAILY LIFE
Maost truenamers are content to catalog new truenames, prac-
tice the truenames they already know, and engage in other
linguistic and histotical studies. Advenruring truenamers
arean exception, however, They use truenames ro bring their
vision of the way the world should be tharmuch closer toreal-
ity Some are eager to find the truenames of monsters, places
and items that no sentient eyes have ever seen before—evenifl
they have a hand in creating such things in the first place.

Truenamers are curious abour the world around them,
so a high-level truenamer can make a good parron for
lower-level PCs. Such rruenamers often hire advenrurersta
gather rareitems for study or 1o recover lost treasute froves
of truenamer lore.

NOTABLES
Perhaps the most famous truenamer is Khurufu the Elo-
quent, a human truenamer who lived centuries ago and
founded several truenamer colleges that exist to this day
Khurafu lived 10 be mere than 130 years old, although
his mental faculties had diminished significantly from:
their peak. He didn'r die so much as utter the truename for
“ascend” and disappear. Some say that for centuries, Khurufu
the Eloquent has been wandering the caves of Pandemoniuim,
where the screaming wind drowns out his voice and makes
rational thought impossible. B

“Kanthriptio-yunirrakthaul'preddenzool-
mannamuo!"

—Utterance of conjunctive gate, the last
known words of Yurick-Naalgo the Aged

ORGANIZATIONS
Several organizations of interest to rruenamers exist, includ-
ing the Collectors of the Lexicon and the Kingmakers, They i
are described beginning on page 270.

NPC REACTIONS k
Maost people have an (ndifferent artitude toward truenamers,
because truename magic is regarded as just another esoteric
discipline. The average peasant doesn't distinguish between
truenamers and wizards—they're all scholars who make
magic, aren't they?

Truenamers liltewise have few enemies. Logokron devils
(described on page 265) regard them as rivals and have starr-
ing atritudes of unfriendly.

Characters with ranks in Knowledge (arcana) can research
truenamers to learn more about them. When a characrer.



askill check, read or pataphrase the following, includ-
the information from lower DCs.

'DC 15: Truenamers claim o tap into the power of a
amental language of the universe, and if they know
mething's truename, they canaffect it with their magic.
DC 20: Truenamers gradually learn more truenames and
ore ways to use each ruename they know. They also can
the persanal truename ol an individual creature, which
them lots of power over that creature.

AMERS IN THE CAME

ersrely on rruename magic, obviously. Butas lang as
ename magic is compatible with your ongoing campaign,
can introduce it gradually.
The mostimportant way 1o keep the player of a truenamer
is to let that truenamer use his most important urter-
" ances—especially those recently acquired. Mostly, though,
‘ruenamers are versatile enough 10 have fun in nearly any
.~ sort of encounter. You can pay attention to the types of
‘utterances a truenamer takes o get a clue as to the types of
encounters the player would enjoy most.

APTATION
The underlying structure of the truenamer class is modular:
‘He can use utterances and recitation feats, That leaves plenty
of roam to replace those elements deseribed in this chapter
‘with utterances and recitation feats invented by the true-
namer or DM.

PLE ENCOUNTER
truenamer, much as aspelleaster; can be a powerful ally or
e villain. In either case, he has an inquisitive mind and is
eager to obain any knowledge of truename magic the PCs
thave—possibly by any means. The first time a truenamer is
' encountered. the PCs are likely to assume him to e a wizard
ok sorcerer. Eventually, however, they will notice his unique
delivery (no somatic or material components) and his unique

‘approach to his art.
~ EL9:Khetarin found himself our of rouch with his elven
tage from an early age. He felt that the elves' approach
magic as an almost living entity was oo spivitual, when
€ was really a tool to be studied and used. He discovered
reference to truename magic ina musty old tome in one of
ven libraries, and he was hooked. He eventually sought
4 teuename school in a distant human city, where he
ed down the path of the rruenamer.
etarin is bookish and preoccupied, but can be dignified
charming if the oceasion requires. He frequently staresar
quaintances, which can be unsettling (he is menrally
ling the appropriate truename for each acquaintance

s—justin case), but he is extremely knowledgeable

and willing to help any group devoted ro furtherin
edge and the greater good,

KHETARIN

Male half-elf truenamer 9

NG Medium humanaid (elf)

Init 5; Senses Listen 1, Spot -1

Languages Commoan, Elven, Abyssal, Draconic, Dwarven,
Sylvan

AC 17, touch 11, flat-footed 16

hp 49 (9 HD)

Fort +5, Ref +4, Will +7

Speed 30 fi. (6 squares)

Melee riwk morningstar +7/+2 (1d6)

Ranged mwk light crossbow +8 (1d8/19-20)

Base Atk +6; Grp +6

Special Actions Recitation of the Sanguine State

Combat Gear potion of cure moderate wounds, potion of
invisibility

Utterances Known (CL 9th; 1d20+11 to évercome SR):

Lexicon of the Evelving Mind
3rd—accelerated attack, energy negation, greater speed

of the zephyr, moderate word 6f nurturing
Znd—perceive the unseen, silent caster {DC 16), temporal
twist (DC 16)

1st—inertio surge, knight's puissance

Lexicon of the Crafted Tool
Znd—analyze item
1st—fortify armor

Lexicon of the Perfected Map

~ Ist—fog from the void

Abilities Str 10, Dex 12, Can 14, Int 18, Wis 8, Cha 14

5Q knowledge focus (2). known personal truename, see
the named 1/day

Feats Improved Initiative, Iron Will, Skill Focus
(Truespeak}, Recitation of the Sanguine State®, Spell
Penetration, Truename Research®

Skills Concentration +14, Knowledge (arcana) +19
(+23 trwename research), Knowledge (history) + 13
(+17 truenarme research) Knowledge (nature) +19
(+23 truename research), Knowledge (the planes) +16
[+20 truename research), Survival =1 (+1 in
aboveground natural environments or on other planes),
Truespeak +24, Use Magic Device +14

Possessions combat gear plus +1 mithral breastplate,
headband of intellect +2, lesser amulet of truespeak,
masterwork morningstar, masterwork light crossbow
with 20 bolis, dagger, 100 gp

Hook “What an interesting riame you have."

“Hajilthuloo'brothamaukria-
prethentte'majian!”

—Urterance of thwart the braveler,
delivered by Logolron'Lord Tynaurahl to
trap Dulcas the paladin in the Nine Hells



PRESTIGE CLASSES

Truename magic lends itself to interesting specialties and
adaprarions. Prestige clusses offer abilities and features
soughr after by those skilled in Truespeak, be they truena-
% mers, opposed to fruename magic, or stmply adventurers
seeking to use the power of rruenaming ro their advantage.
All the prestige classes presented here require some

wledge of

many classes. None require levelsin the truenamer class.

"Whenever Lspeak my trename, the world revalves aronnd me
fora change.”
—Kalazart Candlesong, ncolyte of the ega

Anacolyte of the ego seeks to master bur one truename—his
own. In so doing, he leaens to fortify himself against harm
and unleash pain and suffering upon his enemies. He cares
less about the rruenames of other creatures: He devotes his
study to his true self as he experiments with the pronuncia-
tion of his truename ta increase his power.

ENTRY REQUIREMENTS
Type: Humanoid
Skills: Truespeak 9 rarks
Languages: Must speak at least four languages
TaBLE 3—4: THE AcoLYTE OF THE EGo HiT Die: pd
Base
Attack Fort Ref Will
i.evel Bunus Save En\m Save

Class Skills (4 + Int modifier per level): Concentration,
Piplomacy, Intimidate, Knowledge (all skills, taken
individually), Perform (oratory), Speak Language,
Truespeak.

BECOMING AN

ACOLYTE OF THE EGO

Many acalyres of the ego begin as truenamers. After months
rs;spent learning how 1o uncover and speak varicus
some truenamers develop a mild to moderare

espeaking, butare accessible o membersof CLASS FEATURES

absession with their own truenames and become acolytes of
the egoasa result. By learning to speak their own truenames,
they strive to unlock hidden powers lost to the cosmos.

Bards, with their affinity for the spoken word, are likewise
drawn to theacolyte of the ego class, However, the prerequi-
sites are such thar any reasonably intelligent individual with |
a predilection for truenames could become an acolyte oft he-
ego and unlock the power of his own rruename,

Once you gain the ability 1o propetly speak your own true
name, you can learn to add specific cadences and alter it in
other subtle ways. Inse doing, you begin to unlock abilities
you never lnew you had,
Known Personal Truename: You know your own per-
sonal truename, However, pronouncing it correctly requires
aTruespeak check witha DC equal to 15+ (2Xyour HP) +2,
You ger a +4 bonus on the Truespeak check because it's your
personal truename.
Morphic Cadence (Sp): Starting av 2nd level, and ar
every even-numbered level thereafter (4th, 6th, 8th, and
10ch), you learn to pronounce your own truename with _'
certain cadences thar alter your personal reality. Each time.
you gain this abiliry, you learn a new marphic cadence (1
ather words, a new way 1o morph your truename); and ya
existing morphic cadences get incrementally better:
Activating 1 tmorphic cadence is a standard action, a
you must successtully speal your personal rruename, whi
requires a Truespeak check (see Known Personal Truename,
above). R
The fabric of your teality can wirthstand only a certain
amount of distorrion. Thus, the Law of Resistance (see page.
233) applies to cadences. This means that each time you use 5
the same cadence on the same day, the DC of the Truespeak
check increases by 2. You can have as many cadences active
at time as you desire.
Cadenge of the Distant Step: You can use dimension door (as
the spell, PH 221) to transport yourself and any items you are
carrying a maximum of 100 feet per morphic cadence you
know. You tannat use this ability to affect cther creatures
orany ohjects you aren't carrying.
Cadener of the Swallowed Spell: You gain spell resistance
equal 1o 15 + 2 per morphic cadence you know. The benefit
lasts for 1 round per class level.
Cadence of the Frightful Mind: You can frighren your foes (as
the fear spell, PH 229), The DC for the Will save to resist the
effectis 10 + youracolyte of the ego level + your Cha modifier:
+ the number of morphic cadences you know. The duration
of the effect is | round per class level.
Cadence of the Tron Skin: You gain damage reduction 2/
magic, plus an additional 2 points of damage reduction per
morphiccadence you know beyond the first. Inother words,
a 10th-level scolyte of the ego who knows this cadence gains
damage reducrion 10/magic, a
Cadence of the Living Fortress: You gain a measure of tesis




critical hit or sneak attack isscored against you, there is a 20%
chance per morphic cadence you know (maximum 100% if
youknow five morphic cadences) that the critical hiror sneak
attack is negared, and damage is rolled narmally instead.
Cadence of the Lost Wound: You gain fast healing equal 1o
the number of morphi vou know. This benefit lasts
for 1 raund per class level
Caddence of the Lucky Fool: You gain a luck bonus on saving

idenc

throws equal to the number of mor-

pliik' cadences you know, This

Thenefit lasts for t round per ¢
level.

Cadence of the Mighty Bull:

L You gain an insight ho-

nus to your Strength score
erfual to the number of mor-
phic cadences you know for
Tminue,

—C
Tiger: You gain an insight bo-
nus to your De
equal to the number of mor-
phic cadences you know for 1
minuie,

nee of the Secrel Mask:

dance of the Prowling

Erily score

You can use disguise self (as
the spell, PH 197) for 1 min-
ure perclass level.

Cadence of the Thunder
Dyale: You can make a
single breath weapon ai-
tick—specifically, 1 20-foot
cone of painful noise that
deals 2d6 points of sonic dam-

age permorphic cadence you
know. The Reflex save to
halve the damage is DC 10 +
& youracolyte of the ego

i—'Tﬁ—"_ B

ss
level = your Con modifier +

¥

the number of morphic ca-
dences you know.

Cadence of the Ursine Hearl:
You gain an insight bonus to
your Constirution score equal
to the number of morphic ca-

~dences you know for | minute

Resonant Voice (Su): Start
Ing ar 3rd level, vou can speak your personal rruename with
4 particularly deep, resonant voice. The DC for the Truespeak
theckincreases by 5, burif the check succeeds, you trear your
B class level as three higher for the purpose of derermining

B the effectand duration of any morphic cadence you use that
ratnd (see above )

Cadence Mastery (Su): Starting at 5th level, you can
SSpeak your personal rruename with multiple morphic
“tadences ar the same rime. The DC of the Truespeak check

i |

Kaluzart Candles:

g & growe acolyie of the ego

increases by 5 for each additional morphic cadence youlMashs
ivate after the first

o

For example, a sth-level bard /sth-level acolyte of the ega
can properly speak her own truename with a DC 37 Trues
speak chieck. However, she can add eadence of the prowling tider
and cadence of the thunder dral

1o her rruename and gain the
benefits ef borh with a successful DC 42 Truespeak check:
Alter Personal True
Four awn [ruen

ame (Su): At 7th level, you canalter
thily—just enough
tomake it difficultor impossible

mes!

for others to utterdt correctly:
Any creature other than you
that attempts o speak your
truename rakes @ —4 penalty
on the Truespeak check. At

9th level, this penalty increas-
esto -8

Recitation Feat: At 7th
level, you gain a recitarion feat
(see page 231) as a bonus fear.

PLAYING AN
ACOLYTE OF
THE EGO

As an acolyte of the ego, you
enjoy spending @ few hours
each day contemplating your
rruename. Thisinternal medi-
tation can be done while
performing other tasks, but
while so immersed you rend
to come across as quier and

self-absorbed.  Howeve

S0mME new power

,llk'd \\‘“!1 your (ruename, vou

1"!‘!'”1'\]{‘ more .Il?i!’"\‘ﬂl‘d as you

aggressively seek

the limirs of this newfound }
l

o &

ability. The fact that your
twuename holds such great
power can make others feel
less “in tune” with the cosmos.
Add 1o that your special knack
for altering your truename in =
ways the universe never intended (in the form of morphic i
eadences), and ir's no surprise that your comrades sometimes ?_
seevou asegotistical, Frankly, you prefer the term “superion” ;;: ¢
:

but 1o say thar aloud would certainly be misinterpreted as
condescension

You're disinclined to join any formal organization or
brotherho
your own truename than yoursell. However, acolytes of
et along quite well with one another, although
discussions sbout tndividual truename abilities can lead

1, since no one eould possibly know more about

the ego




.

p e -uj‘ﬁtﬁfjmﬂly‘ competitive rivalries. (“It's very pood that your
truename allows you to teleport short distances, but can you
heal yoursel 2 Mo? Too bad.")

COMBAT

You are wise to master a combination of offensive and
defensiye morphic cadences, As you develop new morphic
cadences, the anes you already possess become more power-
ful and rhe effects more lasting, In short, you are rewarded
for continuing along the acolyte of the ego path.
~Althoughyour mastery of your own truename makes you
a powerful asser to any adventuring party, your morphic
cadences and other abilities rarely affect your comrades
directly. For the most part, they must learn ta rely on their
‘own abilities and devices, much as vou have done.
Enemies with truespeaking ability will try to turn your
own truename against vou. Il you advance far enough asan
. acolyte of the ego, you will learn how o warp your truename
_—_insubtle ways to make it difficult or impossible for others to
control or harm you in this fashion: In addition to unlocking
great power, you learn to guard vourself against those who
would use the source of your power against you.

ADVANCEMENT

To become an acolyte of the ego, you must demonstrate a
predilection for language by mastering ai least four rongues.
You must also be a devoted student of truespeaking and

overall things. A'high Intelligence score certainly helps, as
few “dim lanterns” have the wherewithal o master ordinary
names, let alone truenames,

An acolyte of the ego cannot easily be shown or taught
how to pry secrets from her personal truename. The study
of one's rruename is an individual exercise and requires
reflection, meditation, selFdiscovery, and many lonely hours
of practice.

Once you commit 1o unlocking the secrets of your true-
nume, you have same control over how and where to focus
your energies. Can you find a way to say your triename 1o
‘make yourself stronger, or would you ratherfind a way to say
your hame ina way that strikes terror into the hearts of your
enemies? In time, maybe you can do both, and more

'RESOURCES
Acolytes of the ego neither gain nor require special resources
“thatallow them to better puvsue their unique crafi,

- ACOLYTES OF THE EGO

IN THE WORLD
“See that odd young man muttermg lo himself w e corner? 1
politely asked litmHes mamesnind he gave e the most withering
glare”
—Lydia Goldsheaf, hallling barmaid ar the Tipsy Griffon

-
4)

understand the nature of truenames and the power they hold.

The quest to démystify one's persanal truename is an internal
struggle; requiring a great deal of reflection. However, anaco-
lvte of the ege can't sit alone in 2 tower and expect 10 gain new
insights purely through meditarion. To unlock the seerets of
his rruename, an acolyte of the egomusi determine the true
measure of himsell through hardship and adventure. The
acolyte of the ego sees this as a truism and regards adventue
ing notonly as a meansol personal growth bur also as the was
to understand and realize his porential. For this reason, an
ncolyte of the ego finds himsell drawn to adventuring parties.
Anacolyte of the ego who joins a band of adventurers hopes
that the experience will trigger new revelations and enable
him rounlock new aspects of his rruename.

Anacolyte of the ego looks for rraveling companions whe
share the same adventurous spirit, even if their reasons for
adventuring differ

DAILY LIFE
Anacolyte of the ego spends between 1:and 4 waking hours
each day contemplating his own rruename. He can indulge
this predilection while performing leisurely tasks thar don's
require serious concentration. For example, an acolvie of
the ego can murmur permutations of his truename whils
cooking a meal or sranding warch, Beyond that, an acolyte
of the ego has no special obligarions.

NOTABLES
An entire realm’s perceptions of rruename magic :mt[
scolytes of the epo might-one day be shaped by the antics
of ane Rekaldo Seravin (N maleé halfelfbard 3/truenamer
3/acolyte of the ego 2). Rekaldo recently learned the radenze
of the seerel mask and has proven himself quite a nuisance
within the nobility. Armed with a silver tongue and the!
ability to canceal his trug appearance, he has successfully
infilrrated a number of noble households and stolen valuable
items and political secrets. Local authoriries have nor been
able to catch him, but they believe his spansor might be an
influential member of the royal court. However, he is prone
to leaving behind small black cards traced with the words
“You have been duped by Rekaldo the Acolyte of the Ego”
in silvery paint.

Few acolvtes of the ego are as arrogantand bold as Rekaldo
Seravin. Aya Beradi (CG female truenamer é/acolyte of the
ego 5) has been quietly adventuring for years, though recently
hergroup disbanded. Plain and unassuming. Ava is currently
seouring the countryside for worthy compatrioes so thar she
mightcontinue to face new challenges and learn from these:
experiences. Ayn is remarkably bright and astute (Int 17),
bur her aloof manner and rremendous vocabulary can be
aff-putting 1o those who can’t match her intellect. However,
she has worked with both barbarians and wizards before,
and she endeavors to be as patient with them as she can, She
knows the cadence of the awallowed spell and cthe cadence of the. ©
thunder drake.

s T



TION
es of the ego have no organizations to speak of:

» REACTIONS
WAcolyres of the ego can seem selFabsorbed or egotistical, but
it the most part, they defy stereotyping. If an acolyte of the
tells someone who he is, he will ger quizzical looks and
d eyebrows, because few people lnow what an “acolyre
the ego” is, Even il he explains it, those quizzical looks
me to fade.
" Acolytes of the ego have no formal organizarion and no
ood enemies. Even in societies that oppose truename
&, acolytes of the ego are given some latitude because
inward focus

OLYTE OF THE EGO LORE

acters with ranks Knowledge (arcana) or Knowledge
), or who have the bardic knowledge sbility, can
“research acolytes of the ego 1o learn more about them. When
acharacter makesa check, read or paraphrase the fallowing,
Cincluding the information from lower DCs.

. DC 15: Acolyres of the ego, like truenamers, practice a
m of magic called truename magic.

€ 20: An acolyte of the ego specializes in mastering his
triename, hoping to gain power from it.

\ 25: An acolyte of the ego can alter his truename in
%mnge ways, and wirh each change in inflection or cadence
‘comes a different power, A skilled acolyte of the ego can
“master several of them.

.

allows truename magic. Although highly focused, their
morphic cadences are quite diverse, and two acolytes of
the ego can manifest wildly different abilities. A powerful
icolyte of the ego with multiple morphic cadences can fill a

PTATION

calyte of the ego can choose his morphic cadences from
dmpressive list, bur DMs should feel free to create new
es. Marphic cadences should generally grant abilivies
parable to a spell of 4th level or lower, and their dura-
s are quite short. Morphic cadences should be designed
0 increasein power or duration slightly with each new level
in'the acolyte of the ego prestige class.

E ENCOUNTER
acolyte of the ego described below would make an excel-
nt cohorr; or perhaps one member of a tival adventuring

EL 10: Kalazart Candlesong has two passions: him
his small collection of gathered myths and legends, whicl
hescribbles into small books and then storesin his Heward -
handy haversack, He might join a group of adventurers ond
quest if he thinks he has a chance of collecting some new
and inreresting 1ales. Kalazart comes actoss as introverred
and studious, bur he can be an engaging conversationalist
once his attention is gained.

KaLAzZART CANDLESONG
Male gnome bard 6facolyte of the ego 4
CG Medium humanoid
Init +7; Senses low-light vision; Listen +10, Spot +0
Languages Common, Elven, Gnome, Orc
AC 19, touch 14, flat-footed 16; +4 AC against giants
hp 64 (10 HD)

Fort +8, Ref +9, Will +6; +2 on saves against illusions
Speed 20 fi. (4 squares)
Melee mwk short sword +12/47 (1d4-2/19-20)
Ranged mwhk shorthow with +1 arrow +12/+7 (1d4+1/%3)
Base Atk +8; Grp +2
Atk Options +1 on attacks against kobelds and goblinoids,
bardic music 6/day (countersong, fascinate, inspire
competence, inspire courage +1, suggestion)
Special Actions cadence of the frightful mind (DC 17),
cadence of the swallowed spel/
Cambat Gear potion of barkskin +2, pation of shield of faith
+3, ail of magic weapon, 2 scrolls of hold person
Bard Spells Known (CL 6th);
= 2nd (3/day)—blur, invisibility, mirror image
st (4/day)—charm person (DC 14), expeditious retreat,
lesser confusion (DC 14), sifent image (DC 15)
0 (3/day) —daze (DC 13), detect magie, mage hand,
message, open/close, read magic
Spell-Like Abilities (CL 1st);
1/day—dancing lights, ghest sound (DC 13),
prestidigitation, speak with animals (burrowing
mammal anly, duration T minute)
Abilities Str 6, Dex 16, Con 14, Int 16, Wis 10, Cha 16
SQ bardic knowledge +11, kriown personal truename,
resonant voice
Feats Cornbat Casting, Improved Initiative, Truename
Training*, Weapan Finesse
*New feat described on page 229
Skills Balance +4, BIuff +16, Concentration +15 (+19 casting
defensively), Craft (alchemy) +5, Diplomacy +14,
Disguise +7 (+9 acting in character), Gather Information
+7, Intimidate +11, Jump -7, Knowledge (history) +16
(+18 truename research), Listen +10, Perform (oratary)
+18, Truespeak +21, Tumble +15
Possessions combat gear plus +1 chain shirt, masterwork
short sword, masterwork shortbow with 10 +7 arraws,
gloves of Dexterity +2, headband of intellect +2, lesser
amulet of the silver tongue*, Heward's handy haversack,
pouch cantaining 185 gp, baoks o{myths and legends
(stored in haversack) =
*New itern described on page 263

CR 10




BEREFT

- —Laderose the Blealk

Lo fou”

The bereft are a group of rruenamers who devote themselves
to mastering the word of unmaking, a powerful component of
Truespeech purportedly able to unravel creation, Through
liberal uses of the word's syllables, 2 bereft studies its effects
so that one day he can master the complete word of unnaking
.and perhaps unlock the meaning of reality, As he advances
in level asa bereft, he learns new syllables of unmaking that
ereate a variery of disruptive effects. After much patient
study, he finally learns how w combine these potent syllables
into the terrible, deadly word of nmmaking,

BECOMING A BEREFT

All bereft have some capability with Truespeech, making the
truenamer class an obvious choice to meet the requirements
for this prestige class, Bard levels grant the berefran interest-
ing suite of abilities thatwark well with those acquired from
this class. Many bereftalso rake sorcerer or wizard levels o
enhance their defensive capabilities through magic.

ENTRY REQUIREMENTS

Aligniment: Any neutral

Skills: Truespeak 13 ranks

Languages: Must speak at least three languages

Special: Must have been the subject of the ritual of =
renaming spell (see page 257). This costs 3,700 gp.

TasLE 3-5: THE BErertr  HiT Die: b6

Base
Attack Fort Ref Will

Level Bonus Save Save Save Special

~ Class Skills (2 + Int modifier per level): Concentration,
Intimidate, Knowledge (all skills, taken individually), Listen,
‘Sense Motive, Speak Language, Truespeak.

@LA’SS FEATURES

‘El;e bereft's class features hinge on the Truespeak skill. As
| yourmastery grows, your capabilities begin to vary wildly
- from those of a typical rruenamer. You can deal damage.
reduce your enemies’effectiveness, and even utterly unmake
an enemy’s soul with the powerful word of unmalking,
Obscure Personal Teuename (Ex): Upon becaming a

bereft, you give up your natural truename and ke pains
| mak: YOUT new one more dlﬂu ult to discover. You gwun a

Requirements), and you receive Obscute Personal Truename
as 1 bonus feat.

Syllables of Unmaking (Sp): At each bereft level, you
learn another syllable of the powerful word of wnmaking,
While each syllable unmakes a portion of an enemy in a
different way, the syllables do share some common traits.

Each syllable is a spell-like ability.
Each syllable requires you to make a successful Truespeak
check to affect the creature you targer. See page 195 for the
rules involved in making a Truespeak check.
The Law of Resistance applies o each syllable, so the
Truespeak DC for repeated uses of a syllable increases by 2.
See page 233 for a description of the Law of Resistance.
The range of ench syllable is 80 feet.

As with urterances, syllables need not be heard by the
target o be effecrive.
The castet level of each syllable is equal to your characrer
level.
Syllable of Detachment: When you begin your career asa.
bereft, you learn the first syllable in the word of unmaking:
the syllable of detachment, When you successfully speak this
syllable, your target finds itself less capable. Even the ma
minar tasks are suddenly more difficulr. The targer takes
~2 penalty onattack rolls, saves, and checks for a numbe;
rounds equal to your class level. This ability is the equm[
of 2 2nd-level spell.

Syllable of Affliction: Beginning at 2nd level, you can use
Truespeak to temporarily-aleer a targer creature's truenamy
and remove one of four senses. If your Truespeak check is
successful, the subject must make a Will save (DC 10+ class
level + Cha modifier), Ifitfails, you remporarily érase one of!
the targer's senses: sight {as per blindness/deafness), hearing
per blinduess/deafness), smell (negates scent ability), or 1o
(=2 circumstance penalty on Climb, Disable Device, Escape
Artist, Jump, Open Lock. Search, Tumble, and Use Rape
checks). The effect of this ability remains for a number of
rounds equal tayour class level. This abilityis the equivalent
of a 4th-level spell.

Syllablenf Exile: When you attain 3rd level, with asuccessful
Truespeak check you can temporarily send a rarget of this
syllable to a confusing pocker dimension. This ability fune-
tions as & maze spell, bur the subject is trapped in the maze |
for only 1 round. It can still atremipr an Intelligence check
to escape on its turn as normal, bur doing so is only a swift
action (asopposed 104 full-round action, as normal fora imaze
spell). Thus, if irescapes, the creature can act normally on its.
turn. This abiliry is the equivalenr of a 6th-level spell.

Syllable of Dissolution: When you reach 4th level, your
proficiency with the syllables of unmaling has nearly reached
its pinnacle. You can now unmake a portion of a creature's
physical essence, If you succeed on vour Truespeak check,
your target takes 8dé points of damage, as portions of its body
are ripped away and destroyed. This ability is the equivalent
of a 7th-level spell.




Syllable of Enervation: At sth level, you learn the final
syllable of the word of unmaking. 1f your Truespeak check
35 successful, your rarg There
"5 no saving throw to avoid gaining the negative levels,
“bur 24 hours after gaining them, the subject of the word of
L, Whmaking must make a Fortitude save (DC 15 + Cha modi-
" fer) foreach negative level gained. If the save succeeds, that
Begative level is removed. If it fails,
Ithe negative level also goes away, but
f \ane of the subject’s character levels is
[ -hrj)'ermnnemly drained. This ability is the
B Buivalent of an Sth-level spell
~ Word of Unmaking (Sp): The ulti-
Uitiate power of a bereft is the ability
Temove a creature’s soul from the
| fabric of reality. By
gombining all the
~oyllables of unmalking
inte-ene terrible word,
you can make @ Truespeak
check as o full-round action and
* trget a creature that has died. You
must be within touch range of the
corpse to use this ability, and doing
B 5o provokes arracks of opportuniry. 1f
& your Truespeak check is successful,
the creature cannot be raised from
the dead or animated through
any means, Only a vilugl-of
yenmmingcombined witha true
resurrection spell cast together
win rerurn the creature to life.
You cannot targer an undead
ereature with this ability, but you
" could targetits remains. Using this
ability costs 100 XP,

gains two negative leve

PLAYING A BEREFT

Being o bereft means you have
the ability to directly unravel a

g targer'’s capabiliries. You like destroy-
ing and creating chaos among vour enemies, watching as
*they scramble about in a vain artempt o stop the buzzing
Wwaords. Each conflict fu
ward of unmaking.

Of course, your sole intent is not just to destroy and maim
Nouand the rest of the bereft-gave up your names to under-
stand and manipulate how reality works. More important
’ Wou safeguard the word of unmaking 1o prevent it fram falling
Mo the wrong hands. Though you often cansule with your
wolleagues, you're just as likely to spend time on your own
Lorin the company of an adventuring group.

hers your understanding of the

Tobilar, a buman bereft

"
abilities to neutralize as many foes 1s youcan, [lun‘rmndw
ane place; move around the battlefield to strike opponents
where they least expect it

Loak for allies who can prorect you while

ou use your
powers, A well-armed and armored fighter can mean all
the difference in the thick of combat. Try to use your class
fearures to target opponents whe are not directly engaged
with vour protector, so focus on spellcasters and archers first
while your protector eliminates melee opponents that would
threaten you.

At 2nd level, you can literally stripatarget of his
senses, eliminating foes with ease. Even if your targer
throws off the blindness or deafness, you can
still impair its allies with the syllable of
detachment. Failing all else, you can
simply destroy your foes with the

syllable of dissolution

ADVANCEMENT
The knowledge you harbor car-
ries a great responsibility. You
hold the keys to destroying
the works of the gods
Consequently, the
Bereft are reluctant
IDACCEPE New mems
bers, allowing only those with some

experience with truename magic to

join their group. Bereft test the extent
of your familiarity with rruenaming tech-
Theyalso look for chactic and
ruetive tendencies, traits capable
of unleashing the true desrructive
power of their knowledge.

Even after the inial interview, it
might be months before the Bereft
contact you again. During this
time, they watch your behaviar
to see how you react ro different
situations, as well as how you use
Truespeak in stressful situations
Once satished, the Bereft bring
you imto their fold and teach you

the first syllable of unmaking

As a part of this group, the first step you undertake asa
member isto lose your past. The Bereft wipe away all teaces

of your histary, striking your name from every record they

Can reac

using magic 1o modify or erase memories of you

from all bur your most trusted allies, Then they modify

your own memaory, causing you to t‘Dl’gL‘[ your name. Once
properly prepared, they give you a_new, name, usually a
number, by which you are called ever afier, and a new
truiename, acquired during a vitwal of venaming (see Entry
Raquirements, above).

As you advance in the bereft class, keep developiig the:
Truespealk skill. Ocher skills, such as Bluff, Concefitratiof,




o
“anel Spelleraft, are also impottant, especially if you dabble
- inmagic. Investin magic items that increase your Charisma
score. such asagloak of Charisma ar pation of eagle's splendor.

RESOURCES

The Bereft offer their members knowledge, information,
and companionship. Having sacrificed everything to atiain
knowledge of the woard of wnmalking, you can rurn to your
fellows for friendship and alliances. A [amily of sorts, all
members of the Bereft are well versed in Truespeech and
“assistnovicesin developing theirown skills and technigues,
while also comforting them in the transition ma new life.

BEREFT IN THE WORLD

'A grave dangey, these Beveft .. theyare a faceless threat capable
of striking anywhere and at any lime. Some might say they are a

grealer risk to veality than binders®

e —Crofus, White Blade Witch Slayer
The Bereft are equally viable as villains as they are heraes.
As opponents, they are a dangerous organization dabbling
in forces beyond their comprehension and presenting a
grave danger o reality. As heroes, they might be custodians
of the word of unmaking, preventing it from falling into the
wrong hands.

DAILY LIFE

given form. A tree is the reflection of the idea of a tree, just
as Grog is a reflection of the idea of hall-ore. Consequently,
they overlook how these reflections feel and react, not seeing
emotions as the reaction 10 a set of experiences, but rather
abstractions of the conceprs of love, hate; rage,and so on,
Their detached nature strains existing relarionships and
makes developing new ones difficult. Thus, many bereft fall
back on the company of theirown kind, debating the nature
of truenames and the applications of Truespeech, rather than
‘cultivating new relationships.

As a bereft spends rite among his peers and develops a
deeper understanding of the logical underpinnings of reakiry,
fhg tises in prominence within his particular group, He can
ﬁ@ke decisions for the Bereft and even lead expeditions to
‘eliminate rague bereft characters and other abusers of true-
mame magic. He might lead a combined group of berefrand
g%‘:dt allies, and one day oversee the entire organization,

I\YQ!‘ABLES

Wriane Lagthosoth became a bereft by accident. A rrue-
namer of no lirtle skill, she was once hunred by the Black
Wind, a group of wicked witch slayers who killed as often
as they caprured. Oneby-one, her companions fell to their
plirsuers’ black-=shafted arrows, deathblade poison coursing

AR s thitmildas isthin Emates i dEes L E T of powetful truenamers armed with the ability to maste

through their veins, The possibility of escape seemed less

the Black Wind cornered her in 2 box canyon. She tried to
scramble up the walls, but the rock was loose and crumbled
under her grip. With bloody fingers, heaving chest, and
terror modnting she furned to face the grim band. Arrows
nocked, strings pulled back, it seemed dearh was upon her.
But then she spoke, channeling her rage and frustration inter
asingle word. The lead archer exploded in o cloud of bone,
teeth, and blood. The otherarchers stepped back with fearas
she, with wonder, spoke again, this time killing three. They
quickly launched theirarrows, but the buzzing of het words
canfused them, and those that didn't set upon ane another
fled shrieking. Uriane knew that day she had uncovered *
something terrible, a dark word that could destroy.

Uriane erased her name and left all she knew behind
her. She discovered others like her and drew them w her,
Coining themselves the Berelt, they sivod outside polirical
machinations and bartles for good and evil to protect their
forbidden knowledpe.

ORGANIZATION
Through the long training required to master the wonl)
af unmaking, bereft characters develop a strong loyalty o)
their peers, embracing the responsibility of the knowledgi
tempered with an eagerness to learn more. The rigorous
instruction helps prevent accidents resulting from poo
preparation and instills a sense of secrecy in what they
All this has been carefully orchestrated 1o create a cabal

|

Truespeech and maybe tincover the true word that coul
unmake reality.

Uriane Logthosoth founded the Berefi to protect not onl
the rruenamers who knew the word of unmaking, but also o
engendera responsibility to prevent its widespread use and
likely abuse. But with her dearh went her idealized views.
Certainly, the Bereft train under the guidelines established
by their founder, but a growing nihilistic faction of the group,
called the Undone, wants nothing more than o destroy all
worlds and all ereatures—to deconstruct realiry so that the
prime mover, the creative force, can rebuild it in a more
pertect form.

‘The Undone faction traces its origins to Ladorose, a disaf-
fecred rruenamer who suffered in the Tower of Woe (see
page 100} for five years before the witch slayers (see page 67)
there realized that he was not a binder and released him, He'®
rried 1o resume his life, but the nightmares of his captivity
haunted him, and so he wandered. He finally discovered the
Bereft and learned from chem, and during his studies, he =
realized the only way to complerely end evil would be to end
everything. He kept this knowledge to himself until after
he completed his training. For the next few years, he spread
the gospel of his beliefs to a select few truenamers, forming
1 cadre of like-minded souls. As their numbers grew. so did
their influence within the group.

Ladoro:t' now is the most senior mcmhcr of the Bcrefn



ho have a parricular talent and no particular love of the
lare invited into the inner circle, pradually introduced
the concepis espoused by the group's leadership. Should
v balk ar the destruction of all things, they are quietly
ced. Such happenings are rare, so the Undone continue
eir efforts to prepare the way for the world's unmaking,

= REACTIONS

Bereft are a fringe group of truenamers, so few even
ow about their existence. Most who encounter these char-
ters see them as eccentric truenamers and are indifferent
rst, A few know them for who they are and see them as
angerous and reckless force, and ave at best unfriendly.

“A few witch slayer groups have expanded their prey to
;&n&uumcrﬁ—esperia]ly the bereft, Among them are the
'p':malnder of the Black Wind corerie, but a few others,
ncluding the White Swords and Red Moon coteries, also
wnt them. Wirch slayers are always unfriendly, but wiich
ayers that are part of these three coteries are hostile,

EREFT LORE

aracters with ranks in Knowledge farcana) can research
‘bereft to learn more about them, When a character makes 4
check, read or paraphrase the following, including the
\ inlormation from lower DCs,

DC 10: Words exist that can render men insane merely by
speaking them. e

DC 15: The bereft are masters of a particular grouping of
_‘ﬂe_sn'uctive words of power that can destroy and maim. In
~ principle, theyact as the custodians of these words.
~ DC20:The bereft claim ro guard these words and prevent
them from falling into the wrong hands.
DC 30: A faction within the berefi organization wanrs (o
~ destroy reality
Abardic knowledge check can reveal the same information
s a Knowledge check, and in each case the DC is 5 lower
~ than the given value.

EREFT IN THE GAME
As described, bereft are not widely known. It's a big world,
illiof fantastic and rerrible forms of magic. Ir's nota stretch
10 say bereft have operated benearh norice for many vears and
e only fusr recenrly surfaced.

The bereft class offers a dynamic set of abiliries, likely to
to players whao really like being able to sculpt rheir
es to fit different situations. The bereft, while at heart
truenamet, is an outgrowrh of that class, with abilities and
lents unlike any other, This class works extremely well
- most campaigns with lirtle aduptation to normal play.
ver, o maintain the tension of using the syllubles of
aking, be sure ta incorporate reaccurring antagonists
pose the character and his brand of magic.

new members in the same ways, but those students  ADAPTATION

The bereft class serves as a new direction f ]
However, this need not be the case. If you don't use trug
name magic, you can siill use this class. Simply replace the -
Truespeak check with a caster level check. Furthermore,
the bereft need not be protectors of the word of unmaking;
they could be harbingers of entropy. In this case, berefr
muke for excellent mad villains wirh designs on destroying
the warld, perhaps to appense a mad god or because of their
own insanity.

SAMPLE ENCOUNTER
Encounters with bereft should emphasize the Undone fac-
tion: These chatacters are agents of destruction and probably
see the PCs asa roadblock to the fulfillment of their nefarious
plans. f
EL 11: Tobilar, a bereft, suspects one or more PCs of being
truenamers, He shadows the characters for a few weeks o
assess their worth to their organization, If he is discovered,
Tobilar attacks to prevent knowledge of the bereft from
leaking out.

ToBILAR CRT
Male human fighter 10/bereft 1

LN Medium humaneid (human)

Init +1; Senses Listen +0, Spot +0

Languages Common, Draconic, Elven, Goblin, Ignan

_ AC21, touch 17, flat-footed 20
*hp 72 (11 HD)
Fort +8, Ref +4, Will +6
Speed 20 ft. (4 squares)
Melee +2 greatsword +18/+13 (2d6+10/19-20)
Ranged composite longbow +11 (1d8+4/:3)
Base Atk +10; Grp +14
Atk Options Great Cleave, Impraved Bull Rush, Improved
Sunder, Power Attack
Special Actions syllable of detachment
Combat Gear 2 potions of cure moderate wounds

Abilities Str 19, Dex 12, Con 14, Int 13, Wis 10, Cha 8

Feats Blind-Fight, Cleave, Great Cleave, Greater Weapon
Focus (greatsword)!, Improved Bull Rush®, Improved
Initiative; Improved Sunder®, Obscure Personal
Truename®, Power Attack®, Truename Training®,
Weapon Focus (greatsword)", Weapon Specialization
(greatsword)®
*New feat described on page 229

Skills Climb +12, Intimidate +12, Jump +5, Listen +3,
Ride +8, Truespeak +20

Possessions combat gear plus +2 full plate, +2 greatsword,
composite longbow (+4'Str bonus) with 20 arrows,
lesser amulet of the silver tongue®, gauntlets of ogre power,

5gp
*New item described on page 263




which class to add each level for the purpose of derermining
spells per day, caster level, and spells known.
Tongue of Fire (Su): The first thing every brimstone
speaket learns is a fruename that roughly translates as
“tongue of fire 1F you utter ir correctly (Truespesk DG
25), you gain a fiery breath weapon that deals 3dé points of
damage in a 20-foot line. Those within the area of the tongue
of fire take half damage if they succeed on a Reflex savin
throw (D€ 10 + class level + Con madifier), 1
At 5th level, your tongue of fire deals 5dé points of damage
(Truespeak DC 30), and at 10th level yourtongue of fire deals
8dg points of damage (Truespeak DC 35}, 1T you wish, you
can declare thar you're using a less powerful version of your
'BECOMINGC A BRIMSTONE SPEAKER tongue of fire, accepting less damage in excharige for a lower
Becoming a brimstone speakeris relatively straightforward,  Truespeak DE. The Law of Resistance applies ro this abiliry
as long as you meet the religious and alignment requirements  (see page 233), so the Truespeak DC of each successive use
of the class. The easiest path to the class is to rake seven  of tongue of fire increases by 2.
levels of cleric and either the Truename Training feat or 4 Lesser Heavenly Entreaty (Sp): Beginningat 3rd level,
_level in the rruenamer class to get the needed ranksin the by shouring the truenames of various angelic powers 1o the
Truespeak skill. heavens, you are able 1o call powerful oursiders to fight on
your behall. IFyou succeed ana DC 27 Truespeak check, you

ENTRY REQUIREMENTS can summon one bralani eladrin (MM 93} that follows your
Alignment: Any good directions as if summoned by a summon monster spell. You
SkillssTeuespeak 10 ranks can use a heavenly entreaty a number of times per day eq\mi
Special: Ability to cast true prayer of the chosen* ees teval A el aetva] dwith ohisabi
Special: Worshiper of a deity that provides access to the 10 yourelngs Vel Aelestid] sunimened withighigabl
Fire or Good damain remains for 1 minute. You can have anly one heavenly en
#*New spell desctibed on page 259 ata time. 1Fyou successfully summon a new one, the previ
one disappears. The Law of Resistance applies to rhlsablllky

CLASS FEATURES (see page 233), so the Truespeak DC of each successive use.

S N ety 3

The brimstone speaker exchanges some spelleasting levels ufi;:;r ]’eﬂlw_g::lr::ml(];;?;:ifﬁrj:]’ewl o iovols suceetd

for two abilities: a fiery breath weapon and the ability 1o call ¥ rydxecl; i b al

st allics. ona DC 33 Truespeak e : yzu: d @ry zorsrummnn celestial
Spellcasting: Ateach level except ist, 3rd, 6th, and 9th, i 1mp1'twes.' Lt o Vel; efo]};nun i su;l:nnm"\fng A

you gain new spells per day and an increase in caster level ook aiclioe (ges pgs 2eplcht il your ditechigns s

{and spells known, if applicable) as if you had also gained a j:::::?:ﬁ:;;:;:ﬁ‘:}::m‘ﬂ;muL:ﬁul;m :iec?aZ:IIf;el{ 3
level in a divine spellcasting class to which you belonged Uses of thisabilstyand & -sscrll::nw J'jﬁh'eal ;zdmw o
before adding the prestige class level. You do not, however, =S pmi.Thz;s 5 6:11 Ii.'w:.l,v::u,mnsunrmoneither:awcrd
gain any other benefir a character of that class would have 3 R . b
gained. 1f you had more than one divine spellcasting class m:ﬁmiﬁ;:ﬁﬁi?ﬁpﬁiﬂ;:ﬁﬁ
~ before becoming a brimstone speaker, you must-decide to S e e e e

“Angels of sky and sun, fly lo my atd! With {he sacred word
thamach'rrulihaunavrichi, [ compel you!”
—Kuoorick Hammerdau, brimstone spealer

Brimstone speakers regard the secret Janguage of truenames
s norhing less than a gift from the gods, Through assidu-
ous stidy, they master truenames that enable them ro call
-eladrins, archons, and angels to fight on their behall They
alsaknow rhe truename they're most famous for: the tongue
of fire that burns away the stain of evil everywhere.

."‘-ﬁuu 3—6: THE BRIMSTONE SPEAKER Hit Dig: p8
Base
Attack

Fort Ref Will
Save Save Save

+1 level of existing divine spellcasting class

kills (2 + Int modifier per level): Concentration, Craft, Heal, Intimidate, Knowledge (arcana), Knowledge (history),
{ l!%fonj. [nowledge (the planes), Profession, Spellcraft, Truespeak.




v of Resistance

a new one, the previous ane disappears. The
applies to this ability (see page 233), s0 the Truespeak DC of each
successive use of heavenly ontroaty increases by 2,

Greater Heavenly Entreaty (Spk: When you artain
ath level, vour ability ro summon celestial allies improves
again. If you succeed on a DU 43 Truespeak check, you can
stimmon one astral deva (MM 11 chat follows your directions
as if summaoned by o summon monsler spell
Hheavenly entreaty & number of times per day equal to your
k elnss level. Uses of this ability, heavenly entreaty, and lesser
- wavenly eintreaty are drawn from s commaon pool. Thus, ar @th

You can use o

level, you can summon either an astral deva, 2 word archon
or  bralani eladrin o total of nine times per day. A celestial
Lsummoned with this ability remains for 1 minute, You can
ave only one heavenly envoy at a time. 1f you success-
Fully summeon 4 new one, the previous one disappears
‘The Law of Resistance applies to this ability (see page
233}, so the Truespeak DC
ot each successive use of
greater heavenly entreaty
increases by 2

'PLAYING A
* SPEAKER

Your god gave you an
immense gift, reveal-
ing 1o you part of the
! hidden mechanism

o of the universe. As
a resuly, you “spread
the word" in both
the literal and fign-
zative senses. Your
truenames help you
crusade for good. With

each victory over evil,
V{!Ur acnions ncredase
the truename power of
words such as “good,”
“hanarable.” and “hero!

YL\U. are tormn bf[ ween F\\'i‘\\'\!rlll,\ Onone ]“-] "d‘ you .\1‘(‘11\‘

* o lotof rime cloistered 1 a library mastering the art of true-
pames, But vour abilities are far more suited 1o the life ol a
erusader than the life of the scholar. You delve into romes

b truename lore from a sense of dury, but you're eager to get

bacle out into the field and pursue your true calling: burning

the stench of evil from the world

COMBAT

“¥ou have traded some spellcasting levels to eatn your cl
features, so the most important tacrical decision you fi
@ round-by-round basis is whether to cast u spell, use tongue
Ehite, or summaon a celestial ally. Tongue of fre gives voil
'e good offensive oprion, especially against multiple foe
can shift your spell selection toinclude more defensive

v &,
in

Kier e Elnsilardies & Bamior B Speate

and utility spells if you wish. Realize also thar you'retain

nllmxlw power regardless of how many spells youhave. Even
ou convert every spell on yourlist to heal your allies, vou

an still blast evildoers with ongue of fire.

The tongue of fire does have irs limitations. lts range is
cult to place the line so
that it doesn't hit yourallies—you want to aveid what would
literally be

only 20 feer, and sometimes ir's dif

T'he ability requires you tomake a
successful Truespeak check ro use, so keep your Truespeak
modifier as high as possible
Because yourtongue of fire isaline, you willwant toknow
the rules for line-shaped effects (PH 175) like the back of your
hand.
Your spells und class features keep you busy during a fight,
so you might let your prowess in melee combat lan-
guish'sémewhat. You should still carry « weapon,
but you might find that you don't swing it often,
just because you have more
compelling options on a

friendly fire

round-by-round bas
Don't neglect your de-
fense: You will spend
a great deal of time in
harm’s way, because
many
cast divine spells are
touch spells; and your
tongue of fire hasa rel-
atively short range.
your
fiese heavenly entreaty
at 3rd level. There-
after, vou have an

commonly

You learn

encounter-changing
class fearure. This
provides you with
yet ﬂnuli‘mrop[mn o
access in the course
of a battle, but ir's
nice to have tactical
dilemmas that involve powerful outsiders flying to aid you,

A successful heavenly entreaty can swing an encounter
in your favor, but it also makes rhar encounter a lot more
complicated. You've justadded a high-level putsider taa battle
thar was probubly complex to begin wirh. You can make the
DM's life a lot easier and your fellow players more engaged if
you have the statistics tor the bralani eladrins, word archans,
ar astral devas ready ahead of time. Study them beforehand
so you know whar they can do and whar their important
statistics are (AC,

saving throws, and so on),

ADVANCEMENT
It takes an unlikely combination of a scholar'’s patience and
acrusader’s zeal ro make a good brimstone speaker, and the
masters of your religious order identified you as a good eandi-
date. Throughout your early career, you studied the discipline




X u‘f;ﬁu&mm. Alteryou passed a sertes of examinarions, you
were taught the truename for tongue of fire, and your life as
abrimstone speaker began.

Once you learn the truename for the tangue of fire, you
immediately begin studying the rruenames of outsiders,
striving to pronounce them so perfectly that the angels have
no choice but to descend and aid you. You visit the major
temples of your faith periodically, eager ro study more in
their archives and librarjes,

As you gain brimstone speaker levels, keep your Truespeak
wodifier as-high as possible, 11 you stop improving your
Truespeakskill, higherdevel class features will be nearly inac-
cessible to you. Consider the Skill Focus (Truespeak) feat, the
antulet of the siluver tongue, and various Intelligence-enhancing
items as means of improving vour ability to use Truespeak.

Because you have rnksin Truespeak, consider giving true-
name spells (described in the section beginning on page 253)
an important place in your repertoive. Because some of these
_spells require research into personal rruenames, consider
developing Knowledge skills thar will help you discover the
petsanal truenames of your allies and enemies.

RESOURCES
Brimstone speakers are traditionally crusaders for their
faith, cleansing the countryside of evil and leaving more
esoteric thealogical matvers for other parts of the religion.
Youspend mostof your time away from the church, because
your mission is to go where the evil is. You can count on aid
fram your religious-minded fellows when you come hack

the work you perform. You will often get free ot reduced-cost
spelleasting araffilinted temples and shrines in exchange for
the quests and crusades you undertake.

The most important aid you receive isn't spellcasting or
financial aid, however—it's access to the accumulared true-
name Jare of your church, When you visit major temples,
you can get access to the books that unlock your key class
features.

BRIMSTONE SPEAKERS
THE WORLD
was da perfectapmbush. Da hunan was oll alone in o canyon,sa
we jumped down, leilled her hovse so she couliin'l v offand eut her
veal good. Then she swidd somethin' Liouldn't hear vight—all wewrd
.gnﬁﬁlcd}i—gukmalrd these glowpn' wimged things came zoamm’
Jﬁ&ada sley. Lran, but from da sounds 1 hemd, dose winged things
gob everyone else

—Nahlarak, bughear warlord

‘many faiths, but fhey'te ravely seen there, Their abilivies are

suited for cleansing the land of evil, not proselytizing ro
- heathens or preaching sermons to the fithful. Brimsione
~ speakers follow the lead of Joram the Crusader (described
belaw) i that regard.

it the fold, because they generally recognize the value of

Brimstone speikers are often spoken of in the temples of

DAILY LIFE
Brimstone speakers usually wake up with one of two goals:
Uncoverevil, or expunge the evil chey uncovered vesterday.
Their 1{feis a series of quests and crusades. punctuated
only by periodic spates of intense truename study at majar
temples. Most brimstone speakers wouldn't have it any other
way, because they believe thar their deities chose them @
wander the earth and cleanse it of evil.

NOTABLES ]
Perhaps the most famous brimstone speaker is Joram the
Crusader, a follower of Pelor who crossed the earth on one
quest oranother for six of his eight decades. A temple acolyte
ance asked Joram why he spenr his life in dark caverns, fetid
swamps, and other unsavory places. Joram’s terse response:
“Because that's where the evil is.”

Brimstone speakers have a cenruries-old history, bue
many current speakers have some connection to Joram—i
testament both to Joram's industry and the desire of younger
brimstone speakers to emulate him as closely as possible.
One of the most controversial brimstone speakets is Urick
Joramson, a child of Joram's known for his intense zeal to
uproot evil. Unlike his father, Urickis indiseriminate in hig™
campaign fo rid the land of evil. Urick believes that the godss
will protect innocents cought up in the bartle berween goo
and evil, so Urick doesn't need . “Tf no god sought 1o say
vou, you should ask yourself why!" says Urick. Urick a
Joram are estranged for both this difference in philosophy
and some family reasons neither will discuss.

ORCANIZATION
Brimstone speakers have no organization of their own.
Each good-aligned religion with brimstone speakers amon,
its ranks develops its own organization fo pass along the
necessary truehame lore and direct the efforts of brimstone
speakers in the field. [n most cases, brimstone speakers are
aseparaie order within the larger church. They share all the
beliefs and customs of the religion as a whole, but they have
their own specific traditions and codes of conduct as well.

Many brimstone speakers are followers of Pelor; hoth
because Pelor’s followers are so numerous and because Joram
the Crusader worships Pelor. Pelor's religion has an “Order
of Brimstone” whose members wear flame-red tabards
and golden helms. Anyone who can qualify to become a
brimstone speaker is eligible 1o join the Order of Brimstone,
which grants aceess to the church's libraries and providesa
steady supply of missions involving threats 1o the church
and society at large. Most of Pelor’s brimstone speakers are
sent out on missions individually or with allies who aren't
brimstone speakers. Aguin, Joram’s wisdom is part of the
reason; he once famously said, “One spark for one bonfire"

Other faiths have different ways of organizing their brim-
stone speakers. Followers of Kord have a “Brimstone Brigade"
nrgmim:l llang mihmw Iines \\'l'nh' Heiraneouss brimstone

-- wy



mplete Divine).

s REACTIONS g

usé brimstone speakers are relarively rave and nor
olved in church leadership or politics, they're not well
own, even among the faithful. Religious leaders, on the
hand, recognize and value the services thata brimstone
alter provides, so they have an initial artitude of friendly
en encountering a brimstone speaker.
Bvildoers who have been burned by a brimstone speaker
't likely to forgive or forget, so they have an initial arti-
of hosrile toward brimstone speakers. Evildoers who
behind the scenes, such as cultists and rebels, have 4
cular loathing for brimstone speakers because they can't
ought off or negoriated with.

VISTONE SPEAKER LORE

racters with anks in Knowledge (religion) can research

imstone speakersto learn more about them, When a char-
ter makes a skill check, read or paraphrase the following,

bﬂc}ud&ng the information from lower DCs.

DC 10: Brimstone speakers are clerics that can emit &

te of fire 1o burn their enemies.

~ DC 15: They use the power of truenames to create the

eladrins, archons, and angels to call them into battle,

. DC 20: Brimstone speakers spend most of their time on
quests fo expunge the land of evil, much like their greatest
‘hero, Joram the Crusader,

TONE SPEAKERS IN THE GAME
The brimstone speaker class is are a good way for an exist-
ihg character—probably a cleric, in this case—so use the
Atiuename rules and retain the familiaraspects of the cleric’s
netion. The prestige class is overtly a cleric with a rwist.

nce the player has mastered a few new class features and
‘pethaps some truename spells, he or she can sertle into the
iliar role of the cleric without difficulry. Many mid-level
elerics will be able to qualify for the prestige class in justa few
s, simply by buying cross-class ranks in Truespeak until
irnext fear choice becomes available. They can then take
e Truename Training feat, and they should have enough
nlks o qualify for the brimstone speaker class.

Asa DM, you should pay attention to how much the player
of a brimstone speaker uses the truename aspects of the
. Ifa brimstone speaker just wants to be a cleric with a
ngue of fire, that's fine. Bur if the player starts using true-
me spells and spending skill points in Knowledge skills 1o
prove her rruename research abilities, thar's a sign that the
erwants your help to make truenames more important
uda villains in your game whose personal truenames
reasonable chance of learning, Give some monsters
ne-related feats, including ones tharwill surprise her,
| as Personal Truename Backlash,

orplete Warrior), and divine crusaders (deseribed in ADAPTATION

tongue of fire, and eventually they use the rruenames of

Aswritten, the brimstone speaker is a crusaderfor the foree
ol good. It's easy 1o change (or even remuve) the ahgnmesn:
requirement and develop a brimstone spcnkerdevmeﬂto tyre |
anny and woe, or one with no philosophical agenda at all.
1f you change the alignment requirement for this class, you
should replace the creatures in the entreaties. Because the crea-
tures remain for only a few rounds, their Challenge Rating is
the best measuring stick for how effective they are in response
toan entreaty, The 3rd-level entreaty gives you s CR 6 creature,
the sth-level entreaty gives you CR 9, and th level CR 14—

Keep in mind thar summened creatures with unusual
spell-like abilities can be problemaric even with a short
duration, andir's hard to fit multiple Large or Huge aursides
onfo a crowded battlefield.

To give the class an evil, demonic (lair, for instance, you
could use Chaos, Evil, and Fire for the domain require-
meni, and replace the envoys with a babau, a vrock, and a
nalfeshnee as the creatures thar answera brimstone speakers
entreaty. For a lawful evil flavor, require the Evil, Fire, or Law
domains and use a chain devil, bone devil, and logokron devil
(se page 265},

SAMPLE ENCOUNTER
1f your PCs are battling a brimstone speaker; the encounter
will be more memorable if they get to seeall the class features
in play. For example, you could have the brimstone spealer
(use atongueoffire inthe first round, make a heavenly entreaty
in the second; then spend subsequent rounds casting ben-
eficial spells on his angelic allies, Don't be shy about using
the heavenly enrealy in the Rrsvor second round; NPCsdon't
have to pace themselves the way PCs do, because they have s
life span measured in just a handful of rounds,

EL 10: Kuorick Hammerdau is a raikthin woman with
piercing eyes and a stern demeanor. She's a well-meaning
brimstone speaker. but like her mentor Urick Joramson,
she cleanses evil rstand asks questions later. She can be an
effective foil for morally ambiguous PCs, or characrers with
unusual allies, such as drow,

Kuorick HAMMERDAU CR 10

Female human cleric 7/brimstone speaker 3

LG Medium humanaoid

Init +-0; Senses Listen +4, Spot +4

Languages Commori, Draconic, Abyssal .

AC 22, touch 10, fiat-footed 22 ‘

hp 65 (10 HD)

Fort +10, Ref +3, Will +12

Speed 20 ft. (4 squares)

Melee mwk morningstar <7 (1d8-1)

Ranged mwk light crossbow +8 (1d8/19-20)

Base Atk +7; Grp +6

Special Actions tongue of fire (3da fire, DC15), lesser

heavenly entreaty, turn undead 4/day (+3, 2d6-8, 7th)

Combat Gear wand of searing light (8th; 7 charges), scrollaf
[flame strike, scroll of heq -

Cleric Spells Prepared (CL 8th): il




ith—di {anchor, dismissal, order's wrath”
(CL Sth), true prayer afthe chosen*

‘3rd—daylight, dispel magic, prayer, magic circle against
vil® (CL8th), searing light

2nd—aid® (CL Sth), bear's endurance (2), consecrate
(€L 3th), shatter (DC 16)

Tst—bless, detect evil (2), protection from evil” (CL 9th),
sanctuary, true prayer of the faithful

O—aetect magic (2), lght (2), resistance (2)

D: Domain spell. Deity: Pelor. Damains: Good, Law

#*New spell described on page 259

Abilities Str.8, Dex 10, Con 14, Int 14, Wis 18, Cha 12
Feats Combat Casting, Improved Initiative, Skill Focus
(Truespeak), Truename Research*, Truename Training™
*New feats described on page 229
- Skills Concentration <12, Intimidate +8, Knowledge
(religion) +15 [+17 truename research], Knowledge (the
planes) +15 (+17 truename research), Spellcraft <12,
Truespeak <18
Possessions combat gear plus +2 full plate, +1 small shield,
~ masterwork morningstar, masterwork light crossbow
with 10 bolts, periapt of Wisdom -+2, holy symbol, 1 vial
holy water, 5 Ib. silver dust (for consecrate)

“Defy the sword."
—Aglaran, Disciple of the Word

Disciples of the word ave intellectual warrior monks wha,
through a deeper understanding of their truenames, traniscend
the limits of thefrmortal form. Disciples commit themselves o
astudied pursuitofintrospection empered by pious devotion

to the principles of Zuoken as penned by the hand of the first
disciple, Akahuza. Through these teachings disciples develop
techniques that allow them ro defy the limirs of reality.

BECOMING A DISCIPLE
OF THE WORD
Monks make the best disciples of the word, because they have
anaverage base attack bonus, are lawful, and gain the evasion
class feature early. Other characters can gain entry into this
class; bur the evasion requirement necessitates at least two
levels of monk or rogue, orat least eight levels of ranger. No
‘charserer can take levels in this cliss without devoting a few
skill poinrs to the Truespeak skill.

RY REQUIREMENTS

~ Alignment: Any lawful

ase Attack Bonus: +4

‘Skills: Truespeak 4 ranks

Feats: Improved Unarmed Strike, Stunning Fist
Special: Evasion

adisciple of the word, you have class features that empha-
_'ql:iliw. Abilities such as word of movement sublime

TasLE 3—7: THE DiscipLE oF THE WORD

Hit Dig: D8

Base
Attack Fort Ref Will

lBEi
ord of speed unfettered

Class Skills (4 + int modifier per level): Balance, Climb,
Concentration, Escape Artist, Jump. Move Silently,
Truespeak, Tumble.

and word of mystic deflection help you ke on foes with a
variety of attack capabilities, from spells to melee attacks.
Known Personal Truename: You know your own
sondl iruename. However, pronauncing it correctly requi
aTruespeak check witha DC equal to15 + (2 % your HD )+
You get 2 +4 bonus on the Truespealk check because it's yous
personal truename.— —

Monk Abilities: A disciple of the word adds her class level
to her mank level 1o determine her class-based AC bonus, he
unarmed damage, unarmored speed bonus, flurry of blows
penalty, and the number of daily artempts of her Stunning
Fist feat. %

If she has no monk levels, she gains the AC bonus of &
monlk whose level equals her disciple of the word level, bup
she doesn't add her Wisdom honus to her AC. In addition,
she gains additional uses of the Stunning Fist feat asa monk.
(Her nonmonk, nondisciple of the word class levels provide
one use per four levels, and her monk and disciple of the
word class levels provide ane use per level). :

A disciple of the word does not count her class levels for
the purpose of determining when she gains any other monk
class fearures; such as reduced penalties for flurry of blows
atrick rolls, bonus fears, evasion, or other special abilities,

Word of Movement Sublime (Su): You can channel vour
ket intoa single word of Truespeech. This spoken word allclws
vou, for a passing moment, to move as ane with the restloss
motion of the universe, stepping through the mundane world
with perfect grace, Asa swifraction, you can spend one of your
daily uses of the Stunning Fist fearand substirure a Truespeak:
check in place of a Balance, Jump, or Tumble check.

Word of the Stance Unyielding (Su): Beginning at
2nd level, you can channel your ki while speaking a word of
Truespeech that allows you to stand fast, anchored to youg
current position by the rigid laws of the universe. As an




ate action, you can spend one of your daily uses of
running Fist feat and substitute a Truespeak check in
e of a Strength check to resist a trip, bull rush, or disarm

.ﬂf"ﬂ of Health Restored (Sp): From 3td level on, you
ise a word of Truespeech ta focus your ki into your own
Asafull-round action, you can spend one of your daily
of the Stunning Fist featand make a Truespeak check
eal yourself. You restore @ number of hit points equal 1o
ur-character level, Using this ability provokes artacks of
tunity, buryou can arrempr o use it defensively, exactly
(if it were a 3rd-level urterance,

ord of Movement Perfected (Su): At 4th level, vou
word of Truespeech that allows you to move with
peed and agility, striding swiftly over the contours of
physical world. As a swift action, you can spend one of
urd:uly uses of the Stunning Fist feat and make a DC 25
ak check to increase your base speed by 20 feet. in
ion; while this ability is acrive, you can walk on wuter,
quicksand, snow, or even a spider’s web without sinking or
i E;cakm.g thruugh, You can take part of your movemenrt for
round to traverse a wall or other relarively smooth verti-

‘cal surface if you begin and end your mave on 1 horizonral
| surface, The heighr you can achieve an the wall is limited
mly by your normal movement restrictions. 1f you do nat
:EEI your movement on a horizonral surface, you fall prone,
3 f.}‘dhng falling damage as appropriare for your distance above
ground,

This benefit lasts for 1 round. This inerease smeks with
other bonuses to your speed, such as from the haste spell or
onk’s fast movement bonus.

Word of Reflexes Exalted (Su): Beginning ar sth
evel, you can focus your will 1o deliver another word of
espeech. As an immediate action, you can spend one
our daily uses of the Srunning Fist feat and substitute a
uespeak checkin place of 2 Reflex saving throw.

‘Word of the Strike Unstoppable (Su): From éth level
- on, you can speak a word of Truespeech and overcome a
arure’s damage reduction. After a successful melee strike,
~ you can spend ane of your daily uses of the Stunning Fist
at as a swift action to artempt to bypass a target's damage
duction. The DC of the Truespeak check depends on the
of damage reduction that you are trying to overcome.
the credture's damage reduction requires more than one
1o overcame, chose the trait with the highest DC and
d 10 to that DC for each additional trait required. If rhe
ture’s damage reduction is overcome by one of several
of dimage, use the lowest applicable DC.

PLAYING A DISCIPLE OF THE WORD

N
i

‘Word of the Fist Unraveling (Su): At 7th leveL
the ability to focus your f into 1 single powerfu &
Am‘ump:!m.ed by 4 word of Truespeech, this ability can Ll
unravel magical effects. After a successful melee strike, you + 10
can spend one of your daily uses of the Stunning Fist featas
aswiftaction toattempt todispel one effect currently on the
creature strucl by the melee arrack. This warks like a rargeted
dispel, except that you can only dispel the highest-level effect
currently affecting the target. You make a Truespeak check
opposed by a caster level check made by the caster of the
affecred spell. 1f you are successful, the speliris dispelted:
1f your check is unsuceessful, the spell rematns in effect.
Regardless of the result of the opposed check, the melee
attack deals damage narmally.

Word of Harm Avoided (Ex): Beginning a1 8th level
if you have one hand free, once per day when you would
normally be hit with a weapon, you can deflect it so that you
take no damage from {t. To negate the attack, you spend oneof
your daily uses of the Stunning Fist featand make a Truespeak
cheek, opposed by the atrack roll of the attack that you are
artempiing to negate. You must be aware of the artack and not
fatfoated. Attempring o deflect an atrack is an immediate
action (an action you can take even when it's not your rurn,
but counts against the number of swift actions you can take
ina round). Unusually massive weapons (thatis. any weapon
o or more size categories larger than you) orartacks gener-
ated by spell effects (Melf's acid arrow or shodking grasp) can't
be negared. You must use this ability after the resulr of the
attck roll is known but before damage 15 rolled.

Word of Mystic Deflection (Su): Starting at 9th level,
you can speak 2 word of Truespeech and prevent o hostile
spell from affecting you. When you are the sole rarget of a
spell (the spell must target you; this does notapply if you are
the sole mdividualin an area spell) that must overcome spell
resistance to have an effect; you can spend one of your daily
uses of the Stunning Fist fearand attempt a Truespeak check
asanimmediate action. This Truespeak checkis opposed by
the caster’s caster level check. If vou succeed on this check,
the spell is negated. If you fail this check, you are subject
to the spell's effect normally, including your chance to save
against the spell's effect, if applicable.

Word of Speed Unfettered (Sul: At toth level, you can
speakaword of Truespeech and imbue your form with unpar
alleled celerity. You can spend one of your daily uses of the
Stunning Fist feat and attempt a DC 50 Truespeak checle as
animmediate action. If you succeed on this check, you gain
an additional move action that you must rake immediarely,
This ability might, among other things, allow you to move
and make a full attack in the same round.

Multiclass Note: Monks who multiclass inta this prestige
class can continue advancing as monks.

Asa disciple of the ward, you understand that reality,
know it, is nothing more than an abstraction
forms—words. All things are mere refle



ul
ﬁ;’lp true form, and even other people are just flawed copies
of their true form. Thanks to yourunusual outlook, you have
a hard ime making friends, but thar's not a problem. Mortal
friendships can never compare with the ideal concepr of
Friendship,
" Being a disciple of the word means you are part of the
Order of the Word, a group of like-minded individuals who
work ro leave behind rthe flaws of the physical body and
become one with the form from which they are modeled
You might be the master of a particular enclave of monks
“and the living embodiment of this goal, or you might be an

instructor at one of these rare monasteries,

~Your advantage is your knowledge of Truespeech. Ir allows
you to avoid damage, to heal yourself, and gives access to
many, other powerful abilities, In battle, use your mobility
_ to distract your opponents from arracking your allies. The
____more attacks your enemies waste 1rying to strike you, the
more attacks your companions can make against these same
apponents.

You should take advantage of your mobility and move o
Y flanke your foes with allied rogues and fighters. Good position-
ing helps other charactets make use of sneak attacks, andat
the very least provides a bonus en attack rolls, In these situa-
tions, it's probably best o fight defensively, and if you have it,
maximize your AC bonus from the Combar Expertise fear. At
5th level. not only can you get in and ourof dangerous spots,
you can also more effectively escape harmful area effects,
Upon reaching 9th level, you can rest assured thar you will
varely be subjecr to4 spell you don't want to affect you.

ADVANCEMENT
You probably started down the path of the disciple of the word
after first being exposed to the power of Truespeech, eitherin
the presence of a truenamer or another disciple of the word.
Another disciple of the word might have then recognized your
agilityand combat skills, and rold you there was a way o deny
the dangers pased by reality. You sought eut the monks of the
Order of the Word and unlearned all your previous training,
for once you saw their techniques in practice, you had o find

~ thekey tounlocking those abilities yourself.

Long hours of study and training finally paid off and vou

NEW MARTIAL

WORD GIVEN FORM MASTERY
Firstintroduced'in Oriental Adventures, martial arts styles are
added benefits gained when a character takes a particular as-
sortment of feats. A character who masters the feats within
a style gains a mastery ability related to the techniques of
style. Word Given Form emphasizes the harmony of the
s's truename, By repeating his truename in combat, he

DISCIPLES OF THE WORD '
IN THE WORLD

are constantly amazed at how easily yoti can shape a batle 1o
your own ends now that you know the secrets of truenaming.
Though you are nor required to spend all your days ar the
meonastery, you often retreat there for further training and
education. Then again, you might remain ar a monastery
for years, only émerging when you feel a call to explore or
adventure, to advance the perfect forms through intervention
when the forces of entropy assert themselves. 3
As you continue to awiken your true form, you have many
opportunities to develop your fighting skills. Spend ski
points onmovement skills suchas Climb, Jump, and Tumble,
It's a good idea to invest in feats that work well with your class
abilities, so be sure o pick up feats such as Deflect Arrows,
Run, and Spring Artack.

RESOURCES
Though youmight wander far from your teachers and schoal,
you can always return. For you, it is a safe haven, a place 1o
heal or hide. The Order of the Word provides free food,
lodging, and basic supplies to all its members. They maintain
friendly relations with local clerics of Zuoken (see page 124
of Complete Divine or page 221 of Expanded Psionics Hanidbook)
who always have a shrine dedicated 1o the demiged within®®
the monasteries' walls, Disciples gain access to free healing
from those clerics, as well.

“Though we wall different vonds, the paths converge al the same
end” -
—Utad, Fist of Zuoken

A disciple of the word combines truenaining and martial
arts, representing the pinnacle of what a person can achieve
by devoring herself to reaching her true form, Disciples
can appear in any campaign, originating in small shrines
in mountainaerles or well-defended and enormous marrial
arts schools tught by ancient masters.

DAILY LIFE
As important as it is [or disciples o focus on their personal
training, they do so by following the principles of self-dis- =
cipline and mental prowess as scribed in the sacred scroll =

WORD GIVEN FORM
You have mastered the martial arts style of “Word Given Form.”

Prerequisités: Truespeak 12 ranks, Tumble 12 ranks, Combat
Expertise, Dodge, Improved Unarmed Strike, Mobility, Spring
Attack,

Benefit: When using the Dadge feat against an opponent,
in addition to the +1 dodge banus to AC, you also gain total
cancealment (50% miss chance) from that opponent as your
form blurs and shifts.




* uf Akahuza. Each day, disciples speak the holy sutra to help
‘order their minds. A disciple first speaks her truename fol-
* lowed by an invocation to the self. calling far the blessing
- of Zucken to strengthen the body, mind, and soul, while
“asking for the strength of mind w see beyond rhe illusion
* that is reality.
Many disciples leave their mon-
asteries to explore the world
~ and derive a deeper under
" standing of their place within
"0t A few, however, found
3 schools of their own, where
o they instruct new students
0 keeping the words of
bz and the principles
" of Zuoken alive. As a sensei,
a disciple must select viable
‘candidates through careful
*itesting, to see if they have
the dedication to succeed in
the Akahuza sryle while also
looking for those with at least
‘some fundamental under
standing of Truespeech.
The first students trained
* become instructors and
administrators, teaching
new students and managing
the monastery's resources,

'NOTABLES

Three centuries ago, Akas-
liza, a monk and student
of Zuoken's teachings, was
dissatished with the path of
war advanced by the Fists of
Zuoken Akahuza believed
there was another way to
master sclf-discipline. He
traveled o different schools
all over the land, study-
ing with the rarroced monks,
drunken masters, void disciples, and
_dozens of arher schools, bur each lefi
him dissatisfied. So he wandered farther,
listening to the words in the wind and the pulse in the earth,
[ollowing rhe How of the clouds until he came upon a shrine
* deep within a rain forest. There, he found an old man living
alone who did nothing excepr s t a single rune car
it the wall. The man did not speak, but he did not rebuff
Akahuza’s helpeither. The two men lived in silence; the elder
“studied the sigil, the younger studied the elder.

Weeks murned to monrhsand months turned ro years, and
Still the old man never spoke. Finally, Akahuza, in his per-
exity, made ready o leave, gathering what supplies he had,
inking his time was wasted. As he rurned to go through

ed

Kordi Senade, a dwarf disciple of the word

S . R [ > :

the shrine’s gate, there stood the old man, though howh

came to be there, Akahuza could not say. Bowing deeply ta

the elder, the wanderertried to move past him, burthe elder,
faster than seemed possible, intercepred him. Two more 2t
tempts and the master blocked him. Then the old man spoke

a single word and everything bent

around them, as if the world

folded in on irself. Akahuza

knew then he had found what
he sought.

Thirry yearstater; Akalit
za returned to his homeland
and founded rthe Order of
the Word. As his follow-
ers built the school around

him, he penned the essential

principles of the art, writing
just one character each day.

plete, so was Akahuza's
writing, and with the final
character written he died
Over the next 200 years,
the Ovder of the Word grew
around rhe teachings set out
in the sacred scroll, and the
knowledge contained inside
resulted in the first disciples
of the word,

ORCANIZATION
The modern Order of the
Word retains the original
strucrure first ser our by
Akahuza all thise years ago.
At p monastery, a master
guides his favored pupils
who in turn instruct the
students. Though many dis-
ciples wander the world in
search of themselves and their
place, many mare are content to
stay on with their comrades and learn
the grearer mysteries of their path.

Nao single overarching master
governs the Order of the Word, Rather, several masters care
for their particular schools. Since this is a group built on the
ideals of peace and self-improvement, it has litrle room for
rivalry or tensions between the schools. Oceasionally, one
monastery hosts a tournament, and these exciring events
draw disciples from all over the world, and in some cases,
from across the planes. Students compete 10 demonstrate
their mastery of Akabuza’s teachings, and the contests end
when the top three students remain. These champions are
immediately elevated ro master starus and given the funds
wfound their own monasteries.
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‘Even though disciples pursue a diffevent path from that
swalked by other followers of Zuoken, they still pay homage
to the god and enjoy his blessings. Clerics and monks of
Zuoken are always friendly or even helpful o disciples, Other
monks look upon disciples as strange and unusual, but their
suspicions rarely worsen their artitudes below indifferent.

Disciples are a peaceful group, so they have fes enemies
Still, some creatures appose peace and see those who
embrace thar path as a threar 1o their goals. Evil monks are
“thways unfriendly if not hostile. Chaotic characters share
the same suspicions, especially barbarians, who thrive on
anarchy, These individuals are often unfriendly or worse,
__attempting to destroy that which they cannot understand,

DISCIPLE OF THE WORD LORE
Characters with ranksin Knowledge (arcama) or Knowledge
(history) can research disciples of the word to learn more
— abour them. Characters who worship Zuoken receive a +5 cir-
ctmstance bonus on these checks. Whena characrer makes
askillcheck, read or paraphrase the following, including the
information from lower DCs.

DC 10: Some monks believe that only through avoiding
conflict can they understand the nature of realiry.

DC 15: The disciples of the word are masters of movement,
physically melding both form and idea:

DC 20: Disciples are not so much opposed o conflict as

developing themselves, they avoid injury,

DC 30: The Order of the Word was founded by Akahuza,
4 mystic and mank who unlocked che truth about himself
through Truespeech.

DISCIPLES OF THE WORD
IN THE CAM

Disciples of the wurd ean be feattrred inahy campaign. A mysté-
rious mountain school might be an institution run by the Order
of the Word. 1f you use psionics, they could be an outgrowth
of the fisc of Zuoken prestige class. Most disciples, however,

“avenue for introducing rruename magic into an ongoing cam-
paign by blending the monk with the truenamer class.

~ Thedisciple of the word prestige class appeals to players
who like martial arts and the mysticism often associared
“with them, While providing interesting combat abilities,
this class alsa offers a means to ground such characrers into
‘@ campaign and let them develop their abilities through a
compelling spiritual journey of self-discovery,

ADAPTATION

The disciples need nor be a group committed o improving
themselves, Instend, they could be a group thar advances
 their physical combat technigues to breed a powerful army
sins bent on conquering the world In rhis case,

evil. Also, you will want to diverce this class from Zuoken

altogether and replace him with a suitably sinister deity such
as Ilsensine of the mind flayers or even Hextor, the god of
tyranny. Alternarively, the disciples could become a force
for good that emphasizes how striving to perfect the self
allows a better understanding of the world, which ultimarely
distances an individual from evil. In such a case, Heironeous:
is a grear substiture deity.

SAMPLE ENCOUNTER
Disciplesare often allies and advisors, helping PCs overcome
a difficult puzzle or defear a particularly nasty adversary. ‘
As apponents, they are frustrating enemies, avoiding and
evading attacks with ease, A disciple might even grow bored
with the fight after a time and leave, an act sure to infuriate
aggressive PCs,

EL 8: Kordi Senade, a novice disciple of the word, flees
after a band of devils destroyed her monastery. Hot on her
heels is a bone devil that wants nothing more than 1o feast
on her flesh, When Kordi rounds the corner, eitherin a city
orin the wilderness, the bone devil uses majorimage to mask
its appearance and assume the guise of a noble paladin.

Korpi SENADE CRY9
Female dwarf monk &/truenamer 1/disciple of the word 2
LN Medium humanoid
Init +0; Senses darkvision 60 ft; Listen +3, Spot 43
Languages Common, Dwarven, Draconic

they are committed 1o perfecring their physical forms. By

AC 16, touch 14, flat-footed 16; +4 AC against giants

hp 58 (9 HD)

Immune normal disease

Resist evasion, stability (+4 against bull rush and trip)

Fort +10 (+12 against poison), Ref +8, Will +13 (+15 against
enchantrments); +2 on saves against spells and spell-like
effects

will have an appeal to players, The class represents an excellent

Speed 40 ft. (8 squares)

Melee unarmed strike +9/+9 (1d10+3} or

Melee unarmed strike +8/+8/+3 (1d10+3) with flurry of blows

Base Atk +5; Grp +8

Atk Options +1 on attacks against orcs and goblinoids, ki
strike (magic), word of the stonze unyielding

Combat Gear potion of cure moderaiz wounds, potion of
shield of Jaith +2

Utterances Known (CL 1st):

Lexicon of the Evolving Mind
1st—knight's puissance

Abilities Str 16, Dex 10, Con 14, Int 14, Wis 16, Cha &

SQ known personal truename, slow fall 30 ft.,
stonecunning (PH 15), word of movement sublime

Feats Combat Expertise, Deflect Arrows?, Improved Trip",
Improved Unarmed Strike®, Skill Focus (Truespeak),
Stunning Fist®, Truename Training™, Weapon Focus
(unarmed strlke)

Skills Appraise +2 (+4 stone or metal), Balance +14,
Concentration +14, Craft +2 (+4 stone or metal), Jump
+17, Knowledge (arcana) +14 (+16 truename research),
Truespeak +22, Tumble +14

Possessions combat gear plus periapt of Wisdom +2,
bracers of armor +2, lesser amulet of the silver tongua®
*New item described on page 263
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plini nt or torment (certainly that's whar the fiend
thinks), good-aligned characters can't bring themselves to
$Ecqmjeﬁéud§__‘_i.nder5 and endorse what amounts 1o slavery.

~ ENTRY REQUIREMENTS

Alignment: Any nongood

Skills: Knowledge (the planes) 10 ranks, Speak Language
(Abyssal), Speak Language (Infernal), Truespeak 10 ranks
Spells: Ability to cast surnmon monster IV

S FEATURES

You can research and learn the truenames of fiends, as well
as complex rituals needed to foist your will upon them. As
_you gain more power and confidence as n fiendbinder, you
“Tearn to call forth fiends that are more inclined to heed your
commands and, eventually, you will earn their respect.

Spellcasting: At each level except 1st, 5th, and ath, you
~ gain new spells per day and an increase in caster level (and
spells known, if applicable) asif you had also gained a level
ina spellcasting class towhich you belonged before adding
the prestige class level. Youdo not, hewever, gain any other
benefit a character of thar class would have gained. If you
had more than one spellcasting class before becoming a
fiendbinder, you must decide to which class to add each level
for the purpose of determining spells per day, caster level,
and spells known.

Bind Fiend (Su): You master the complex rituals needed

an amount in gold to cover the cost of the ritual (see Table
3-9),and the ritual takes 8 uninterrupred hours to perform.
At the conclusion of the ritual, the fiend appears. The fiend
is bound against its will and isn't happy about the service.
However, it cannotartack you, even if you atrack ir, Giving
it 2 command is a standard action that provokes attacks of
opportunity, for doing so requires that you correctly utter
the fiend'’s truename. You must make @ Truespeal check
with a specified DC (see Table 3-9). 1f the check succeeds,
the fiend is compelled to do as you command if the check
fails, the fiend gleefully restsrs (and might even mock you).

in Table 3—10 at one time, Issuing a new command (includ-

.
! _){-'"rhmz 3-8:THE FienDeINDER  HIT DIE: D6

Base
‘Attack Fort Ref Wil
Bonus S

to bind a fiend whose truename you know. You must pay, -

Abound fiend performs only one of the commands outlined

+ Int modifier per level): Concentration, Craft, Diplomacy, Heal, K
o), Knowledge (the planes), Prafession, Spellcraft, Truespeak.

ing ordering a bound fiend to attack a different foe) requires
another standard action and anorher Truespeak check. You
can give a bound fiend commands other than those found
on Table 310, but these sample commands will cover mast
circumstances (and the DM always has the power to vetoa
porential command).

Unless it is commanded to do otherwise, a bound fend
must remain within 10 feet of you at all times. If 4 boun
fiend moves more than 1 mile from you, it gets an immed
ate Will save (DC 10 + your fiendbinder level + your Cha =
modifier) to break the bond. A bound fiend can usually
only artain this distance from its master due (o a careless.
command. If it is freed in this manney; it is immediarely
sent back to the place whence it came. You can free 2 bound
fiend vourself as a free action, Although a newly freed
fiend might cry vengeance for the "punishment” vou have
inflicted upon it; few fiends act on their threats for fear of
being bound agein. Only by repeatedly binding the same
fiend do you run the rislcof incurring its wrath once freed
{DM's discretion]).

You can bind mulriple fiends ifyou have the gold and rime
to do so. However, you cannot issue the same command o
mulriple bound fiends. For example, if you bind two vrock ™
demons and want them to attack the:same foe, commanding,
them to artack requires rwo standard acrions (one per
vrock). 1

Abound fiend cannor use its summoning ability. U
summoned creatures, bound fiends are truly dead when
slain. -
1f you ure killed, any fiend char was bound to you prior ta
your death stays with your remains for 24 hours. It does not:
guard whateveris left of your body; it merely remains nearby,
tracking the passing time intently to determine if it will be
set free, Ifyou are rerurned to life during thar period through
a raise dead spell or similar effect, the fiend remains bound
to your service with no additional cost to you, provided you
are still of a sufficient level to retain the fiend's service, 1F
you lose a level as a result of a return to life, and your new
level is roa low for you to have summoned your servant (see
Table 3-9 to determine whar level you need to be to bind a
particular fiend servant), your servant is immediately freed

of existing spellcasting class

viedge (history),

ledge (arcana), K



ervice, Otherwise, if 24 hours pass and you remain
 the fiend is released from service and sent back to the
whence it came—with your soul in tow—cackling
iacally. At that point, only  frite vesuryection spell can
you- ta life, bur if vou are brought back, your fiend
 back with you, still bound to your service and with

additional cost ta you.

3-9: Bounp FIENDS
Available at

Binding  Truespeak
=

34,000 gp

TRUENAME COMMANDS

nd me

he fiend attacks the first creature to attack you|

Call Forth Fiend (Sp): Upon reaching 3rd level, you
the service of'a particularly loyal fend. By urtering its
hename, you can call it forth and command it to serve you.
gardless of its alignment, the fiend respects your power
d regards you as a powerful ally,
‘Once per day, as a standard action, you can magically call
~ forth this fiend from the hareful realm where it resides. The
fiend can be any of the ones mentioned on Table 3-9 (above),
-Gnﬂ.mg forth the fiend requires a successful Truespeak check
S 15 + [2 x fiend’s CR]), and you must choose the type of
end you intend to call before you make the check. If the
check succeeds, the fiend immediately appears adjacent to
you and remains for | round per fiendbinder level; it can be
d at any time with 4 free action. The fiend is the
creatire each time it is called, though you can release
particular fiend from service, Each time the fiend is called.
peats in full health, regardless of any damage it might
e taken previously. Any equipment the fiend acquires gets
‘behind when it returns to its realm. Calling a fiend isa
uration (calling) effect.
the fiend dies, it immediately disappears, leaving behind
-equipment it did not bring with it from its native realm.
wecannot call forth anather fend using this abiliry for
ty days or until you gain another fendbinder level,
hevercomes first, evenifthe fiend is somehow returned

(2

~arder. Youcan hind itfor only 3 rounds. Once the tormented

from the dead. During this thirty-day period, yo
penalty on Truespeak checks.

Bind Tormented Soul (Su): The Lower Planes house
countless tormented souls, for they are the primordial soup
from which myriad fiends are born. At 5th level, once per
day you can utter the truename of a tormented soul and
bind its essence within yourself. Your eyes turn dead black,
yout complexion pales, and black veins form just under your
skin until the tormented soul is released or destroyed. The
rormented soul has no alignment or awareness, per se, and
cannot be held at bay using magie eircle spetlsand stmilar
effects.

Binding a tormented soul is a swift action that provokes
attacks of opportunity and requires a DC 30 Truespeak
check. If the check succeeds, you harness irs suffering and
become inured to pain. You can continue to act normally
even when disabled (reduced to 0 hit points) or dying
(reduced to—1 ro—9 hit poinrs). Furthermore, you do nordie
it you are reduced 10 —10 hit points or lower, Instead, whﬂe L
you are in this candition, you can take a single move action
orstandard action.each turn (but ner both; nor can you take
full-tound actions); although you can take a move acrion
without further injuring yourself, performing any standard
action (or any other action the DM deems as strenuous,
including some free actions) deals 1 point of damage to you
after the act is completed.

The rormented soul is unstable and destroyed in short

soul is gone, you immediately incur the normal effects for
being ar 0 hit points or negative hit points (if your hit point
total when the soul departs is at 0 or below). In addition,
assuming you survive the ordeal, you are fatigued for 1 hour
(if you are already farigued, you are exhausted instead). You
can voluntarily release a bound tormented soul as a free
action but still endure the effects noted above.

Gift of the Archfiend (Su): Beginning at 9th level, apce
per day you can demand the attention of a powerful demon
prince of the Abyss ur infernal archduke of the Nine Hells
and, by uttering its truename, convince the archfiend o
invest you with a fragment of its might. The archfiend does
not appear before you, bur you become suffused with a gift of
Abyssal orinfernal power. Sucha gift is usuallyan srchfiends
way of attempting to win your fealty or obedience and should
never be misconstrued as a sign of trust or obligarion. You
must have spentat least one week researching the personal
truename of a potential demon prince or archduke of hell,
and 1,000 gp (for each name learned), Each use of this ability
lases for 1 minute perclass level. Provided you have learned
a truename forat least one archduke and one demaon prince,
you can gain either benefir of this ability—you choase
whenever you activare it. -

Securing the avchfiend's gift is a standard action and
tequires a DO 35 Truespeak check. If the check succeeds,
you gain one of the following benefits from your: fiendish
benefactor: -~



o,
Lo ‘Buittezu Traifs: I your pift comes from an infernal archduke
of the Nine Hells, you gain damage reduction 5/good and
silver, darkyision out o 60 feet, immunity to fire and poison,
nd resistance toacid 10and cold 10, In addition, you can see
perfectly in darkness of any kind (even that created by the
deeper darkness spell),

Tanar'yi Traits: I your gift comes from a demon prince of
the Abyss, you gain damage reduction §/cald iron and good,
darkvision out to 60 feet, immunity o electricity and poison,
and resistance to acid 10, cold 10, and fire 10,

ouble €ommand (Bx): At 9th level, you have become
more adept at commanding the fiend in your service. You
can attempt 1o give ir two commands o be performed
_insequence with a single Truespeak check; but doing so
“increases the Truespeak check DC by s.

1f you have bound multiple fiends, you can now also

give up to two fRends a single command {each fiend can be
. given the same or a differentcommand) as a single standard
—_action.
Archfiend’s Favor (Su): Av 10th level, you have arrained
a rremendous amount of khowledge regarding how 1o deal
with fiends: You gain abonus on Charisma-based skill checks
dealing with demons and devils equal to 1/2 your class level
(or +5 at 10ch level).
Summon Fiends (Sp): Once per day, at 10th level, you
can summon eithera baatezu legion (1da bone devils or 1d4
barbed devils) or tanar'ri horde (1dé vrocks or 1d4 hezrous)

|
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the beginning of your next turn. This ability is the equivalent
of a 9th-level spell (caster level equals your character levell.

PLAYING A FIENDBINDER

You enslave fiencs and call upen the power of evil 1o accom-
plish your goals. For these reasons, other spellensters boch
admire and fear you. They see you barking orders to the most
vile crearures the universe can imagine, and they wonder
shether you are the corrupr vassal of same evil archfiend,
a fearless conjuter of words with the armies of the Lower

- ROLEPLAYING A FIEND

| DM, you can view this prestige class as a chance to hone
jouracting skills behind the screen when a character wants to
evels as a fiendbinder, Each bound fiend should have its
owriset of personality quirks and oddities of behavior, but they
all [oathe the situation they find themselves in. Here are some
roleplaying behaviors a fiend can exhibit from time ta time. As
with any quirk, such behavior can lose its charm if averdane, but
feal free to have some fun with your player's choice.

» Moan about the circumstances that led to the fiend's true-
name being recorded by a mortal in the first place.

« Comment on any party member's mistakes or misfortunes.
‘Keep a running list of places where a PC might have chosen

s ap‘l’imiﬂ course of action, and remind that character

L hls chni‘:e at prime moments. The fiend is syre to pay

asa fullroundaction, The fiendish legion or horde appearsar

ISRate - B J, B a5 N

Planes at your beckand call, or simply a foal. You do not fear
that which you can control, and regardless of what you think
of fiends personally, they cerrainly have their uses. But you
are no fool: Some figiids simply cannot be controlled, and
you are wise t lei them be.
The parochial and the uninitiated view you as a threat
because of your willingness ro truck with fiends, never mind =
your ability 1o command them. You often need to conceal
your true nature, lest fearful locals decapitate you and reduce
your body to ashes for your perceived allegiance ro “the dark
pawers." Dark powers, indeed! 1
Asafiendbinder, you might belong to any one of a number
of secret cabals that summon and bind fiends, not the least
among them the Fifth Candle. Members of the Fifth Candle
garher in hidden redoubts to pracrice their conjuration riru-
als. The cabal 1akes its name from the pentagrams thar its
members use during these rituals and the candles placed =
on the corners of these symbols. Fiendbinders are few in
number, and they exercise a great deal of personal freedom.
They exchange riruals like recipes, but theyare less inclined
to share new truenames thar they have discovered—they
engage in some “name trading,” but the names they're willing
to share usually belong to the most obnoxious or disgusting
fiends.
‘The fiend you bind becomes your most stalware compan-
ion, for it cannot betray you despite its inherent belligerent
It won't break free of your hold, but to cantrol it you m
lesrn 1o speal its truename properly. Each new commang
requires subtle permurations and specific inflections, You
can expect the fiend 1o laugh in your face when you fail and
curse you with horrible prognosticarions of your eventual
doom when you succeed—rthough it serves you asa compnne
fon, it is nat and never will be your friend.
Demons are particularly remperamental and frequently
entertain thoughts of ripping off your face and Feasting on
your entrails, These rirades, though vulgar and appalling,
are usually empty threats. Once a bound demon is released,
itquickly becomes distracted by all the other things it hates
and seldom rears its ugly head again. Sure, you can try to bind

special atterition to its master's faibles.
= Mock the fiend's master whenever he fails his Truespeak
check to command the fiend.
= When the fiend's master is wounded, make remarks such
as, “That looked like it hurt, master” and other patronizing
comments.,
« Have the fiend describe in gory detail the horror that awaits
the master when he dies, the fiend is finally freed, and the
master’s soul is sucked back to the Abyss or Baator.
« Complain about any traveling arrangements or discomforts,
however minor.
+ Cackle with glee whenever the fiend destroys any creature.
(it is a fiend, after all). :
« Ifademon, the flend should exult in slaying devils, and vice
versa:




same demon again, but why rake o chance? Alter all, the

s holds an infinite number of them.
ils, by contrast, are far more subtle and condescend-
They will remind you haw dangetous binding can be,
you stories abour binding rituals that went horribly
L and slyly convince you o give them specific orders
ft serve some secret, personal agenda. When you fail o
eak their rruenames perfectly, they belittle and mock you.
¢ compare you unfavorably o other, more successful
dbinders. Some devils don't mind being bound more
in once if they think they can somehow carrupt you in
process. However, be careful: They are consummate liars

can hold a grudge for a long rime,

evond demons and devils, fiends are o truly mixed bag,
they doshare some commeon traits: They are universally
and reprehensible. 1f you're evil yourself, youand your
ndish thrall might enjoy exploring some new depths of
ity together. Otherwise, you should exercise caurion
arading words with bound fiends, In fact, you're
];rnbably better off keeping the relationship as simple as
.'pmsxble Give them an inch: and they will feast an your

me bound fiends have spell-ltke abilities that might benefir
you or other members of the adventuring party, such as an
~ iee deyil's [ly ability or a marilith's align weapor ability. Try
10 use these before entering the field of bartle.
Fiendbinders, like sorcerers and wizards, prefer o do
their damage from afar. That means sending your fiendish
aninions into battle while you take cover, position yourself
* within easy reach of the party cleric, and bark commands.
~ Ifyour bound fiend dies, you need o spend gold to replace
if 50 be ready to command it to telepart to the party eleric il
it's in imminent danger of dying.
~ Someof your higher-level abilities, such as bind tormented
souland gift of the archfiend, grearly improve your chances
wof survival in the heat of hattle, perhaps giving you the cour-
Jge to wade into the fray and deliver some touch attacks or
* use other close-range spells or abilities. Canny foes will ry
to take you our of the fight early, knowing that your bound
‘end will likely cease to participate in the battle as soon
you die. Situations when you become the focus of your
gnemies wrath are when your bind tormented soul ability
ily cotnes in handy.

JANCEMENT
become a fiendbinder, you need to master the sunmon
f- mster IV spell and relinquish any misgivings you mighr
¢ abour enslaving fiends to do your bidding:

pies that can make researching truenames and rituals
but most fiendbinder cabals are too small (1d442 mem-

arthy mentovs to guide you, and most Rendbinders
their craft in relative isolarion,

You will want to take multiple levels in this class
more powerful fiend servants, as well as deaw power
archfiends whose truenames you can spealk confidence.
You will alse wanr to improve your Truespe;% skillas much &
as possible. The Truename Training fear and Skill Focus.
(Truespeak)are invaluable for this purpose. Obscure Personal
Truename can also be handy if you tepeatedly summon a
particular fiend that swears revenge against you.

RESOURCES

Cabals such as the Fifth Candle generally leave fisndbisid=
ers to purstie their own goals withaut providing significant
assistance. Such organizations might sponsor expeditions to
dungeons and ruins formetly overrun with demon or devil
warshipers in the hopes of uncovering fragments of ancient
lore, codices of binding riruals, or truenames lost to the ages.

1fyou can convince memhbers of'a cabal that such a dungeon
orruin is worth exploring, they might cover part of the cost
of your latest binding ritual or teach you the truename of

a fairly compliant fiend. They might also let you use their
madest libravy to research truenames on your own.

Shiould you incur the wrath of a powerful fiend, you prob-
ably won't get much supporror sympathy from your fellow
cabal members. Fiendbinders must understand the nature
of their powerand learn w deal with the consequences on

theirown.

FIENDBINDERS IN THE WORLD

“Thase who command fiends ave fiends
—Sir Taron Jellikor, Knight of the Sacred Swotd

Not all fiendbinders are evil, but they mustlearn to negotiate
with evil inaway that few good-aligned characrers can abide
or eruly understand. A fiendbinder and her enslaved fiend
might narbe welcome additions ro every party of adventur-
ers, but a group composed of neutral characters might learn
10 value 3 fiend's combat abilities,

DAILY LIFE

You-keep strange company, and consequently you should
expect fo be greeted with suspicion, resentment, or panic
wherever you go—particularly if you have a retriever demon:
dogging your heels. [f you live in a civilized area, you must
find cleverways ro hide or disguise your boon companion so
that you can conduct your daily affaits with few unwanted:
distracrions, brutal stonings, or merciless eviscerations. You
would be wise to seek good company—perhaps join a small
group of like-minded advencurers willing to entertain your
predilection for ruenames and complex rituals. Your typical
dayisn't much different from what it was before you became
a fiendbinder, except thar you must periodically devote 8
haurs to performing z binding ritual

Your bound fiend does not require food, drink, or sleep;
bux it stays in l':m-ly close - proximity fa you mosi




“habits—incessant droaling gnashing of teeth, orslurping,
forexample. As a fiendbinder, you must learn (o live with
the worst of them.

i NOTABLES

Diaktran the Fiendslaver is a recent “poster boy” for evil
fiendbinders. He aspires to win the favor of Grazz't and
has dedicared his life 1o gathering lost relics for the demon
prinice. Dzaktran has been seen in the company of various
fiends over the past several months—a babau, a suecubus,
ind myost recently a hellear—and the Church of St Cuthbert
has placed a 5,000 gp bounty on the fiendbinder's head. The
hounty comes as a surprise to many, but Dzaktran recently
_attacked a temple of St. Cuthbert in a brazen attempt o steal
“an evil relic locked nway in its vaulrs. The attack failed, bur
the clerics of St, Cuthbert aren'r eager to face him or his
demonic minions again soon.

Oni the other hand, Argath Snowbeard is a dwarf fiend-
binder whose intentions seem somewhat more benign.
Argath and his bound ice devil recently "inherited” a stone
tower just outside the small mining rown of Silverlode. The
tower's previous denizén—a reclusive and cantankerous
wizard known only as Firestar—slipped and fell on the ice
devil's spear (orso Argath claims). For reasons he doesn't care
to explain, Argath has taken to slaughteting evil monsters in
the nearby hillsand keeping the townsfolk safe from harm.
The locals ensure thar the dwarfl remains well fed and don’t

the ice devil out of sight.

ORGANIZATION
With over a dozen members, the Fifth Candle represents
an atypically large cabal of fiendbinders. Irs members are
scattered across the realm, and rarely will you see more than
five in any given place at the same time. Most of them are
practiced truenamers with 1d6 levelsof fiendbinder; one or
rwo might have started their adventuring careers as clerics
orwizards before gravitating roward the siudy of truenames.

Members can leave the Fifth Candle ar any rime; although

few are inclined to. The cabal welcomes members of any

alignment (wich the caveat that good characters cannot be
ﬁendbmders). and members are required to endure each
othei's worst habits.

Members of the Fifth Candle seldom use their own real
names. Currently, the most powerful member of the Fifth
Candleisa gaunt fellow with strawlike hair known as Callow

(LE male human conjurer 7/fiendbinder ). Callow's real
name is Avastor Kastiranti; Callow collects booles about the
Nine Hellsand funcies himselfa scion of Asmodeus, bur he
‘mostly keeps to himgell. He also publishes a monthly paper
called The Fifth Candle, which he distributes to other cabal
‘members as well as a [ew selecr wizards with whom he can-
ducts business. The paper contains rambling dissertations on
~ thepolitics of the Nine Hells and illuminaring facts about
m\m:leus archdukes and vassals,

"-t;

ask too many questions, and Argath does his utmost takeep. -

Nomemberof the Fifth Candle holds sway over any other,
but Callow likes to ryrannically govern meetings whenever
they occur. His greatest rival is a brusque woman with
raven-hlack hair known as Saragwah (NE female human
wizard 7/truenamer 3/fendbinder 3), Fora while, Saragwah
(real name Morgan Taravello) enjoyed a particularly friendly ©
relarionship with a succubus companion named Lurya, but
they recently had a falling our. Now she parades around withe
a helleat thar likes to hide in the light,

NPC REACTIONS
Most people share a dim view of fiendbinders. 1f you travel
in the company of fiends, you can expect to meet peaple with
unfriendly attitudes, Mast folk aren't likely to threaren you
with violence while vourice devil or marilith stands nearly,
bur the city-warch might demand that you leave the city ar
onte and never return. If you're not caretul, you might find
yourselClooking down the grearsword of a righreous p:]adln
wha has no patience for your crafi.

In some ways, your greatest enemies are the unwilling:
fiends you bind ta service. They hate and fear you, and if
you're not careful, they might share information with your
enemies or do things thac just plain annoy you. (“See that!
scrawny man in the black robe hiding behind the cleric over
there? He commanded me to attack you, butif you kill hin
quickly, 11} think 1wice about feasting on your entrails!
Bourid fiends have an unfriendly or hostile attirude row:
you initially, but they can be swayed; however, Diplomacy
checks made o improve theirartitude are made with @ =5
penalty, and a bound fiend that becomes indifferent, fnendly‘
or helpful might not stay thar way for long. :

FIENDBINDER LORE
Characters with ranks Knowledge (arcana), Knowledge
(local), or Knowledge (the planes), or who have the bardic
knowledge ability, can research fiendbinders to learn more
about them. When a character makes a check, read or
paraphrase the following, including the information from
lawer DCs.

DC 10: Fiendbinders study the truenames of fiends and
use that knowledge to bind them to service. The binding
rituals can be quite expensive, depending on the fiend
summoned.

DC 15: A bound fiend might serve a fiendbinder for years,
and only the fiendbinder can release it from service, Killing
the fiendbinder can also release the fiend from service.

DC 20: By invoking the rruename of 4 demon prince or
archduke, i truly powerful fiendbinder can gain some of that
archfiend’s power,

DC 30: The largest cabal of fiendbinders is known as the
Eifth Candle. Irs members, though scartered and relatively
few in number, command many powerful fiends.

Locating a fiendbinder cabal requires a DC 40 Gather
Information check. Success leads to a known member of the
cabal or the cabal's secrer gathering place (DM's discrerion).



DBINDERS IN THE GAME

rporating fiendbinders into your campaign should be
Fiendbinders harness evil for their own ends, Tis
bur their reasons for binding fiends are not necessarily
levolent. Most bound fiends view forced servitude as a
of torment or punishment; and some good-aligned char-
rs can live with thar, particularly once the fendbinder
isures them that the fiend cannot break free.

player character fiendbinder isn'tmuch different froma
ric with a planarally. Yes, fiends make unpleasane travel-
g companions, what with their endless cursing, chiding,
d complaining. However, with fiend in row, a fiendbinder
chase the party's various altruistic or selfish goals and sic
d on evilcreatures that stand in their way. The chaoric
‘wizard who whined about the succubus coming on to
im might ger over it after she charms a few monsters and
a few wer kisses on a villain standing in the party's

DAPTATION

The DM should feel free to drop the “nongood” alignment
tequirement of the prestige class if it suits her campaign,
rticularly if she intends to create a cabal of good-aligned
ndbindersthat deliberately enslaves fiends and uses them
1o fight other evils of the world.

A DM might add more fiends 10 Table 3-9. In general, a
character can bind any fiend with a CR equal to his character
level minus 2. For example, a 7th-level truenamer/1stlevel
fiendbinder can bind any fiend of CR 6 or less. However,
- some fiends that fit this basic prerequisite should not be
~ included without careful consideration. Huge frends and
fiends with situational abilities (such as the chain dewvil,
~with its dancing chains ability) can make the bind fiend
ability seem unbalanced, in which case the DM might wanr
o change the formula (character level minus 3) or make a
fiend easier or more difficulr 1o conrrol (by increasing or
decreasing the DC for the Truespeak checks by 2).

The fiendbinder described below would make a fine nemesis
 fora party of good-aligned heraes or a tenuous colleague for
e ‘amorally orethically challenged adventuring party,

" f EL 8: Nivir recently had a revelation—namely, she prefers
- the company of fiends ro that of most peple. Nor surpris-
w this confused cleric of Fharlanghn has a few ssues to
¢ through. Tn the past year alone, she has joined forces
five different adventuring parties, scouving dungeons
and looking for something, althotigh she's not sure
at, Although she can be charming when things go her
iy, she eventually grows impatient and frustrated with her
mpanions and storms off in a hulf. Now she has a babau
i thrall to remind her how distasteful people are, and
ing y, she agrees with it most of the time.

Nivir C
Female human cleric 7/fiendbinder 1
CN Medium humanaid
Init~1; Senses Listen +3, Spot +3
Languages Common
AC 22, touch 11, flat-footed 22
hp 55 (8 HD)

Fort +9, Ref +1, Will +10
Speed 20 ft. (4 squares)
Melee +1 heavy mace +7 melee (1d8+2)
Ranged mwk light crossbow +5 ranged (1d8/19-20)
Base Atk +5; Grp +6 i
Atk Options Luck domain granted power (good fortune;
rerall 1/day)
Special Actions command babau (DC 29 Truespeak check]
turn undead 4/day (+1, 2d6+8, 7th) ¥
Combat Gear 2 pations of owl's wisdom, wand of cure light
wounds
Cleric Spells Prepared (CL 7th):
4th—choos hammer” (DC 17, CL 8th), greater magic
weapon®
Ird—magic circie against low? (CL Bth), dispel magie,
searing light (+4 ranged touch), protection from
energy.
2nd—aid®, bear's endurance, hold person (DT 16), lesser
restoration, sound burst (DC 16)
Tst—bless, detect evil, divine favor, mogic weapon,
protection from law® (CL 8th), shield of faitht
O—detect magic (3), guidance, light (2)
D: Domain spell. Deity: Fharlanghn. Domains: Chaos,
—L Tl
‘TAlready cast
Abilities Str 12, Dex 8, Con 14, Int 10, Wis 17, Cha 13
5Q bind fiend
Feats Combat Casting, Great Fortitude, Skill Focus
(Truespeak), Truespeak Training®
*New feat described on page 229
Skills Concentration +13 (+17 casting defensively),
Spellcraft +13, Truespeak +19
Possessions combat gear plus +1 full plate, masterwork
heavy steel shield, masterwork heavy mace, masterwork
light crossbow with 10 bolts, fesser amulet of the silver
tongue*, 123 gp in pouch
#New item described on page 263

VARRK

Babau (demon)

CE Medium outsider (chaotic, extraplanar, evil, tanat'r))

Init +1; Senses darkvision 60 ft.; Listerr +19, Spot +1

Languages Abyssal, Common, Ignan; telepathy 100 ft.

AC 19, touch 11, flat-footed 18

hp 66 (7 HD); DR 10/cold iron or good

Immune electricity, poison

Resist acid 10, cold 10, fire 10; SR 14

Fort +10, Ref +6, Will +6

Speed 30 fi. (6 squares)

Melee 2 claws +12 melee (1d6+5) and
bite <10 melee (1d6+2)

Base Atk +7; Grp +12

Atk Options Cleave, Power Attack, sneak attack +2d6

Combat Gear porion of awl’s wisdom, wand of cure flight
wounds

CRe




Like Abilities {CL 7th):
A Wl'lT—nfar!:.-:.és, dl's;e} magic, see invisibillty, greater TRUENAME FEATS

telepart (self plus 50 pounds of objects only)
Abilities Str 21;:Dex 12. Con 20, Int 14, Wis 13, Cha 16

The following feats are of interest to characters who employ
B e BT ttack: Power Attack truenames, whether ihey're truenamers, spellcasters who
5Q pri:tecriv'e e ; cast truename spells, or members of prestige classes thatuse |
Skills Climb +15, Disable Device +12, Disguise <13, Escape  fritenmes ta activate their class features,

Artist +11, Hide +19, Listen +19, Move Silently +19,

Open Lock +11, Search +20, Sleight of Hand +11,

Suryival +1 (+3 following tracks), Use Rope +1 (-3 with  EMPOWER UTTERANCE

. b_‘"d'"g"" Your utrerances have more powerful effects. !

Protective Slime (Ex) Any weapan that toliches & babau's Prerequisites: Truespeak 9 ranks, abiliry 1o speak urters

slimy red skin takes 1d8 points of acid damage (the S

I ; -
weapol s hardness does not reduce this damage). A Benefit: If the urterance is successful, all the variable,

Cohie "

- ;fﬁ:;m:%z?n;:a:iugzig tch :tﬂ' s?:fkl:: :?:;Li:;:h numeric effects of the utterance are increased by one-half.
an unarmed attack, unarmed strike, touch spell, or Saving throws and apposed rolls are nor affected, nor are
natural weapon takes this damage as well but can spells without random varinbles. An empowered utrerance
negate it with a DC 18 Reflex save. The save DCs are has a Truespeak DC 10 higher than normal.
Constitution-based.

-—

TaBLE 3—11: TRUENAME FEATS
General Feats Prerequisite Benefit

——

Enlarge Utterance Truespeak 6 ranks, You can use utterances at
to speak utterances greater range

Focused Lexicon Truespeak 6 ranks, Your utterances are maore effective
ability to speak utterances nst one creature

E'
g

Personal Truename Backlash Obscure Personal Truename, 15 HD These who fail ta say your personal
truename might take damag

Truename Rebutta +4 bonus on attempts to counter or
dispel utterances

Truename Trainin

Truespeak 9ranks,
know at least two

must know your own rsonal truename

Truespeak & ranks, ability to srea uttérances,  Free your body of poison
must know your own persenal truename




E

.ARCGE UTTERANCE

i can project the power of an utrerance 1o a grearer
Prerequisites: Truespeak 6 ranks, ability o speak urter-

Benefit: If the utterance is successful, you can increase
range by 100%. For most utterances, this means the range
mies 120 feet. This feat has no effect on utterances with
ige of touch. An enlarged urterance has a Truespeak DC
gher than normal

L
- “Chenashthri-tenshalemaqui‘joghenelall”

Reversed utterance of eldvitch attraction,
delivered by Gor'unnalh o push rivals off
the Shrieking Cliffs

'EXTEND UTTERANCE

T

#

Your utteratices have a more listing effect on the universe.

~ Prerequisites: Truespeak 6 ranks, ability to speak utter

| ances.

. Benefit: An extended utterance lasts twice as long as

‘normal. An utterance with a duration of concentration or
instantaneous is notaffected by rhis fear. An exrended urrer:
ance has a Truespeak DC 5 higher than normal

CUSED LEXICON
Your utterances have greater effect against a cermain type
\of crearure.

Prerequisites: Truespeak 6ranks, ability o speak utter-
ances.

Benefir: When you rake this fear, choose a crearure 1ype
(such as aberrations ar monstrots humanaids). The DCs of
‘Wour utterances are increased by 1 whenever you use them
L agninst creatures of the chosen type.

Special: You can rake this feat more thanonce. lis effects

* doinot srack. Each time vou take this fear, irapplies 1o new
' creature type.

INOR UTTERANCE OF THE
VOLVING MIND

- Yourmastery of Truespeech has led vou to the understanding

sary to perform a simple utterance from the Lexicon
he Evolving Mind.
erequisites: Truespeak & ranks.
N Benefit: You learn one tselevel utterance from the Lexi-
gon of the Evolving Mind.
Special: You can take this feat more than once.

DBSCURE PERSONAL TRUENAME

enamesare notoriously difficule o pronounce, but yours

eder than most.

Benefit: The DC to speak your personal
increases by 4 {this stacks with the +2 bonus thar norm:
applies 102 DC 1o speak a personal truename). Yo ;
truename—the one 4 truenamer would use if he didn't know:
your personal triename—is unaffected by thisfeat. In addi-
tion, those attempting to research your personal truename
find doing so much more difficult. The D€ of any check made
to research your personal truename increases by 4.

Normal: The Truespeak DC to say a personal truename
iS15+ (2% CR)+2.

PERSONAL TRUENAME BACKLASH
Your personal truename is so charged with magic power
tharthose who fail to speak it properly are warped by realfry™
run amok.

Prerequisites: Obscure Personal Truename, 15 Hit
Dice.
Benefit: Whenever creature fails by 5 points or morein

anartempt to speak your personal truename, it immediately

takes 1dé points of damage for every Hit Die you have.

Normal: The consequence for failing a Truespeak check
10 say someone'’s persanal truename is that the utterance,
truename spell, or other ability fails as well.

TRUENAME REBUTTAL

Yoy are particularly good ar negating other rruenamers’

— power with well-chosen truenames.

Prerequisite: Ability ro speak utterances,

Benefit: You gain a +4 bonus on Truespeak checks made
to counter or dispel the utterances of other truespeakers.

Normal: Countering and dispellingartempts use apposed
Truespeak checks between rthe original truenamer and the
onetrying to end the utterance.

TRUENAME RESEARCH

You have a knack for uncovering the personal rruenames of
friends and foes alike through study and investigation,

Prerequisite: Truespeak 9 ranks.

Benefit: You gaina +2 bonus on Knowledge checks made
1@ discover o creature’s personal truename (as described
in Truename Research, page 196} [n addition, the cost to
research a personal truename is reduced by halFf

TRUENAME TRAINING

Unlike most of your peers, you have discovered the secret
power of truenames.

Benefit: The Truespeak skill is considered a class skill
for you, no matter what class you actually choose. If you
purchased ranks in Truespeak as a cross-class skill, you
immediately gain additional tanks in Ttuespeak as if st-had
always been a class skill for you. ’

Normal: The Truespeak skill is a class skill only for -
{ruenamers. Ac




it &y Thamas

A lngokvan devil

UTTERANCE OF THE
EVOLVING MIND
Your further mastery of Truespeech allows you to wield irs

power more effectively against creatures.

Prerequisites: Truespeak 9 ranks, ability to speak two
utrerances.

Benefit: You learn one 2nd-level wterance from the
Lexicon of the Evolving Mind.

Special: You can take this feat more than once

UTTERANCE OF THE CRAFTED TOOL

Asyou strive for ever more mastery of Truespeech, you

r the universe around you, You can now use

mare power

the power of Truespeech to affect ob

Prerequisites: Truespenk 12 ranks, Truename Training,
abiliry ro speak three utterances

Benefit: You learn one tst-level uiterance {
con of the Crafred Toal.

Special: You can take this fear more than once

n the Lexi

UTTERANCE OF THE
PERFECTED MAP
The power of the Truespeech can alter the state of reality
itself, Reaching toward this great power, you have mastered
an ntterance from the Lexicon of the Perfected Map

CONSEGRENTES Of TESERTE

1 for who has Personal Teuename Backinsh

Prerequisites: Truespeak 15 ranks, Truename Training,
ability 1o speak four urterances

Benefit: You learn one 1
con of the Perfected Map.

Special: You can take this feat more than once

level urterance from the Lexi-

“Oveshanakkurhadachtreo-menuchta’shebbor!”

—Utterance of shield of the landscape
vna before her

delivered by Caprain Rhee

soldiers seized Kranatt Pass

UTTERANCE FOCUS
You have 4 particular urterance you favor above others, and

vour enemies are less able to resist the power of your words.

Prerequisite: Abiliry 10
Benefit: Add 1 1o the Difficulry Class for all saving throws
ich

es to the reverse

cific utterance you know (such as the ¢

aclion utterance). This benefit also app

of your favored utterance, if applicable

Normal: The DC to resist vour utrerances is usually 10 +

181

1/2 rruenamer level + Cha me
multiple times. Its effect donot

Special: Youcan g
stack. Bach time you t

+ fear. it applies to a new urterdnce.




UICKEN UTTERANCE

Yot can speak an utterance swith just a moment's thought
Prerequisites: Truespeak 12 ranks, bility to speak

Utterances.

Benefit: Speaking a quickened utterance is a swift action

You can perform another action, even speaking another
utterance, in the same round as you speak a quickened
\itterance. A quickened unterance has a Truespeak DC 20
higher than normal,

“Fyurach-trenselleteam-bauraotho!”

—Utterance of incarnation of angels, which
Glanaghria of the Eye

had tartoced on herself in a failed attempt
to make its effects permanent

Re
with the power of truenames. You must know your own
personal truename 1o use these fears, and you're aware thar
it uniquely identifies and defines you. By vepeating your

ats thatallow you toaffect

AHOTIS 4re Spec

own truename with a particular inflection, you can redefine
yourself in some way

Most
¢hanges 1o you;in a sense y

of

recitations remove harmful

4 teminding the univers

how vou're “supposed
1o be. A few aug-

ment vou

tempo-

rarily; you speak your personal truename and sdd n-lIrtfé'»d‘

‘exrrn.” 3 !
All recitations are fullround actions that provoke artacks

of opportunity. They require Truespeak checks because 4

you must correctly speak your own personal truename. The

DC for the Truespeak check is 15 + (2 X your HD) 4 2, ence

youincrease the DC by 2 for speaking a personal rruename.

Because it's vour own personal truename, you get a +4 com-
petence bomus on your Truespeak check

To learn a recitation, you must take the appropriate fear.
Truenamers gain a bonus recitation feavar Sthlevel andapain
ar 15th level.

B

RECITATION OF THE g
FORTIFIED STATE
This recitarion allow

blows of your enemies

U o stand unyie

Iding against the

Prerequisites: Truespeak 9 ranks; ability to speak urrer-
ances, must know your own personal truename.

Benefit: You ga
your truenamer level, The bonus lasts at least unril the begin-

na natural acmor bonus equal o one-third

ning of your next turn, and you can extend it for 1 round
by taking the toral defense action. You can continue taking

the total defense action, and gaining the bonus, for up to 1
minute, after which time the effects of the reciration fade
unless you repeat the recitation,




ECITATION OF MEDITATIVE STATE

“This recitation gives you an unparalleled sense of serens

Prerequisites: Truespeak 9 ranks, ability to speak urter-
ances; must know your own personal truename.

Benefit: Successfully making the recitation dispels any
fear, rage, despair, or other emorion-based effects on you.
If you're frightened or panicked, this recitation won't help
yout hecause you won't be able to rake the full-round action
required to make the recitation. Bur if you're merely shaken,
“yait ean retrrnto an unafraid stare.

_ "Reelaka'pothrenekkaendricakau!"

—Utterance of mystic rampar, a debased
form of which became 2 rallying cry for the
Wintervein dwarf clan

RECITATION OF MINDFUL STATE
This recitation narrows and focuses your perception so you
can concentrate on a delicare rask at hand,

Prerequisites: Truespeak 6 ranks, ability 1o speak utrer
ances, must know your awn personal truename.

Benefit: You gain a competence bonus equal to one-third

the following skills: Craft, Disable Device, Forgery, Open
Lock, or Sleight of Hand.

RECITATION OF THE
SANGUINE STATE

This recitation purges all poisons from your body.
Prerequisites: Truespeak 9 ranks, ability to speak urrer-
ances, must know your own personal truename,

Benefit: 1f you succeed on your Truespeak check, your
body is purged of all poisons, asif aneutralize poison spell had
been cast on you.

RECITATION OF VITAL STATE

. This recitation frees your hody of disease and sickness.

Y Prerequisites: Truespeak 6 tanks, abiliry to speak urter-
ances; must know your own personal truename.

{ Bmeﬁt. You are rendered free of disease, whether the
sicleness has an ordinary or a supernarural origin. Both active
“and incubating diseases are affected.

your truenamer level an vour next skill check using one of

UTTERANCES

An utterance is 4 combination of words in Truespeech that
describe a creature, place, or object 1o be affected and rhe
desired effect (such as “control speed” or "wreathe in fire),
By purting these rrugnames together in exacring fashion, you
create a rudimentary sentence in the rue language of thz
universe—an utierance. As a truenamer, you do not kng 4
the truensme for every crearure and object in the world, but
you can describe them in the language of Truespeech, To do.
so is to speak an utterance. When you speak an utterance
properly, reality reshapes irself to conform ta the power of
your words.

You learn uttetancesas you progress in level, starting with
the simplest crearure-oriented utrerances and progressing
o more powerful and more diverse utrerances, Urterances
are divided into three lexicons, or groups of related words.
As a truenamet, you learn many words in the Truespeech
but only a few pracriced phrases that you can rurn into true
urrerances that carry the full power of Truespeech—and that
power can change reality itself Utterances can be described
as follows

SPEAKING AN UTTERANCE

To speak an urterance, you must speak in a clear voice
loud as a spelleaster. Each utterance is a spell-like abiligy
that requires a successful Truespeak check. But because
the language af truenames requires such precision of
pronunciation and timing, an utterance takes a standard
action 1o perform and provokes artacks of epportunity from =
threatening enémies.

Utterances are spell-like abilities with verbal components
{unlike otherspell-like abilities, which have no componenrs)
thar require a suceessful Truespeak check: the DC for the
checkis equal 10 15+ (2% target creature’s CR), Your effective
caster level for your utterances is equal to your truenamer

level.

UTTER DEFENSIVELY

If you're worried ahout attacks of oppertunity, you can "utter
defensively” by accepting a -5 penalty on your Truespeak
check foreach foe who could hityou. In exchange, the utter-
ance no longer provokes artacks of opportuniry.

SPELL RESISTANCE
Spell resistance applies to your utterances, so you must suc-
ceed on a caster level check to avercome the spell resistance
of creatures you speak utterances on. Because your utterances
are spell-like abilities, the Spell Penerration and Greater Spell
Penetration feats make those caster level checks easier, just
as they do for spellcasters. When you deliver an urrerance, it
hasan effective caster level equal 1o your truenamerlevel 1n
addition, when speaking an utterance, you can voluntarily



rease the DC of a Truespeak checl by § to automatically
ome a farget's spell vesistance.

SONAL TRUENAME

eatuies with an Intelligence seore of 3 or higher have per
truenames, which you can discover through research
ibed in Truename Research, page 196). Personal true-
nes qre more complex than more general truenames,
knowing one gives you an advantage when facing that
ture. 1fyou knowa crearure's personal truename, the save
of yourutterances used against that creature increase by
and you gaina +2 bonus on caster level checks to overcome
crearure’s spell resistance with your urterances, Speak-
persenal truename is more difficult, however, and
1e DT of a Truespeak check that incorporates a persanal
ﬁ,‘i‘len&me increases by 2,

All ruenamers learn their own personal truenames as part
eireducation. You have an instinctive understanding of
ur own personal rruename and a.sense of how it should
ﬁ pronounced. But ic's not sutomatic, even for you. You
gain i +4 circumstance bonus on Truespeak checks toaffect
* yourself with truename magic.

E UNIVERSE KEEPS TRACK OF YOU

ihen you deliver an utterance, you're dealing with the
‘cosmos irself and reshaping reality. 1f a targer changes its
crearure type with a spell such as polymorph, its persanal
 truename doesnt change,although the truename you would
ssein a less specific urterance might. Shapechange, wild shape,
"i;]}sguisei resurrechion, remnearnalion—none of these change a
personal truename, Only the ritual of renaning (described
in the Truename Spells section of this chapter) can change
@ personal ruename.

‘With the exceprion of utterances that use the Lexicon of
 the Perfected Map, all utterances target.a single creature or
“object, Because the language of truenames is both exacting
- and specific, the same truename doesn't necessarily apply
“oall four arcs charging at you. You must be able o see your
t(orat least perceive it in some orher way that gets you
uch information as sight), But your target doesn't need
ar the rruename. You aren'rspeaking tothe rarget, after

| UNIVERSE HEARS |UST FINE

‘ause no creature needs to hear you speak the truename.

e difficult to speak a truename properly when you don'r
ve the feedback of hearing your own voice. You have a 20%
e af o given utterance failing when you deliver it from
the area of a silence spell, no matter how high your
peak check result.

~ check, Tor every spell level you increase the utterance by,

Map, vou must be able to see the center of the area vo
rruenaming. You can'’t truename 4 dungeon chamber Eh;f&
on the other side of a closed door, but you can truename the
room once you open the door, even if you can't see the entive
room from the outside.

RANGE

Unsless otherwise specified, utterances work at a vange of
60 feet.

DURATION
Utterances have short durations, Youruse of truenames reor-
ders the universe as you direct, to be sure, but the universe
quickly reestablishes some semblance of the status quo.

When vou deliver an utterunce, you're remaking realiry
itself. Whether the “default reality” veturns quiclly orslowly,
itdoes soarirs own pace. Onice you've delivered an urterance,
(e will run its full course; utterances aren't dismissable.

EFFECTIVE SPELL LEVEL
The effecrive level of an urterance is equal to its utterance
level for the purpose of Concentration checks, as well as
interactions with other spells and abilities, such as globe of
tnvulnerability. However, you can increase the effective spell
level of an utterance by increasing the DC of your Truespeak

increase the DC of your Truespeak check by 4.

THE LAWS

All utterances obev a pair of important universal laws that
govern Truespeech. In fact, ane of these laws—the Law of
Resistance—is so pervasive that even uses of Truespeech
not involved in speaking utterances must frequently obey
it. Many Truespeak-based abilities in this chaprer, especially
some prestige class abiliries, follow the stricrures of rhis

law.

THE LAW OF RESISTANCE

The fitst time you spealca particular utterance, you calculare
the DC as described under Speaking a Truehame on page
232. However, the universe tends 1o resist being manipulated
with Truespeak repeatedly in a short period of time, so each
time you successfully speak the same urterance in a day, the
DC of your Truespeak check for thar urterance increases by
2. If you fail a Truespeak check, however, the DC does not
increase on your next attempt of thar urterance.

THE LAW OF SEQUENCE

All utrérances obey the Law of Sequence. If you speak an
utterance with an ongoing duration, you can't speak that
utternnce again until the duration of rhat utterance en;
1t's okay to use a differsnr utrerance while the first |



active, however, It'salso okay to use 7 higher-level version of
n urterance while a lower-level version is active, orvice versa,
because thiese constitute different utterances, The reverse of
4n utterance is treated as the same urterance for the purpose
of the Law of Sequence.

For example, you could speak a 2nd-level lesser word of
nurturing utterance on one ally, then target anotherally with
3 Istlevel minor word of nurturing utterance. But you could not
use the 2nd-level lesser word of nurturing utterance on anally,
and while it was still in effect, target an ally with the same
“utrerance aramenemy with the reverse of thar urterance.

COUNTERSPEAKING AND
ISPELLING
Utterance effects with ongoing durations can be dispelled
narmally using dispel magie. They can also be countered by
counterspeaking, which works similady to countering a
g pell:

COUNTERSPEAKING

To counterspeak an utterance, you must selectan apponent
as the targer of the counterspeaking and ready an action
to eounterspeak. When your opponent begins to speak an
utterance, you can atrempt a Truespeak check (DC equal to
the DC of the utrerance being spaken] 1o Idenrify ir. 1f you
also know the utterance, you can then attempr 4 secand
Truespeak check inan effort to counter the utterance. If your
check result is higher than your oppanent's, you negate the
utterance with n other results,

DISPELLING

To dispel an ongoing utterance, vou must successfully
speak the same utterance on the same target-as the original
utrerance. 1f your Truespeak check result is higher than the
original truenamer’s check result, the utterance is dispelled
as ifits duration had expired. In cases where the Truespeak
check for the original utterance is unknown, assume that it's
11+ the rruenamer’s Truespeak bonus,

LEXICONS

. Utterances fall inte three distinct caregories, called lexicons.
Each lexicon consists of a collection of words thar deals with
‘Greatures, items, or places,

. The Lexicon of the Evolving Mind, the cornerstone ol a
“truenamer’s power, allows him o alter creatures he encoun-
ters in substantial ways. The Lexicon of the Crafted Tool does
the same for items, and the Lexicon of the Perfected Map
allows a truenamer to impact places he encounters.

‘The latter two lexicons are more difficult w learn, so
4 truenamer heyer learns as-many utterances from these
lexicons as he does from the Lexicon of the Bvalving Mind
Truenamers aten't entirely sure why this is, but one theory
halds that Truespeech takes more naturally (o crearures

because they have more of an impact on the universe. ltems
and places are more staric, and therefore require more precise
language, More informarion on each lexicon can be found
later in this section.

The level entry for each urterance describes the level of the
utterance (not the level that the rruenamer gains access to
the utrerance), See Table 3-2: The Truenamer and Table 3-3: ©
Maximum Utterance Level Known for details on che levelsap
which a truenamer gains access to higher-level utterances,

LEXICON OF THE

Utterances from the Lexicon of the Evolving Mind form
the bulk oFa truenamer’s knowledge, These porent phrases
in the language of Truespeech enable you to persuade the
universe to change with respect to 8 single creature. Without
exception, each of these urterances shares the following
characteristics. #
These utterances can target only a single creature; unless
vou are of high enough level to have the truenamer's speak
unto the masses class feature.
Each utrerance from rhis lexicon, and this lexicon alone,
can be spoken in reverse. When you learn a newe utterance;
you effectively learn rwo unigue. but relared, waysto-a
the world, Each entry in this lexicon features read-aloud
descriptive text for the normal version of the urterance ani
its reverse, The duration and saving throw requirement for
the narmal way to speak an utterance might differ from its
reverse, which will be called out in the utterance’s staristics
at the top of the entry,

1ST-LEVEL UTTERANCES
Defensive Edge: Grantally +1 AC, or an enemy —1 AC,
Inertia Surge: Granr creature freedom from restricting
effects, or toot an enemy to the ground and prevent it
from moving.
Knight's Puissance: Ally gains <2 on attack ralls, or epemy
gains ~2 on artack rolls.
Universal Aptitude: Subject gains +5 on skill checks for 5
rounds, or enemy gains ~S on skill checks for 5 rounds.
Word of Nurturing, Minor: Give ally fast healing 1, ar
deal 1dé& damnge each round for 2 rounds.

2ND-LEVEL UTTERANCES
Archer's Eve: Give ally ability ro ignore concealment with
ranged attacks, or protect ally from projectiles,
Hidden Truth: Grant creature +10 bonus on a Knowledge
check, or 2 +10 bonus on a Bluff check. :
Perceive the Unseen: Give creature the benefir of the
Blind-Fight feat, or grant a creature concealment. 2
Silent Caster: Ally gains benefit of Silent Spell fear, or
creature is silenced




d of the Zephyr: Subject’s speed increases by 20 feet
* and he can run up walls, or reduce foe's speed by 10 feer.
Strike of Might: Target's next weapon damage roll deals
410 damage, or targer’s next weapon damage roll deals —5
damage (minimum o).

poral Twist: Allv gains one free attack, or enemy is

Word of Nurturing, Lesser: Give ally fast healing 3, or
'idenl 2d6 damage each round for 2 rounds.

elerated Attack: Give an ally Spring Attack feat, or

W.cw ally o move while casting a spell.

nergy Negation: Grant an ally resistance 10 toone energy

type, or deal energy damage to afoe.

nation of Angels: Crearure gains the celestial tem-

late, or creature pains the fiendish template.

Seek the Sky: Give creature ability to fly, or force a flying
creature gradually to the ground.

Speed of the Zephyr, Greater: Give ally benefit of haste

spe]l or enemy suffers from the effect of a slow spell.

‘Temporal Spiral: Target gains one extra move action; or

enemy is dazed for 3 rounds.

Vision Sharpened: Subject gains benefitof see invishility,

- orsubject becomes invisible,

‘ord of Nurturing, Moderate: Give ally fast healing 5,

ordeal 4dé damage each round for 2 rounds,

4TH-LEVEL UTTERANCES

-eath of Cleansing: Allow ally second save againstongo-

ing effect. or nauseate an enemy:

Caster Lens: Increase ally's caster level by 2, or reduce

enemy's caster level by 2.

‘Confounding Resistance: Grant ally abiliry 1o avoid par-

 tially harmful effects, or remove evasion from an enemy.

5 ‘Magic Contraction: Ally gains spell resistance, or grant a

~ crearure benefit of Empower Spell fear.

Morale Boost: Remove fear from a creature, or frighten

an enemy.

Spell Rebirth: Restore a dispelled or dismissed spell, or

. dispel onespell.

‘Word of Bolstering: Cure 1de points of ability damage
‘or drain to one ability score, or cause —1dé penalty ta one

enemy's Str, Dex, or Con.

Word of Nurturing, Potent: Give ally fast healing 10, or

deal ede damage each round for 2 rounds.

-LEVEL UTTERANCES

h Attraction: Move a creature 40 feet closer to you,
40 feet farther away from you.

Energy Negation, Greater: Ally gains immunity to one
ggggy type, or give ally an energy shield that damages

~ Word of Nurturing, Greater: Give ally fast healing 20, or

Essence of Lifespark: Remove one negative level
crearure. or one enemy gains one negative level. .
Preternatural Clarity: Give anally a«sﬁﬁatmg bonus for
attacks, saves, or checks, or make an enemy confused.
Seek the Sky, Greater: Give creature fly speed of 120
feet {perfect), or cause a flying creature to fall and take.
damage.
Sensory Focus: Creature gains blindsight, or creature is
blinded and deafened.
Ward of Peace: Ally cannot be attacked, or tunpuranly
banish targer w exrradimensional pocket——
‘Word of Nurturing, Critical: Give ally fast healing 15, or
deal 8d6 damage each round for 2 rounds.

6TH-LEVEL UTTERANCES

Breath of Recovery: Remove conditions from an ally, or
puialyze an-enemy,
Ether Reforged: Creature gains the benefit of defenses
against incorporeal foes and ean affect them normally, or
creature can become ethereal.
Knight's Puissance, Greater: Ally gains +5 on attack and
damage rolls, or enemy gains —5 on atrack and damage
rolls.
Mystic Rampart: Ally gains DR §/— and <5 on saves, or
enemy incurs —5 AC and saves.
Singular Mind: Free subject from enchantments, curses
iind possession, or dominate one creature:

deal 10dé damage each round for 2 rounds.

ACCELERATED ATTACK
Level: 3
Duration: 1 round
Saving Throw: None

Normal: Your utlerance allows your targel fo move yuickly
through the erowded baiilefield, strikmg and darting away before
attncks can be veciprocated. mages of thi tavgel m actign persist
for a few seconds affer the target has gone.

The rarget gains the use of the Spring Attack feat, even il he
does not meet the prerequisites. As the targer moves, he leaves
a ghostly, rranslucent “snapshot” of himselfin each square he
travels through; the images disappear after a second or so.

Reverse: A spellcaster you target gams the ability to cash-a spell
aurekly while moving.

The target can make a special Concentration check (DC 20+
spell level) when casting a spell. If the check succeeds, he can
cast the spell and move up to his speed as 4 single standard
action, (The tarpet can't use this ability to cast a spell that takes
langer than 1 standard action to cast.) If the check failss




checlk to cast the spell defensively. Aswith the standard ver-
sion of the urterance, the target leaves illusory afterimages
behind him that fade after a second or rwo.

The target still provokes artacks of apportunity for casting

his movement. He can cast defensively while under the effect
of this utterance, but doing so increases the Concentration
DC ro 25 +spell level.

ARCHER'S EYE
Level: 2

Dutation: 5 rounds
Saving Throw: None

Normal: With a few words of Truespeech, you allow youy target
to strilee true with fier vanged attacks.

~ Yourrarget's ranged artacksignore penalties for concealment
because her aim sharpens to focus on the unconcealed parts
of her foe,

Reverse: Youriterance wards an ally from havm, preventimg the
arvows of your enemies fram finding their mark.

This urtetance duplicates the effect of a protection from avrows
spell (PH 266) for the rarget: projectiles fall out of the air
suddenly rather than striking her.

BREATH OF CLEANSING

Level: 4

Duration: 1 round

Saving Throw: None {normal) or Fortitude negates
(reverse)

Normal: With a word. magical breath passes from your mouth
Lo another creatiove afflicted with havmful magic, grariting lim
another chance to vesist.

Your utterance fills your target with a breath of living magic,
granting him the ability to make a second attempt to save
“against an ongoing spell, spelblike ability, or supernatural
ability. This save is made at the same DC. If the subject suc-
ceeds on the saving throw on the second attempt, the effect
_endsimmediately. Breath of cleansing never restores hit points
“arability score damage, but it does eliminate any conditions,
such as shaken, fatigued, or nauseated, thar were caused by
the spell, spell-like abilicy, or supernarural ability. The breath
of cleansing is magical and thus affects even crearures thar
don'rordinarily breathe.

Reverse: Thisgurgling word snunds like burbling sewage, evoking
{eelings af illness inyour target,

A

spells from any crearures that threatened him arany point of

~ emiiting wisps of black smoke until the ¢ffecr ends.

The reversed utrerance flls yourtargerwith caustic, toxic air.
The targerof thisurterance must make a successful Fortitude
save or be nauseated (DMG 301).

BREATH OF RECOVERY

Level: 6

Duration: Instantaneous (normal) or 1 round {reverse}

Saving Throw: None (normal) ar Fortitude negates (reverse} =
Normal: You speak a word of purity in the language of Truespeech,
veminding the universe of i ally's natural state. The ally breathes
a golden mist and 15 restored.

This utterance, more powerful than cleansing breath, imme-
diately ends any and all of the following adverse conditions
affecting the tatget: sbility damage, blinded, confused,
dazed, duzzled, deafened, diseased, exhausted, farigued,
feecbleminded, insanity, nauseated, sickened, stunned, and
poisoned. The target exhnles a shimmering, golden puff of

breath s the adverse conditions disappear. ]

Reverse: With this utterance, your words of power roll over youtr
inrget’s body, which stiffens uto vigidity,

A reversed breath of recovery utterance freezes the life ene
of the target, rendering action impossible. The target n
malke asuccessful Fortitude save or be paralyzed (DMG 3

CASTER LENS
Level: 4
Duration: 3 rounds
Saving Throw: None

Normal: Your utterance croates an nitangible lens that insproves
your target's potertey and aplitude with magic.

Your target’s caster level or manifester level increases by 2
for the duration of this utterance due to a nearly transparent;
inmingible vertical disk thatappears in front of her. Each spell
she casts becomes stronger as it passes thraugh the lens. This
utterance does not affect spells per day or spells known. 1f
the target has multiple spellcasting or manifesring classes,
the bonus applies to all of them.

Reverse: The reverseof this utlerance impedesthe flow of magieal
anergy through your enemy, mhibiting its ability to cast spells.

Your target's caster level or manifester level decreases by 2
for the duration of this utterance due to an intangible, neatly
rransparent prism that floats in front of itand dissipates some
of its spell eniergy. This utrerance does not affecr spells per
day or spells known. 1f the target has multiple spellcastingor
manifesting classes, the panalty applies o all of them.




CONFOUNDING RESISTANCE
) Level:

Durali-:)n: 5 rounds
Saving Throw: None

fur

Normal: Your tar; omesmore mobile, able

hfects thal might otlrerwise ha

somi dive conse

You grant your target the ability 1o avoid harmful e

If the target makes a successful save against an attack that

normally would have a lessereffect on a successful save (such
a5 a Reflex save against a breath weapon for half damage or

aspell with a saving throw entry of Will half or Fortit

partizal), he instead negates the effect. An unconscious or
Fﬂuepl ng target does not gain the benefir of this ability.
Reverse: Your ulterance stvips youlr targel of ifs ability to evade
harm.

You make your targer more vulnerable to harmful effects. If
2

your target h.LS iI‘l'Il."I'\.‘\-'t'l.[ evasion, you l'ElJLI\.\?T[N L‘“L‘\.H‘\‘fnf\.\'
toevasion. If your targerdoes not have improved evasion, bur

has evasion, you suppréss the abiliry. If your targer has neither
improved evasion nor evasion, it takes a—2 penalty on saving

throws for the duration of the urterance.

DEFENSIVE EDGE
Level: 1
Duration: 5 rounds

Saving Throw: None

Norma erawarenessof foes i the
img an ally's ability to pratect hevself

owgrant a gre ed, I01eds:

Your targer periodically receives glimpses of future blows

struck by enemies, giving her the chance to ger out of the
way or interpose a shield. This utterance grants your rarger

a+1 bonus to Armor Class

Reverse: Your dire whispers seep mnto your foe's mind, disrupting
itsability to defend itself

The reversed form of the utterance also provides premoni-
rions of furure atracles and the paths of future blows—but

those premonitionsare misleading or false: Your target ta

i penalty to Armor Cla

ELDRITCH ATTRACTION
Level: 5
Duration: Instantaneous
Saving Throw: Will negates

1N T
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Normal: The universe vesponds to your words by foreing
tavget closer 1o you, pulled inexorably by a sapphive cord

You meve your targer toward you up to 40 feet along an intan-
gible blue tether that connects the two of you. You can't move
the target into a space that is occupied by an ally, an enemy,
orasolid object. You can draw a flying ere
but you cannot make a creature on the ground fly.

The Truespeak DC of rthis utterance increases by 2 for

te closer to you,

every size category the rarget is larger than Medium.
This movement provokes atracks of oppartunity.

Reverse: Your target is repelled, forced away by your commanid
of Truespeech

You move your target away from you up 10 40 [eet with an
almost fluid torrent of intangible energy, You can't move
the target into a ¢pace thatis occupied by an ally, an enemy.
__or asolid object. You can push an airborne
away from you, but you cannor make a creature on the

ground fly.
The DC of this urterance increases by 2 for every size

ng creature

category the target is larger than Medium
This movement provekes attacks of apportunity,

ENERGY NEGATION
Level: 3
Duration: 5 rounds
Saving Throw: None

Normal: The air crackles with your words as you protecl

your targe! from energy.

e, .

A nimbus of silvery power surrounds your targer, absorbing
a specific energy type and hampering it from reaching the
target. This utterance grants your target resistance 10 to one
type of energy {acid, cold, electricity, fire, ar sonic)

Reverse: The flesh and skon of anenemy are imbued with enevgy,

causing it great pain and discomfort.

When you speak the reverse of this urterance, you imbue
your target's slin with energy: acid, cold, electricity, or fire
The subject appears 1o be surrounded with a nimbus of the
selected energy type, and takes 2dé points of damage from

the utterance each round.

ENERGY NEGATION, GREATER
Level: 5
Duration: 5 rounds
Saving Throw: None

Normal enders your tavget impertious to harn

fromt one type of enevgy

Ypur uttevance

A nimbus of golden power surrounds your targer, granting
him immunity to one type of energy.

Reverse: You wrealhe your ally in energy that lashes ouf al those
whao strike hom in batile.




- utterance wreathes vour tavget in a type of energy
en by you when you speak this utterance (acid, cold,
ity, or fire). This energy causes damage to each crea-
that makes a successful melée attack against the subject
e utterance.

¢ creature that demages the subject with its body ora
eld weapon deals normal damage, butac che same time,
attacker takes 20 paints of energy damage. Creatures
ding weapons with exceprional reach, suchas longspears,
ire not subiject to this damage if they arrack the subjecr.

ENCE OF LIFESPARK

: Instantaneous
g Throw: None

ormal: With soothing words, you revitalize an ally and vestore
someof hislostuitality. The negative level that afflicted him spirals
~ upward, fading as it rises.

.~ This utterance dispels one negative level and restores one
experience level to a creature who has had a level drained.
~ As you dispel the negative level, a shadowy form detaches
~ from your targer and drifrs upward before dissipating into
‘nathingness. The drained level is restored only if the time
."ﬁ%ﬂ:e the creature lost the level is equal to or less than one
fﬂay per truenamer level,

- hargel cveatue,

~ You uttera dark word of power that suppresses the life force
“of a creature. A shadowy version of your targer appears a few
- feetaway, then rushes inward, incorporating irself into your
targer's body. The target gains one negarive level, giving ira
~1 penalty on attack rolls, saving throws, skill checks, abil-

ity checks, and effective level (for determining the power,
tion, DC, and other demils of spells or special abilities).
ﬁddirsonal]y. a spellcaster loses one spell or spell slot from

er highest available level. Negative levels stack.

iER REFORCED

ormal: With this utterance, creatures of the ethereal world
maas solid as the earth to one of your allies.

enable your target to gain full benefir from irs armar,
pons, spells; and abilities against both corporeal and
oreal crearures Your target looks no different to
real observers on the Marerial Plane, but incorporeal
rs and creatures on the Erhereal Plane see her glow

. Reverse: You instrucl the universe lo sap some of the life force of INCARNATION OF ANGELS

slightlyand in sharp relief uncommon to creatures a
on the Ethereal Plane.

Reverse: One of your allies slips into the spacé ¢ between wurhf‘f' »
and leaps onto the Etheveal Plane.

This reversed utterance renders the rarget ethereal, as the
etherenl jmuni spell (PH 227),

HIDDEN TRUTH
Level: 2
Duration: Instantaneous (normal) or 1 round (reverse)
Saving Throw: None

Normal: Your words allow your target to tap into a reserve of
knowledge.

You grant the target a+10 honusonasingle Knowledge check
and enable her to use the skill, even if untrained. If the taxget
has bardic knowledge, lore, or a similar class feature, this
banus can apply to thar check instead.

Reverse: Your larget’s wovds ying true thanks to this utter-
ance—even if they actually ave nat.

Your target gains a +10 bonus on a single Bluff check made
be_fore the duration of the utterance expires.

Level: 3
Duration: 5 rounds
Saving Throw: None

Normal: Your words reach the vealins of heaven and invest your
target with somie of their silver grace and golden might.

The rarger gains the celestial creature template (MM 31). Her
skin takes on a silvery sheen and a golden aura surrounds
her, The smite ability granted by the template is usable by
the tatget only once per day, no matter how many times she
might be the subject of this utterance.

Reverse: With the reverse of this uttenance, you instead delve info
the depths of hell to grasit your target the cunning and strength af
fiends.

The target gains the fiendish creature template (MM 107);
complete with reddish skin and small horns on her forehead,
The smite ability granted by the template is usable by the
targer only once per day, no matter how many times she
might be the subject of this urterance.

!



- INERTTA SURGE
Level: 1

Duration: | round
Saving Throw: None

allawing her to slip from any consiraints,

You grant the tirger to act normally
regardless of magical effects that
“impede movement as if he
were affected by a freedom

of movement spell (PH 233),
. Thiseffect occurs automati-
“callyas soon as the utterance

is spoken and lasts for 1 round,
Impediments magically part o
otherwise move to let your target
. pass, then return to normal in his
wake.

Reverse: Your words cavse black
tentacles to grow from the ground and
clutch af the feet of your enemy; pre-
venting il from moping anywhere,

A black tangle of wriggling force-
tendrils roors your targer in place,
rendering it unable to move. It can
rake actions normally; it just can't
move [rom the space it currently
occupies.

. KNIGH
PUISSANCE

Normal: Your words show your ally @ way to-strikemove aeou-
vately.

Your target gains a +2 bonus on atrack rolls as unseen forces
guijde his weapon to its target.

'lié_verse: B_vspwkmg the reverse [!_l'fhls utterance, you nuwm: m
enemy's ability to shrike.

Unseen forces nudge your target's blows off course. Your
rarger takes a -2 penalty on arrack rolls.

NIGHT'S PUISSANCE, GREATER
Level: 6
ation: 5 rounds

Throw: None

Normal: Your words free your targef fram many impediments,

Drertia surge can free you from

iy magical impediments
Duration: § rounds MORALE BOOST
Saving Throw: MNone Level: 4

Normal: The blows of your favget fall more surely and strike mone
soundly after you spealt this utterance.

Your rarget receives forceful guidance on each artack, gaining
2+5 bonus on attack rolls and damage rolls.

Reverse: By reversi

thewords of this utterance, you significontly
weness in battle.

recitee your la gt

Your target takes a —5 bonus on attack:
tolls and damage rolls, as irs arracks
are nudged forcefully away from their
intended rarget.

MAGIC CONTRACTION
Level: 4

Duration: 5 rounds

Saving Throw: None

Normal: Witl this uflevance of protection, you make
your target resilient against magical effects.

The target gains spell resistance equal to 11 + your
truenamer level As a spell fails to overcome the |
target's spell resistance, its visible effect shrinks into)
nothingness over the course of a few seconds.

Reverse: A string of complex syllables allows you'ta®
enhance the pmwer of an ally's spells for @ short fime,

You grant your target the ability to apply the
effect of the Empower Spell feat (PH 93) toany

without increasing the level of the spell ar
specially preparing it ahead of rime.

Duration: 5 rounds
Saving Throw: None (normal) or Will negates (reverse}

Normal: Your ulterance calms the heart of your tavget, filling her
with resolution and peace.

You call upen the courage of your rarget. striking away her
feelings of terror. This utterance functions as the vemave fear
spell (PH 271). Your target can hear the calming murmur of
your Truespeech throughout the utterance's durarion,

Reverse: Your words evoke feclings of terror, dread, and amwein
your targel.

Your target becomes frightened (DMG 301) by the susurtant
Truespeech being whispered in its ear: The frightening whi;
pers persist throughout the reversed utrerance's duration. |8
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" MYSTIC RAMPART

Level: 6
Duration: 5 rounds
Saving Throw: None

an mtangible fower

Normal: Wilh a complex stying of syllable:
superiniposes itself over your ally, greatly enhancing his ability to
protect imself,

5 bonus
on saving throws as y a ghostly
tower or castle over his form. The tower is just barely visible
anything behind it.

Nou grant your rarger damage reduction 5/—and a

IT YHETUNCE SUPerimpos

and doesn't obscure or conces

everse: You speik and yous becomies vitlnerable,

The reversed utterance superimposes 4 crumbling, ruined
fovwerover your rarget, which takes a5 penalty to Armor Class
—and on saving throws for the utterance of the duration

PERCEIVE THE UNSEEN
Level: 2
Priration: 5 rounds
Saving Throw: None

Normal: Your ally gains a sixth sense about wheve nearby
CHEITIES ATE.

When you speak this utterance, the marget gains a greater
sense of where his enemies are, granting him the use

of the Blind-Fight feat (PH 89). The target’s perceptions
automatically focus on the peneral area of unseen enemies;
this doesn't guarantee that the rarget finds them, bur makes

it much more likely

Reverse: The re onfounds your |

hem from precisely locating an ally's position.

of this utterar

With the reverse of percerve the unseen, you make the target of
the utterance more diffecult to track in bartle. Your rarger's
enemies find themselves instincrively glancing away from
him, even when they know they need ro be focusing their

attention there. Thiseffectively gives the t
(PHA52

-getconcealment

PRETERNATURAL CLARITY
Level: 5
Duration: 5 rounds or until discharged (normal), or §
raunds (reverse
Saving Throw: None (normal) or Will negates (reverse)

Normal: You speak and sharpen your ally's mind with an aware

ness of all that is and all that might be

Once during the duration of this utrerance, your targer
tfect. This word grants the s

can choose 10 use its ect a

L e RU




*#5 insight bonus on any single attack roll, opposed ability
skill check, or saving throw. When your target uses the
insight bonus, those within 10 feer of lier can hear an echo
of your original utterance, even if you're no longer present.
Activating the effect is an immediate action. The targer can

With this word, you render a flying creature unable to fly. The
subject immediare plummers downward, taking 1d6 points
of falling damage for every 10 feet it drops, It canmake Jump
and Tumble checks noemally toattempt to land softly.

chicose to apply the bonus after she has reralled the d20, bur SENSORY FOCUS

before the Dungeon Master reveals the result of the checle.

Reverse: Al your conmmand, the wiverse temporarily becomes

incomprehensible to your targel.

Your reversed utterance echoes in the earsof your target and

can be heard asa faint murmur by anyone within 10 feet. This
~_reversed urterance causes the target to become confused, as

the confusion spell (PH 212).

SEEK THE SKY
= Level:3

% Duration: 5 rounds

Saving Throw: None

Normal: Gravity no longer appihies to your ally, as she gains the
ability to fly before.a vibbon of ved energy.

The rarger of the flight utterance can fly, as the fly spell (PH
232). Your target leaves a mail of crackling red bolts in her

wake.

Reverse: Al your command, your lnrgel loses its ability lo soar
through' the air and begins to descend towayd the earth vapidly.

With this word, you render a flying creature unable wo fly, no
marter how much it flaps its wings or strains upwarsl. 1fit is
already flying, the subject floats downward 6ufeer per round
for the duration of the utterance. 1f it reaches the ground in
that amount of time, it lands safely, and cannot fly for the
duration of the utterance. 1fthe target is not flying, it cannor
attempt to fly for the duration of the utrerance.

K THE SKY, GREATER
Tevel:s

“Duration: 5 rounds (normal) or instantaneous (reverse)
‘Saying Throw: None

N |

% rmal: You surronnd an ally in sed motive energy, granting

’?ﬁm the ability o fly like the wind.

Level: 5

Duration: | round (normal) or 3 rounds (reverse)

Saving Throw: None (normal) or Fortitude negates
(reverse)

Normal: Your targel can prerce the veil of deception and see
everylling as it trudy 1s. k

You grant your target sharper senses, the combination of
which are equivalent to blindsight (MM 306) and the effect
of the true seeingspell (PH 296).

Reverse: Your wonds strp away your target’s ability to see or
hear.

With this reversed utterance, you send your rarget a riot
swirling sound and flashing color, rendering it unable 10
perceive the owside world. Your target is both blinded a
deafened (DMG 300) —

_ SILENT CASTER

Level: 2
Duration: | round
Saving Throw: None (normal) or Will negates (reverse)

Normal: Your ally can cast spells without making a sound, he
verhal component instead appearing as sigils of power.

Yot grant your target the ability to apply the effect of the
Silent Spell fear (PH 100) 1o any spell she casis withour
increasing the lavel of the spell or specially preparing it ahead
of rime. Glowing runes appear above your target's head that
take the place of the verbal component of the spell.

Reverse: An eneniy ereature is unable lo speak ar make a peepy
ifs voral cords completely stilled.

You silence your rarger, making it incapable of producing
sound, conversing, or using spells with verbal compenents.
It automatically succeeds on Move Silently cheeks. b

The targel can fly, as the fly spell (PH 232) except he gains a SINCULAR MIND

flyspeed of 120 feet with perfect maneuverability. Crackling
red energy surraunds your target, and powerful swirls of
wind follow in his wake.

* Reverse: Al your wonds, llic very air rejects your fargef, casing
toplimmet fo the grownd,

Level: 6

Duration: [nstantaneous (normal) or concentration, up (o
s rounds (reverse)

Saving Throw: None (normal) or Will negates (reverse)




Normal: With a word, you liberate your targel from all foveign
wnfluance, freeing her mind. Any enchantments or curses are con-
verled torinic truespoech amd fade harmlessly away:

This utterance restores your rarget to her narural state as
glowing runic letters briefly appear above her head. It frees
‘the subject from enchantments, curses, and possession.

1fthe spell or effect is one that cannot be dispelled by dispel
pngtc, singular mind works only if the truespeaker’s level is
greater than that of the original caster.

Reverse: Yourwords crawl info the mind of your ey, allowing
yous control of your foe's body as if it weve your puppet
is urterance duplicates the effect of a donunate monster
spell (PH 224), except that to maintain domination, you
must spend a standard action to concentrate and direct the
creature’s actions. Runic lerters appear above your targer's
—head, bur only you can see them. They change shape with
eﬂﬂh new r(‘m‘lmand you issue.

'SPEED OF THE ZEPHYR

Level: 2
Duration: 5 rounds
Saving Throw: None

Normal: You urge your ally
it to greater speed with this
utteranee. enabling him fo
sprint acrass treacherous swrfaces
oveven scale sheer walls,

Your targer's hase speed increases
‘by 20 feet as his feer glow with an
amber light In addition, he can
adjust his body's equilibrium so that
he can walk on water, quicksand,
STIOW, or even 4 spider's web with-
olit sinking or breaking through
(this effecr does not confer any
resistance to particularly sticky
webs). In addition, rhe rarget can
take part of one of its move actions
to traverse a wall or other relatively
smooth vertical surface if it begins
and ends its move an a horizontal
surface. The heighr ir can achieve
‘on the wall is limited only by this
movement restriction. ITic does not
end its move on a horizontal surface.
=it falls prone, raking falling damage
“as appropriate for its distance above
~ the ground. Treat the wall asa normal
.ﬂmr for the purpose of measuring
mvemem Passing from floor to wall

or wall to floor costs no movement; the tirget can change™ | (ot o

sutfaces freely. Opponents on the ground can make attacls
y as the rarget moves up the wall.

of opportuni

Reverse: The targel of this utterance cannot move as quesckly as it
had just & moment before:

Your target’s base speed is reduced by 10 feet, as its feet seem
tostick to the ground.

SPEED OF THE ZEPHYR, GREATER
Level: 3
Duration: 3 rounds
Saving Throw: None

Normal: Your ally’s movements are quicker, enhancing hisoffen-
stve and defensive capabilities.

This utterance duplicates the effect of & haste spell (PE1239)
for one targer, who is limned with an amber light.

Reverse: When you speak this utterance, your target moves as
thowugh through molasses.

This utrerance duplicates the effect of a slow spell (PH 280)
for one rarger

. Swuag [ oL g il




Duration: Inszn,.n:mmui
Saving Throw: None

Normal: You briefly urnvind time o vestore lost magic when you
speak this utterance.

With this utterance, you restore an elfecr that has just been
dispelled or dismissed within the last round, Provided that
“it had duration remaining, it resumes immediately with all
irs former attributes.

‘Reverse: Your words strip away o magical wffect from,your
“tavget.

This urterance dispels the spell with the highest caster level
_ affecring the target.

STRIKE OF MIGHT
Level: 2
Duration: 1 round
Saving Throw: None

Normal: You tap intoan ally's damage polential, augmenting her
cormbal allities substantially.

Your targer’s sibgle next weapon damage roll (if it is made

befare the end of the next round) deals an additional 10
points of damage as it explodes with a spout of magical
energy. This damage is not multiplied on critical hits.

Reverse: You byieflyenfeeble i enemy, causing itsswings to slow
antd dend less damage,

Your target’s single next weapon damage roll (if it is made
befare the end of the next round) deals 5 fewer points of
‘damage as the blow is cushioned by an unseen force. This
penalty can reduce the damage to 0, but not below,

WEMPORAL SPIRAL
~Level:3
Duration; 1 tound (normal) or 3 rounds (reverse;
Sav,{ng’l‘hrﬂw‘ None (normal) or Will negates (reverse)

Normali When you speak this i ferance, everyling your tasget
ﬁm:sxezms quicher: Silvery energy surrounds the fastmoving target
it a-crickling ayra,

The temporal spival urterance manifests as silvery spirals and
energy motes that surround your targer like a nimbus of
energy, separating it momentarily from rhe normal flow of

~_time When youspeak this complex word of action, you grant

nal move action in the

X %emrxufﬂ:ls utterance an add

this utterance toullow the subject ro move inta position that
would ser up acharge, then rake its normal acrion 1o charge
an oppenent. Alternatively, you could speak this utterance ro
allow the subject o move within melee range of a foe, then
take a full-round action to make attacks on that foe. A subject
that takes a full artack action and then uses this utterance ra
mave away from a foe provokes arracks of oppartunity.
Ifthe subject of the urterance does nor take this extra m

action before the end of your next wirn, it is lost.

Reverse: This pawerful utterance sounds like the churning of
anctenl earth, freezing your tavget in plage,

When reversed, the silver spirals of unraveled time inhibir
your target. For the duration of this utterance, the target is
dazed.

TEMPORAL TWIST
Level: 2
Duration: Insrantaneous (normal) or | round (reverse)
Saving Throw: Naone (normal} or Will negates (reverse)

Normal: With a word of Truespeech, you grant a creature ingred-
bl reflexes, enabling il 1o immediately make an attack as tendrils
of energy sl in ifs wake. =

By delivering this urterance, you reweave the tapestry of tiimg
itself to grant your target a precious few seconds of activity,
Translucent curls of energy trail behind your targer for a
few moments, a side effect of your utterance’s power. Your
target can immediately make one melee or ranged artacky,
even if it has already taken its action for the round. Taking
this action doesn't affect the subject’s normal place in the”
iniriative order.

This utterance does not allow the subject to make more
than one addirional artack in a round. 1fthe target has already
made an additionalartack, due o the haste spell, snake's swift-
ness spell, or from any other source, this utterance has no
effect.

Reverse: By reversing this ullevance, you cause a creature o frue
it Joous and become bewildered.

Theteversed utterance pulls time-threads out of reality, and
rranslucent curls of energy briefly surround and slow your
tatget. The target of this utterance is dazed (DMG 300) for
1 round.

UNIVERSAL APTITUDE
Level: |
Duration: 5 rounds
Saving Throw: None

Normal: You speak a word of proficiency and ability, increasing
the nutieral nptitude of your ally:




Yourtarget is better able to block out distractions and per-
ceive the subtleties of any rask—almosr as
wants your target to succeed at upcoming challenges, He is

f the universe

‘aware of subtle clues in the environment as the world rewor
itselfin small ways to make success mare likely. The rarger's
lockpicks might become slightly more supple, or the ground
beneath her feet might be slightly better for tumbling, The
tarpet might notice subtle body langus
Morive check easier, or she might find her steed unusually
amenable to difficult equestrian jumps. For the duration of
the utterance, the target gains a +5 bonus on skill checks,

e that makes a Sense

Reverse: With the veversal of this utterance, you mstruct the uni
A vtersi b0 hinder your foe's ability to perform even everyday tasks.

Fhe reversed utterance causes the universe to conspire in
smull ways against your rarget. The lockpicks become too
stiff 1o reach the inner workings of the lock. and small debris

—makes fumbling treacherous. Your target misses the subtleries
of tone and body language in a conversation, and her horse is
reluceant to artempt stunts, For § rounds, your rarget ta
=5 penalty on skill checks.

VISION SHARPENED
Level: 3
Duration: 5 rounds
Saving Throw: None

The target of this utterance pains the effect ofa see invisibility
spell (PH 275). Your target cannot discern details of the
creatures he sees, bur the air around the invisible crearures
seems o warp, allowing your target to pinpoint the creatures’
location and strike at them accurately

Reverse: With the reverse of this ulteranee, your target disappears

Jrom view.

This urterance duplicates the effect of an inussibility spell
(PH 245) for one targer, who fades into nothingness aftera
second or two

WARD OF PEACE
Level: 5
Duration: 5 rounds (normal) or concentration up to 5
t‘c\umL reverse)
Saving Throw: None (normal) or Will negates (reverse)

Normal: You wiard your targef from harm with @ golden hala,
proventing enemies from attacking her.

Oppanents cannor strike or otherwise directly attack the
warded crearure, even with a targeted spell, Because of the
distinctive golden halo around the target, enemie:

e awire
of the prohibition and do nor lose acrions for attempring




e tostrike Thisurterance does not prevent the warded ereature
‘from being attacked or affected by avea or effect spells. The
subject cannotattack without breaking the pratection but can
usé other spells and abilities that are not hostile toward another
creature. This allows a wirded cleric to heal wounds, for
example, or o cast a bless spell, summon creatures, and so on.

Reverse: Willi o harsh sequence of words, yon foree a crentire
from aniother plane back to ils home.

~You banish the target into an extradimensional pocker—a
featureless gray void with no visible entrance or exit. Spells
and abilities that move a creature within a plane, such as
Afebeport and dunension door, do not help a crearure escape
“from this place, although a plane shifl spell allows it w exitro
whatever plane is designated in thatspell. At the end ol the
duration, if the subject has not left the pocket dimension, it
reappears where it had been when the utrerance was spoken.
_ Ifthis location is filled wich a solid abject; the subject appears
in the nearest open space.

WORD OF BOLSTERING

Level: 4

Duration: Instantaneosus (normal) or § rounds (reverse)
Saving Throw: None

Normal: Suffusing your ally with the glow of posilive energy, vou
elirinate the drain he experiences.

Pebhle-sized motes of positive energy briefly swid around
yolur target, then fush into his body with a flash. This uteer-
ance cures 1d6 points of ability damage or ability drain to
one ability score.

Reverse: Your words cause the body of a foe lo weaken and graw
move frail,

Your targer absorbs pebble-sized motes of negative energy
and rakes a —1d6 penalty to a physical ability score {your
«choice of Strength, Dexterity, or Constittition)-This utter-
anee cannot reduce anability score below 1.

'ORD OF NURTURING, MINOR
Level: 1

“Puration: 5 rounds (normal) or instantaneous and concen-
fration, up 1o | round (reverse)

Saving Throw: None

Normal: You speak a simple ward of health, providing an ally
wiflyminor healing ability.

'!g'gu-gﬁnr a creature fast healing 1. At the beginning of
each turn, a green flash surrounds your target, wha heals
A

Reverse: Wit this word, you cause your enemy Io expericnee
pamfully bleeding wounds that spontancously enrerge.

You unmake a portion of the subject's being as you utter the
reverse form of the life-giving words. You deal 1d6 points
of damage o the subject as wounds appear across its body,
1F you concentrate for 1 round (a standard action}, and thi
subject remains within range, it takes another 1dé points of
damage ar the end of your next rurn.

WORD OF NURTURING, LESSER
Level: 2
Duration; 5 rounds (nermal) or instantaneous and concen-
tration, up to 1 round (reverse)
Saving Throw: None

Normal: You speak a more complex uttevance of health, providimg.
an ally with the soothing balm of healing.

You grant a creature fast healing 3. At the beginning of
each turn, a green flash coalesces into an energy field thar
surrounds and erases your targer's wounds,

Reverse: You speak a word thal tears al an em.myiﬂfs-h,cuu,m'
it fo bleed from several wounds. ——

You unmake a poriion of the subject's being as you utter

reverse form of the life-giving words. You deal 2dé poi
of damage to the subject. If you concemrate for 1 round (i
standard action), and the subject remains within range, it
takes another 2d6 points of damage ar the end of your next

rurn.

WORD OF NURTURING, MODERATE
Level:3
Duration: 5 rounds (normal) or instantaneous and concen-

tration, up to 1 round (reverse)
Saving Throw: None

Normal: Your wonds soothe your ally, gradually vestoring some of
the danage he has snstained.

A nearly constant tendril ef green energy moves upand down
your target's body, healing any wounds it finds. You granta ﬁ
creature fast healing 5.

Reverse: Your words vip at your enemy, leaving at its flesh and
banes.

You unmake a partion of the subject's being as you utter the
reverse form of the life-giving words. You deal 4ds points of
damage to the subject. If you concentrate for 1 round (a stan-
dard action), and the subject remains within range, it takes:
anarher 4d6 points of damage arthe end of your next turn.|




ation: 5 rounds (normal) orinstanraneousand concen-
tration, up to 1 round (reverse) -
ring Throw: None

ormal: Your powerful utterance grants an ally increased ability
it her oum wounds.

thin netwark of green tendrils heals your targer's wounds
most as fast as they're created. You grant a creature fast

ling 10.

erse: With the reverse of hos ulterance, you tear atthe fubric
enemy's cormection to its body, causing great wounds.

u rupture a portion of the subject’s being as you utter the
se form of the lite-giving words. You deal 6dé points
damage to the subjecr. If you concentrate for | round (4
~ standard action), and the subject remains within range, it

RD OF NURTURING, CRITICAL

ion: 5 rounds (nermal) or instantaneous and concen-
tration, up to 1 round [reverse)
Saving Throw: None

Normal: Your ally experiences a tremendous rejuvenation as
ieating energy soothes ler wounds,

network of ropy strandsof green energy heals your target's
ds with startling rapidity. You grant a creature fast
 healing 15.

. Reverse: Massive rentsand tears appear on the body of your foe.

You unmake a portion of the subject’s being as you urter the

everse form of the life-giving words. You deal 8da polnts
of damage 10 the subject. If you concentrate for 1 reund {1
dard action), and the subject remains within range, it

RD OF NURTURING, GREATER

on: § rounds (normal) or instantangons and concen-
ition, up to 1 round (reverse)
ing Throw: None

al: With this powerful ulterance, you remind the universe
ally's true physical form, and even his most ferrible wonnds
lenit together.

atorch's light). You grant a crearure fast healing 20.

Reverse: Gieat gashes and terrible wounds fear at youur eneriy’s
body, cansing massive bleeding and terrible pain,

You unmake a portion of the subject’s being as you utter the
reverse form of the life-giving words. You deal 10ds points
of damage to the subject. 1f you concentrate for 1 round (a
standard action), and the subject remains within range, it
takes another 10d6 points of damage at the endof your ekt
turn,

Beginning ar4th level, youlearn your first utterance within
the Lexicon of the Crafred Tool. Unlike utterances from the
Lexicon of the Evolving Mind, the utterances in this lexicon
have no meaning or power when reversed. All the urterances
in this lexicon target objects—ofien the weapons and armor
that you, your allies, or your enemies use. Spell resistance
applies to these utterances, as it does normally 1o spelHike
abilities. Also as normal, attended objects gain the benefit of
their wielder's spell resistance, il any.
You gain access to higherlevel utterances from this
lexicon ar 7th, 11th, 15ch, and 19th levels. 1f you target an
“item wielded or carried by a creature with spell resisrance,
the item gains the benefir of thar ability. However, any item
targeted by one of these urterances—wielded or not—does
not get to save to avoid the effects,

1ST-LEVEL UTTERANCES
Fortify Armor: Make a creature’s armor able to negate
crirical hits and sneak atracks.
Keen Weapon: Improve the threat range of 2 weapon.

2ND-LEVEL UTTERANCES
Agitate Metal: Cause # crearure's metal equipment to radi-
ate painful hear or cold.
Analyze Item: Discern the properties of a raagic item.

3RD-LEVEL UTTERANCES
Rebuild Trem: Restore an item destroyed within the last
round to perfect form and functionaliry, including any
magic properties it had.
Suppress Weapon: Suppress the energy property of a
weapaon.

4TH-LEVEL UTTERANCES
Suppress Item: Suppress the properties of @ magic item.
Transmute Weapon: Change a weapon's special material,




information wbost valitable of

5TH-LEVEL UTTERANCES
Metamagic Catalyst: Give a potion or scroll the benefit

c feat.

ol a metan
Seize Item: Bring an object within range instantly fo

hand

AGITATE METAL
Level: 2
Range: 30 It
Target: Metal equipment of vne cregture; or one me
weighing no more than 25 lb. |

Duration: 7 rounds

bject

ase the lemperature of a metal abject

You tneyease or di
cantly, possibly harming creatures i physical contact with it as it

glaws with red heat (or ble ehill),

imes danger;

t metal irerr

rapid
eifl cold. This utteran,
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urtruenamer level, except as notec
cold or hot

hi

ter level equal
heffect- you wa
k the urrerance

You choose w
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I
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Duration: 1

ige: Touch
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RTIFY ARMOR
p scroll hears a snatch of your truespeech when the mej
ge: 30 fr. takes effect.
Onesuitof armor You can also modify a potion or scrol] as! w;ih &:Wﬂeﬂ' 3 ',‘
wration: 5 rounds Spell or Maximize Spell feats, but doing so increases the DC
of your Truespeak check by 10,
| of armor covers ils wearey's vital areas more effectively,

] vidmg better protection against atiacks. REBUILD ITEM

: : Level: 3
make a suir of armor betrer able to protect the crearure
Range: Touch

eating it. When you speak this utterance, the target armor e
5 its wearer profection against eritical hits and sneak Durgaettitm I;J::;maneous

ks, When a critical hit or snealk attack is scored on the L
. thete is a 25% chance that the critical hir ar sneak

Aliack is negated and damage is instead rolled normally.
~ You can increase the level of prorection provided by the
terance by voluntarily increasing the DC of your Truespeak
Tfyouadd 10 to the DC, critical hits and sneak atiacks
e-a-50% of being negated, and if you add 20 to the DC,

ical hits and sneak artacks are automatically negated.

Yoil reconstitude o destroyed item, instantly putting it back togethier
into one functional piece.

With this urterance, you instantly restore an irem destroyed
within the last round to its normal, undamaged state. Essen-
tially, by reminding the ftem of'its truename, you unmake
itsdestruction. Magic itemsalfected by this power retain all
theirmagical properties, unlike items restored with a make
WEAPON whole spell. The reconstituted item has full hir points.
This utterance has no effect on any irem that has been
destroyed for more than 1 round. You cannor testore a
| Target: One weapon destroyed artifact with this utterance,
‘Duration; § rounds
SEIZE TTEM
Level: 5
Range: 30 fi.
Tarjget: One abject weighing no more than 50 Ibs.
Duration: Instantaneous

~ Your words make a weapon shine with silver polency; capable of
- deahng more punishing blows than normal.

You can augment the critical threat range of a weapon by
~speaking its rruename. This utterance functions as a keen
edge spell (PH 246) with a casterlevel equal to your truenamer
1, except as noted here. In addition, you can change rthe
|'(h‘1?al‘ range of any weapon you name, not just piercing and
Ayhshmg weapons. The weapon you deliver this utterance : , b
: %) This urterance brings an object within range to your hand.
upon pulses with a silvery sheen throughout the utterance’s 1€ b objecsi ; ;
e e object is unattended, it simply darts through the air
- 1o your hand, If attended, such as a wielded weapon, you
must make a disacm attempr. You use your truenamer level
ETAMAGIC CATALYST a5 your base artack bonus and your Tntelligence bonus in
;5 place of your Strength modifier, and a failed attempt does
ge: Touch not allow a reactive attempt by the target. Spell resistance
+ Porion or scroll touched applies normally for an attended object.

ion: 1 round Ifboth your hands are full when vou speak this urretanice,

the item lands in your square at your feer.

You speak a word fo wmalee an object your own, fovcing it oul of the
haunids of its oumer, if necessary,

tonch enables a potion consumed or scroll read during the next

il 1o be augmented with metamagic, SUPPRESS ITEM

Level: 4

Range: 60 ft.

Target: One magic item =

Duration: { round, or concentration, up to § rounds

b this utterance, you can apply one of the following
amagic effects to the target portion or scroll: Empower
I, Heighten Spell (maximum +2 caster level), Extend
or Enlarge Spell. The utterance has no impact on the
of time it takes to activate the item, bur if the item

B ot e £4010oe1ng reund ke e tinitlie Your unintervupted focus on awnagic item kﬂ&ps“ﬁumﬁmdwnﬁg;‘h
tirning it gray and rendering it useless.




¥ !
X "Jﬂysp‘mlﬁngrhisutterance and focusing ona single item, you
- prevent any magical properties or effects of the item from
functiening Eiiang as you concentrate and remain within
range: The ftem turns gray and ceases to glow or otherwise
indicate its magical nature, If the item moves our of range,
the utterance's effect ends 1 round later. This effect other-
wise functions as a dispel magic spell (PH 223) that trgers a
magic item.

UPPRESS WEAPON

Level: 3

Range: 30 ft.

Target: One weapon with an energy special ability
Duration: 5 rounds

Youl can suppress the energy properties of a smgle weapon.

~ When you speak this utterance, you ¢an prevent a weapon's

— energy-based special ability (or abilities) from funciioning:
Such ahilities include flaming and frost, among others. The
weapon turns gray and ceases to emit the relevant energy
type. If you successfully speak this urterance on a weapon
that does not have such a property, ir has no effeet on the
weapon but youare still considered to have spoken the utter-
ance once, If your Truespeak check is successful, the weapon
simply ceases to deal the extra energy damage provided by
its ability for the duration of the utterance.

Yau can suppress an energy burst weapon ahiliry by vel-
untarily increasing the DC of your Truespeak check by 5. If
yout use this ability on an energy burst weapon at the normal
DC, it has no effect.

TRANSMUTE WEAPON
Level: 4
Range: 30 ft.
Target: One weapon
Duration: 5 rounds

Youy words fundamentally aller the material of which a weapon
fsmade; transforming it according to your whin.

A weapon targeted wich this utterance can be changed into
‘g_sp:tcia] material {DMG 283) of your choice. You can make a
‘weapon cold iron; adimantine, alchemical silver, or whatever
ather special material you wish. The weapor is treated as
f made of thar substance, and its hardness, hit points, and
the damage it deals might be affected depending on your
choice.

LEXICON OF THE
PERFECTED MAP

Beginning ar8th level you learn your first utterance within
the Lexicon of the Perfected Map. These urterances, which
all targer nearby areas, have no meaning or power when
reversed. They allow you to reshape rhe landscape that sur-
rounds you, making ir deadly o your enemies or otherwise
advantageous (o you.

Unless stated otherwise, all the utterances from this
lexicon affect a 20-foat-radius spread area and have a range
of 100 feer,

You gain access to higher-level utterances from this lexicon
at 12th, 16th, and 20th levels.

1ST-LEVEL UTTERANCES
Fog from the Void: Create a cloud of fog that obscures sight
and might make movement difficult. :
Shield of the Landscape: Alter the land to tremporarily
negate or provide cover.
Shockwave: A violent pulse of energy knoeks creatures

from their feer.

2ND-LEVEL UTTERANCES :
Energy Vortex: Fill the area with energy that damages)
your foes.
Speak Rock to Mud: Turn solid ruck into cloying mud.
Transform the Landscape: Add or remove difficult ter-
rain in the area.

3RD-LEVEL UTTERANCES
Lore of the World: The warld gives you information you
requiest.
Master of the Four Winds: Bend the winds 1o your
will,
Thwart the Traveler: Prevent exrradimensional travel in
Lhﬁ area.

4TH-LEVEL UTTERANCES -
Anger the Sleeping Earth: Shake the earth, as the carth-
quake spell L
Conjunctive Gate: Create a portal between two planes.
Deny Passage: Prevent creatures from entering or leaving
anarea.

ANGER THE SLEEPING EARTH
Level: 4
Duration: | round

Your words shake the foundation of the garth, cansing massioe
devastation mnd widespread mayhem




~and quake violently. This urterance functions as an eavthguake
spell (PH 225) with a caster level equal ro your rruenamer
level, except as noted here

SONJUNCTIVE GATE
vel: 4
- ‘Duration: 1 minute

1
r:@u forge @ cannection between this plane and another, lemporai-
_U ‘5} linking them together with o swirling porfal you speak mto

By speaking this urrerance. you cre
‘planes—oval-shaped vertical doors full of swirling colors
'ﬂn‘s utterance functions asa gale spoll {PH 234} with a caster
devel equal to your truenamer level, except as noted here

e a portal berween two

'DENY PASSAGE
B Tevel: 4
~ Duration: { minute

Yau fovee an arvea [ dony aceess fon group of ereatures wpm)ir;! by
wauy utterance. Crinson bayswand the avea you name.

If your Truespeak check is successful, you can forbid crea-

tures from entering the area of the urterance. Unless you

allow a creature inside the area (an immediare acrion oy
part), it is held ar bay just outside the place asif affected by!
a protection from cvil spell (although for this utterance, the
alignment of the creature doesn't matter). Reddish prisols
bars appear briefly to block the crearure’s path, then disap-
pear when the creature stops trying to enter the utterance's
area, The barsare intangible to everyone else, and the affected
creature can't interact with them in any way.

You likewise prevent creatures from leaving the true-

named place. Unless you allow a crearure to leave (as an
immediate action), it is held at bay at the boundary of the
area, stymied by the reddish prison bars.

ENERGY VORTEX

Level: 2
Duration: | minute

Yourwords transform thenatureof the iy, torning it from harmless
gas into a swirling mass of harmful energy.

You fill the air atound your foes with energy, dealing damage.
You choose the type of damage to deal when vou speak
this utterance: acid, cold, electricity, or fire. Creatures in
the affected area take 2d6 points of energy damage, and an
additional 2dé points of damage at the beginning of each of
their turns while they remain in the area.




Al your wiords; moisture i the aip and grownd condenses into o
thick mist.

Your words create a thick, roiling cloud of black fog. This
utterance functions as a fog doud spell (PH 232}, except as
noted here:
= “Ifyouaddo to the DC of your Truespeak check, you can
instead create a more substantial fog, which functions ss a
solid fog spell (PH 281) with a caster level equal ro your true-
. mamer level, excepras noted here.

" LORE OF THE WORLD

b Level: 3

" Range: 20t

7 Area: 20-ft-radius spread, centered on you
Duration: | minute

The warld around you contes alive af your words, willing (o share
its ancient knowledge with you.

When you speak this utterance, you gain the ability to com-
| municate with the warld around you. Speaking in voices
thar anly vou can hear, the earth, trees, water, and even the
wind respond ta your request for information. This urer-
ance funcrions asa sione fell spell (PH 284) with a caster level
equal toyour truenamer level. In addition to the informaton
described in thespell, the environment in the area of the
utterance can also tap the knowledge of the land nearby,
and can give you the direcrion and distance to a location
you seek within one mile. You must know the name of the
specific location you are trying to locate ro use this aspect of
the urterance. [fmultiple locations existwithin the area thar
match the name of the place you seek. the land gives you the
divection and distance to the closest one.

For example, if you seel the Temple of Nerull, and it is
within the maximum range, you can learn the exaer distance
| direction from the spot of the utterance thac the remple

" —
MASTER THE FOUR WINDS
=
‘Duration: 1| minure
The air reacts o youy utteranee, obeyimg your every conmnd.

By speaking this utterance, you can bend the air to yourwill
This utterance functions as acontral uwmds spell {PH 214) with
a caster level equal 1o your truenamer level, excepr as noted
 here. All within range hear the words of your utrerance.
Wa&on.rhe winds you conrrol throughout the urterance’s

SPEAK ROCK TO MUD

SHIELD OF THE LANDSCAPE
Level:
Dumtit.m: 1 minute
Area: 20-ft-radivs spréad, centered on you

Yot cause the grovnd to aller its basic forim, ereating cover for your
allies, ov removing il for your foes.

You can remporarily create or remove natural obstacles that
provide cover An object that provides total cover in the
affected area now provides only cover, and any object that
provides cover no longer does so, Any small outcroppings
of rock, clumps of shrubberies, and even the trunks of trees
in the affected area wither and shrink from in front of your
foes,

Alternatively, you cai create small putcroppings of covet
behind which you and your allies can hide, You must be
standing on a natural surface, such as carth or unworked
stone, to use this effect. Each creature of Mediym size
or smaller in the ares gains the benefit of cover from the
outeroppings, which are not substantial enough 1o hinder
mavement through these squares. These ourcroppings da
nat provide cover against adjacent foes (although they do
help against reach anacks).

Afterthe utterance's duration expires, the affected natura
obstacles resume their normal shape and position; growin
bacle to their original forms in a second or two.

SHOCKWAVE
Level: 1
Duration: 1 round
Saving Throw: Fortitude negares

Ry speaking this wtlerance, you order the air to pulse violently,
knacking creatures i the avea to the ground.

You speak words of power that cause the air to convulse
outward in @ pulse of violent energy. A violent shock wave
travels through the air and creatures in the area must make
Fortitude saves or be knocked prone and take 1d4 points
of nonlethal damage. Creatures that are exceptionally
stable—such as those with the stability racial traw or with
four or more legs—gain their usual stabiliry bonus (usually
«4)on this save.

Level: 2
Duration: | minute

With a word, you ereate an aveaof viscous, sucking mud.

You change the fundamental nature of solid stone in the
affected area; rurning it into thick mud. This utrerance func
tions as a transmute rock lo mud spell (PH 295) with a caster
level equal to your truenamer level, excepras noted here.



ation: 1 minute

air grows thick and heavy, making extradimensional travel
tipassible.

speaking this utterance, you preventany extradimensional
vel in the area, This utterance funcrions as a dimensional
spell (PH 221) with a caster level equal to your truenamer
al, exceptas noted here. Whenever a creature uses a spell
spell-like abiliry toatrempr to leave, it is briefly surrounded
blite nimbus and finds—probably to its surprise—that
n't gone anywhere.

NSFORM THE LANDSCAPE

tion: 1 minute

Yoai can caitse the gronnd fo cragk and split beneath your enemies
Jeel.impeding their progress, ovyou cap smooth the ground beneath
¢ the fecl of your allies, making their passage easier.
You can temporarily create or remove difhcult terrain (PH
148;jintheaffected area. You can cause the natural terrain in
the area to buckle and crack, making it much move difficult
‘ta rraverse. The difficulr rerrain does not obscure line of
“sight or provide cover, .
Alternatively, you can smooth an area of difficuls terrain
for your allies, eliminating penalties to movement or skill
ks the terrain would normally impose. Eliminating dif
ficult terrain with this utrerance does not eliminate terrain
features that provide cover.
As you deliver this utterance, the ground shifts and flows
to take on the characteristics you seek; eroding obstacles
“dmpassibly quickly or creating new debris through miner
- temblors,
~ For the purposes of smoothing difficult termain, light
“rubble, dense rubble, and undergrowth (all described in
- Chapter 3 of the Dingeon Mastey's Guide) all coyint as difficult
tetrain when using this utterance.
'~ Afterthe urterance’s duration expires, the affected rereain
mes its normal shape and position.

"

- “Andraquo’quenesh-nashamsellek!

—Utterance of hidden Iruﬂ:. dehvered by

The following spells involve truenames in some way. Mo
have a truename component (T), meaning that the. caster ¢
must succeed on a Truespeak check to have the spell func
tion s desired. The Truespeak check takes no additional
time beyond that required for the spell irself, and it doesn't
provoke additonal artacks of opportunity separately from
casting the spell.

BARD SPELLS

18T LEVEL ;
Beckon Person: Force a humanoid toapproach you agaxnxr
ite will.
Scramble True Position: Teleport your foes 10 feet in a
random direction, knocking them over.

2ND LEVEL
Augment Truefriend: Subject gains +2 to Str, Dey, and
Con for | min./level.
Horror of the Spoken Name: Frighten crearure that heirs
its own rruename.

3RD LEVEL

Beckon Monster: Force a creature toapproach you against
irs will.

4TH LEVEL

Spurn the Supernatural: Suppresses one or more of a foe's
supernatural abilities,

6TH LEVEL
Expunge the Supernatural® Permanently eliminates a
foe's supernatural abilicy.
Truename Dispel: Cancels spells and magical effectsona
creature whose personal truename you know.

CLERIC SPELLS

1ST LEVEL
Scramble True Position: You teleport your foes 10 féetin-
3 random direction, knocking them over.

2ND LEVEL
Augment Truefriend: Subject gains +2 to Stt, Dex, and
Con for 1 min,/level.
Horror of the Spoken Name: Fr{gluen creatute that hears
its own truename.
True Prayer of the Faithful: Allies gain +1 bonus on
most rolls.



a
- 3RD LEVEL Ritual of Renaming®: You give a creature a new persanal
‘Bane of the Archrival: 44 to AC and saves, counter mind rruename; expunging the old one.
control; and keep specific truenamed enemy away. Truename Dispel: Cancels spells and magical effectsona
= creature whose pk'r'sbnal truename you know,

4TH LEVEL
True Prayer of the Chosen: You gain +3 AC and save PALAD'I'N’ SPM

bonus.

2ND LEVEL
! 5TH LEVEL True Prayer of the Faithful: Allies gain +1 bonus on
R Spurn the Supernitural; Suppresses ane or more of a foe’s most rolls,
T supernatural abilities,

& : 3RD LEVEL
_~  6TH LEVEL Bane of the Archrival: +4 to AC and saves, counter mind
Hidden Truename: Subject's personal truename is hard control, and keep specific rruenamed enemy away,
to discover through research. True Prayer of the Chosen: You gain +3 AC and save
bonus.

Expunge the Supernatural®; Permanently eliminates a ._SQBQERERMZARQSEELLS
foe’s supernatural ability. )

Ritual of Renaming®: You give a creature a new personal 1ST LEVEL

truename, expunging the old one. g, ¥ :
True Banishment: Banishesan ex:mplanarcrenrum whose Gl nlaricnd Rﬂ“h_m Bonus to AC equal to half
your level (+5 minimum).

personal truename you know. y

3 ; 3 Scramble True Position: You releport your foes
Truename Dispel: Cancels spells and magical effecrs ona A ST kno:‘;:‘_ng*them il
exeatiite whke personill cruename you Jinowy: Ench Beckon Person: Force a humanoid ro approach
you against irs will.
9TH LEVEL
Word of Genesis™: You instigate a new demiplane on the 2ND LEVEL

Al lane.
stral Plane Necro Horror of the Spoken Name: Frighten creature

that hears its own truename.

DRUID S.EE].‘LS Trans Augment Truefriend: Subject gains £2 wo Str,

Dex, and Con for 1 min./level.

2ND LEVEL

Augment Truefriend: Subject gaing <2 1o Str, Dex, and 3RD LEVEL

Con for 1 min./level Abjur  Bane of the Archrival: +4 to AC and saves,
counter mind control, and keep specific

~ 4TH LEVEL truenamed enemy away.,

~ Warp Truename: Gives foe o temporary form that's gro-

tesque and useless. 4TH LEVEL

21 Ench Beckon Monster: Force a creature to approach

5TH LEVEL you against its will

slpn irn the Supernatural: Suppresses one or more of a foe's T Wa::p Tetiesame: Gives foe y temporasy farm
¥ S thar's grotesque and useless.

supernatural abilities,

6TH LEVEL 5TH LEVEL

Hidden Truename: Subject's personal truename is hard Abjur Spurn the Supernatural: Suppresses one or more

o ot o ugh etk of a foe's supernarural abilities.
& 4 Conj ‘Truename Binding, Lesser"; Enslaves

extraplanar creature of CR 6 or less with the power
8TH LEVEL ofits truename,
unge the Supernatural®; Permanently eliminates a

ernaural ability.




jur  Hidden Truename: Subject’s personal truename
1s hard to discover through research

| LEVEL

nj  Truename Binding®: Enslaves extraplanar
crearure of CR 10 or less with the power of its
iriiename.

'LEVEL

eliminares a foe’s supernatural abiliry.

Truename Dispel: Cancels spells and magical
effects on o creature whose personal triiename you
know.

Ritual of Renaming™: You give a crearure a new
personal truéname, expunging the old one.

LEVEL

mjur Truename Binding, Greater®: Enslaves
extraplanar creature of CR 14 or less with the
power of iIs truename.

cro Unname: Erase a crearure from reality.

JGMENT TRUEFRIEND
Transmutation

Level: Bard 2, cleric 2, druid 2; soreever/wizard 2
Components: V.5, T

. Casting Time: 1 standard action

- Range: Touch

Target: Creature touched

Duration: | minute/level

ving Throw: Will negares (harmless)

‘Spell Resistance: Yes (harmless)

Wit a red flash, your named ally looks slightly more muscular
Cand heavily built. He seems to quiver with anticipation of conting
‘action.

The spell grants the subject a +2 enhancement bonus 1o
, Dexterity, and Constitution. All the usual benefirs
better modifiers apply: attack rolls, melee damage rolls, hit
ts, and so on.
Truenane Component: When you cast this spell, you must
cotlyspeak the personal truename of the creature you're
enting.

. OF THE ARCHRIVAL

onents: V, 5, T

Duration: { minute/level
Saving Throw: See text
Spell Resistance: No; see text el
¢ ]
As you complete the spll and pronovnce the truename, a silvery
shimmer is faintly visible in the area you indscated, which pulses
angrily if your fruename foc comtes near.

This spell protects those within its area against a single
named foe, doing so in three ways,

First, the area is forbidden to the crearure T musr make
asuccessful Will save to enter {1 by any means (movement,
teleportation spells, and so on. Ifit fails its Will save and was
endeavoring to use a teleportation spell to enter thearea itis
shunted to a random open space on a suitable surface within
10 feet of the pratected area. 1f no free space is available
within 10 feet, the spell simply fails. The creature can try 1o
enter the area only once during its turn, but can continueto.
try on subsequent rounds. Even if the named crearure gets
inside the barrier, the other aspecis of the spell funcrion
normally,

Second, all creatures within the area gain a +4 deflection
bonus to AC against attacks from the named crearure, and &
4 tesistance bonus on saving throws required by the named
creature’s spell effects and special attacks.

Third, the barrier blocks any attempt 10 possess or exercise
mental control over those within the spell's area by the
named creature, including enchantment (charm) effects and
enchantment (compulsion) effects that grant ongoing control
over the subject. Bane of the archrival suppresses these effecs
for the duration of the spell oras long as the subject remains
within the spell's area.

Trugname Component: When you case this spell, you must
correctly speak the personal truename of the creature you're
protecting agains.

BECKON PERSON
Enchantment (Compulsion] [Mind-Affecting]
Level: Bard 1, sercerer/wizard 1
Components: V. 5, T
Casting Time: 1 standard action
Range: Medium (100 ft. + 10 fi./level)
Target: One humanoid creature
Duration: 1 round; see rext (D)
Saving Throw: Will negates
Spell Resistance: Yes

With a evook of your finger and some spoken trienarmes, you wrge
a creatire dloser, The ereature’s eyes turn solid blue as it shambles
taward yoii.

This simple enchantment weaves truenames for ippruadn'
and 'closer” into a spell thar forces the subject to move ¢
o Yo
If you succeed on the Truespeak check and the ¢i
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each round ifable. The creature can choose its own path
and meansof locomotion, burilircan, it mustend irs rimat
least 10 feet closer to you than itstarted. The crearure defends
ltselfnmma]ﬁra.nd cantake whatever actions it likes, solong
as {t moves closer to you every turn. The crearure can move
toward you faster than 10 feer per round il it likes,

When the creature is adjacent to you, it acts normally
unless you move away. If you move away, it must move 10
feer per round closer to your new location if it can.

The beckon person spell lasts for at least 1 round, but it might

dsr longer if you excel at the Truespeak check (described
below).
Truename Componint: When you cast this spell, you must
orrectly speak the rruenames associated with movenient
“and approach. You learn these truenames when you learn
this spell. The Truespeak DC to cast this spell is 15 you add
2 rounds to the dutation for every 5 points by which you
 exceed the DC.

BECKON MONSTER
Enchantmenr (Compulsion) [Mind-Affecring]
Level: Bard 3, sorcerer/wizard +
Components: V, 8, T
Casting Time: 1 standard action
Range: Medium (100 1. = 10 fi./level)
Target: One crearure
Duration: 1 round; see text (D)

Saving Throw: Will negates
Spell Resistance: Yes

This spell functions like bechon person, except that the effect
is no restricred by creature type or size,

- BULWARK OF REALITY
Conjuration (Creation) [Force]
Level: Sorcerer/wizard 1
Components: V. §, T

Casting Time: { standard action
Range: Personal

Target: You

Duration: | minute/level (D)

Ygg'_ul!rr Your awn fruenawie, weaving ils power into a matvix

forai.

~ Alaintly glowing silvery field of force surrounds you, provid-
ing you with 4 +6 armor bonus to Armor Class.

Unlike mundane armor, the bubwark of veality entails no
armor check penalty, arcane spell failure chance, or speed
reduceion, Because the bulwark of relity is made of force,

incorporeal creatures can't bypass it the way they do normal

of force-tentacles that shimmer briefly, then descend around your

EXPUNGE THE SUPERNATURAL
Abjuration
Level: Bard 6, cleric 8, druid 8, sorcerer/wizard 8
Components: V, S, T XP
Casting Time: 1 standard action
Range: Close (25 fr.+ 5 fi./2 levels)
Target: One creature
Duration: Permanent
Saving Throw: Fortitude negates
Spell Resistance: Yes

Asyon cast thespell, a ghostiy, graspmg hand appears to reach inside
vour foe. pull out a black, clowdy niass before disappearing.

This spell functions as spurn the supernatural, except that its
effect is permanent and it eliminates only one supernatural
ability, no matter how high your Truespeak check.

Your target loses the chosen supernarural ability until'it
undergoes a ritual of renaming or is the target of 4 wish or
miracle spell. If the subject has & temporary supernatural
ability (such as those granted ta binders by vestiges), it
loses that ability, bur this spell does nothing to prevent
the subject from gaining the same or other supernatural
abilities later.

Trirename Component: When you cast this spell, you m
carrectly speak the personal triename of the crearure y
targeting.

XECost: 500 XP.

HIDDEN TRUENAME

Abjuration

Level: Cleric 6, druid &, sorcerer/wizard &

Components: V, 8, T

Casting Time: | minute

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

Target: One creature with an Intelligence score of 3 or
higher

Duration: 24 hours

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

You chant a pevsonal (ruename in an ever-quieler voice as you
slowly lower your hayd and erouch, trying Jo evase traces of the
personal fruename from the cosmos.

The subject gains protection from those who would use
ber personal truename for ill purposes, and a modicum of
defense against urterances that use more general rruenames,
The subject of a fidden trignnme spell gers a +2 bonus on
saving throws against urterances. .
In addition, those rrying to research the personal true-
name of a crearure protected by hidden truename take a -8
penalty on the Knowledge check requited to do so. (True-
name research rules are dersiled on page 196.)



* Range: Close (25 f. + 5 i

Truer

correctly speak the personal truename of the crearure you're
trying to protect,

HORROR OF THE SPOKEN NAME

INecromancy [Fear,
Level: Bard 2, cleric 2, sorcerer/wizard 2
Components: V, 5, T

Casting Time: | standard action

3 levels)

Mind-Affecting]

‘Target: One creature

Duration: 1d4+ rounds or | round; see rext
Saving Throw: Will parti
\ | Resistance: Yes

al

You practically howl the tri

ehame of youy foe, screaming with as

fiiich imposing hatred as vou can muster:

“Thes
ceeds on a Will save, it is shaken for 1 round. Creatures with
10 or more Hit Dice have immunity to this effect

Horror of the spoken name counters and dispels rem
fear.

Truename Component: When you cast this spell, you
must correctly sp

scted creature becomes [righrened, If the subject suc

k the truename of the creature you're

Largeting.

and everyone

e Component; When you cast this spe“. you must RITUAL OF RENAM'NC

Transmutation

Level: Cleric 8, druid 8, sorcerer/wizard §

Components: V, 5, T, XP

Casting Time: 1 hour

Range: Touch

Target: One willing creatire with a Intelligence score of
3 or higher

Duration: Instantaneous

Saving Throw: None

Spell Resistance: Yes (harmless)

Repeatedly waving your hand over the subject and repeating both
theold and the new personal trienanie, you magically meld thes

wiith the power of your-voice until the old wam

s Mo maore,

Wi

enemy hasa great degree of power over you. If your personal

en an archrival learns your personal truename, thar

truename spreads to other hostile force

might find yoursell uniquely vulnerable to their machi

tians, Only 4 vitual of venaming will give you a new persal
fruename.
Once complete, the ritual of renaming gives the targ

pers

anew
| truename that is known to the caster, the rarget

attendance. Anyone who previously used
research tes \m!uw.\'\e: page 196) 10 learn the targer’s per-
sonal truename will discover that the old rruename doesnt
swork anymore.

Truename Component: When you cast this spell, you must
male a successful Truespeak check to correctly spealk both

and factions, you

=

|
&

i
1




and the new personal triiename. 1f you fail the check, the
spell fizzles and you lose the XP.
XP Cost: 500 XE.

SCRAMBLE TRUE POSITION
Conjuration (Teleportation)
Level: Bard 1, cleric 1, sorcerer/wizard 1
Components: V. 5. T
sting Time: 1 standard action
Range: Close (25 £t + 5 f1./2 levels)
Area: 10-f-radius spread
Duration: Instantaneous
Saving Throw: Reflex partial; see rext
Spell Resistance: Yes

You utter truenames [or divections with groat vapidity as you
gesture toward where you've casting the spell. With a sizzle and
a flash, those within the spell's yadis disappear, then seappeay
somewhere nearby.

The scrantble true position spell can wreck an enemy's care-
fally constructed defenses or highly regarded plan of attack
by randomly moving them around. You can't conirol where
your enemies reappear, but they might fall off o precipice or
wind up berween your rogue and fighrer allies.

When you cast the spell, make a single Truespeak check.
Then compare your result to the DC to mave each ereature:
15 + (2 x CR). If you meet or exceed the DC for 4 creature,
‘maove that creature 2 squares ina random direction using the
“rrgeted on square” partof the diagram on page 158 of the
Player's Handdbook. The scramble true position spell cant send
a treature into a square occupied by solid mateer or another
crearure, bur it can send a creature into a dangerous place
(inta lava or off a cliff, for example). Make the comparison
and movementin descending CR order. If multiple targers
have the same CR, the caster chooses the order in which
1o telocate them. 1f you can't move a atget 2 squares ina
particular direction, move it 1 square; or it disappears and
rappeah in the same square if relocation isimpossible

anmg their rrue locations disrupted with this spell can

isorienting for the subjects. Every creature that you move
W#lnhis spell (even those who reappear in the same square
ih#f{ started in) must succeed on a Reflex save or fall prone.

Truename Component: When you cast this spell, you musr

%mnly speak the truenames for cardinal directions and
movement, which you learn with the spell, This checle has
nio ser DC, but if your Truespeak check resulr is lower than
15 + (2% crearure’s CR) for the lowest CR creature in the area,
then scramble trite position has no effect.

Casting Time: 1 standard action

Range: Close (25 ft. + 5 fr /2 ]evels)

Target: One creature

Duration: Concentration, up o 1 round/level
Saving Throw: Fortitude negates

Spell Resistance: Yes

Youer make your hand into o grasping claw as you speak youy foe
Iraigrtame, stealing some of its supernatiral encrgy, which appears
s a nuntscule storm-cloud i your hand.

With this spell, you can remporarily suppressa supernatural !
ability possessed by the target creature. For the duration of
the spell, the target is unable to acrivate the supernarural
ability you have chosen, Exiraordinary and spell-ike abilities
aren'taffected by this spell.

If you succeed on the Truespeak check, you can suppress
one of the creature’s supernatural abilities, plus another
supernarural abiliry for every s points by which your result
beat the Truespeak DC.

Truename Companent: When you cast this spell, you mu,
correctly speak the personal truename of the creature you're
rargering.

TRUE BANISHMENT

Ahjurarien
Level: Cleric 8

- Components: V.T

Casting Time: 1 standard action
Range: Close (25 fr. + 5 fr./2 Jevels)
Target: One extraplanar creature
Duration: Instantaneous; see text
Saving Throw: None

Spell Resistance: Yes

You thrust you holy symbal al the creature as you speak its fruie=
name, sending 1t back whence o came i a swirl of flame and
brimstone.

This spells functions like the banishmen! spell, except that i
requires a successful Truespeak check to function and allows
no saving throw (spell resistance still applies, though)

The true banishment spell affects only a single creature, bur
there’s no Hit Dice limir other than the one implicit in the
Truespeak check DC,

Objects that the rarget hates, fears, or opposes don't grant
bonuses on the level check to overcome the creature’s spell
resistance,

1F true banishment is successful, the targer cannor rerurn
to the plane it was banished fram for one month per caster
level—unless it learns and correctly speaks the spellcaster's
personal truename, in which case the prohibition no longer
applies.

Truename Component: When you cast this spell, you st
correctly speak the personal truename of the creature you'
1rying 1o banish.




ion: 1 round/level

ing your eyes fo Theshies, you speak your own bruename to your
on deity, asking for protection as your mission takes you mto
swway. A golden coruscation surrounds you.

i pirayer of fhe chosen grants you @ 43 Insight bonus on
g throws and 1o Armor Class. For the duration of the
youare protected by the power of your deity, who gives

divine insight into the threats you're abour to face.
uename Comportent: When you cast this spell, you must
thyspeak your personal rruename.

UE PRAYER OF THE FAITHFUL
smutation
I: Cleric 2, paladin 2
| Mnems: V,DE, T
| g Time: | standard action
Range: Close (25 ft. + 5 ft./2 levels)
] Target: One or more Credrures, no two of which are more
than 30 fi. apart; see text
Duration: | round/level; see text
Saving Throw: Will negates (harmless)
ipell Resistance: Yes (harmless)

Ransing your eyes 1o the skies, you conzentrate on @ brief prayer
dsing the true language of the univevse, sing truename power
* to sk for the favor of your patvon deity. A flashing, brassy mole of
“gitergy spins araund those you farget.

When you cast friee prayer of the fasthfil, you ask your patron

deiry to give your allies (possibly including yourself] a

‘measure of divine aid. The subjects of this spell gaina +1

Juck bonus an artack rolls, wetpon damage tolls, saves, and
(skill checks.

his spell automarically affects a single target if you suc

ad on the required Truespealk check, But the higher your

espedk check result, the more creatures you can affect

below).

Trignanic Component: When you cast thisspell, you must

ectly spealca truename associated with your deity. You

v this traename when you learn this spell, 1t's not your

truename, but 4 rerm associated with divine assis-

“The Truespeak DC is 20, and you can have the true

ey of the faithful affect one additional creature forevery s

ats by which you exceed the Truespeak DC. In addition,

ain ah extra round of duration far every personal true-

of a targer creature you speak during the casting ofthe

spell; your patron deity is berter able to identify a
vour friends if you tell the deity their personal truenan

TRUENAME BINDING
Conjuration (Calling)
Level: Sorcerer/wizard 7
Components: V. 5, T, XP
Casting Time: 10 minutes
Range: Close (25 fi. + 5 [1./2 levels); see lesser plonay binding
text
Target: One elemental or outsider of CRA0 o less
Duration: Instantaneous
Saving Throw: Will negates

Spell Resistance; No and yes; see lesser planar binding—

ext

This spell functions Hke lesser truename binding excepe that

you can call a single crearure of CR 10.or less.
XP Cost: 200 XP.

TRUENAME BINDING, LESSER

Conjuration (Calling]

Level: Sovcerer/wizard §

Components: V, 5, T, XP

Casting Time: 10 minutes

Range; Clase (25 fi. + 5 ft./2 levels}: see lesser planar binding
text

Target: One elemental oroutsider of CR 6 or less

Duration: Instantaneous

Saving Throw: Will negates

Spell Resistance: No and yes; see lsser planar binding
text

With a flourish af your hands, the creature appears in the magie
prap you have laid, You threaten 0 with the power of ils personal
trugname, and it hangs ifs head as it agrees to perform a service
oi your behalf.

This spell Functions like lesser planar binding, except that you
cancallasingle crearure of CR 6 or less, and you must know
it persanal truename to call ic

Once you demanstrate mastery of that truename with a
successful Truespeak check, you can compel the ereature
to perform a service an your behalf. 1f you roll 4 1 an the
‘Truespeak check required by this spell, the creature breals
free of the binding and can escape or attack you.

The creature gets its Will save and spell resistance as
normal for lesser planar binding. If the creature doesnat break
free, you arrempt to compel the creature to performa service
nat with opposed Charisma checks, but with the Truespeak
check you made when you castthespell. The bound ereature.
opposes this check with eithera Truespeak check, saying its
wwn personal truename, or a Charisma check. " *‘.

1f you can assign an open-ended sk, such as ‘defend
me against attack.” the service lasts. for one day. O ¢




P
-
requested service is performed, the creature need only so
inform you o be instantly sent back whence it came. You can
extend the cregture’s duration of service with a particularly
high Truespeak check. For every 5 points by which your
‘Truespeak check (made when you cast the spell) exceeds the
creature's Truespeak or Charisma check, the duration of the
creature’s service is extended by one additional day,
Truename Component: When you cast this spell, you must
! carrectly speak the personal rruename of the rarger creature
,. , you're irying to bind to service.

: -pf—- KDL 100 XP,

k-
TRUENAME BINDING, GREATER

“Conjuration (Calling)

Level: Sorcerer/wizard 9

Components: V, 5, T, XP

Casting Time: 10 minutes

" Range: Close (35 fr. + 5 ft./2 levels); see lesser planar binding
text

Target: One elemental or outsider of CR 14 or less

Duration: Instantaneous

Saving Throw: Will negares

Spell Resistance: No and yes; see lesser planay binding
text

This spell funcrons like lesser fruename binding, except that
you can call asingle creature of CR 14.or less.
XP Cost: 300 XP,

TRUENAME DISPEL

Abjuration

Level: Bard &, cleric 8, druid 8, sorcerer/wizard #
Components: V, S, T

SAMPLE BINDING TASKS

The description of the planar binding spells on pages 261-262
of the Player's Handbook offers general advice on services and
rewards. No creature likes 1o be called with a planar binding or
truename binding spell. The spell creates a trap and contains a
strong efement of coercion. Whenever a command is ambigu-
ous; a bound creature will interpret it in the way most advanta-
geous to itself. Unlike a summaned creature, a bound creature
alsarhas a robust desire to preserve its own life. It will take risks
.jt must, but will try to survive, too. Impessible ar suicidal
demands are never agreed to.
ost truename binding and planar binding spells prove ef-
ficacious to the caster. The cost of the spell generally provides
sultable benefits, The rare occasions when a bound creature
cleverly circumvents the casting should be noteworthy events
with campaign relevance.
Here are some common sample duties.
Assassinate: The called creature might be ordered to kill 2
pimcuiar \nd:wdual Since most bound creatures don't have
forr gathering resources such as scrying spells
the caster must be able to give precise
& target and fts location.

UNNAME

b e KRt e~

Casting Time: | standard action
Range: Medium (100 fi. + 10 fr./level)
Target: One creature

Duration: Instantaneous

Saving Throw: None

Spell Resistance: No

By speaking alowd Hie pevsonal triename of your foe and pointin
with arm sutstretehed, you cause o gray haze to swirl avouund youe
target briefly. Then the haze dissipales, carrying your enemys.
miagic with i,

This spell enables you to see the sirands of magic surround-
ing your targer and selectively separate them. This functions
like the dispel magic spell, except thar it always rargets a
creature, youlearn the nature of each ongoing magical effect
currently affecting the target creature, and effects you want:
fo dispel dre auromarically removed (no caster level chuck
is necessary), 1f you succeed on the Truespeak check, you
can choose which effects you want 1o dispel, Thus, you
can eliminate harmful effects while retaining beneficial -
ones—ur vice versa.

Truename Component: When you cast this spell, you mus
correctly speak the personal rruename of the crearure you're
tavgering with teuename dispel.

Necromancy

Level: Sorcerer/wizard 9

Compenents: V, 5, T

Casring Time: 1 standard action

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

Target: One creature with an Intelligence score of 3 op
higher

Defend: Sometimes a caster wants 8 bound creature to
defend her or an ally against attack. Most often, the creatura
interprets this as attacking any creature that actively attacks the
person whom it is assigned to protect. [f several foes attack, the
bound creature usually chooses to take out the weakest of them
unless specific targets are designated. It won't attack a creature
that has not attacked the person it wards.

Deliver: A bound creature might be assigned to deliver an
Item or a message. Savvy casters give precise instructions about
the speed and method of travel.

Guard: Creatures often wind up having to guard an aréa
againsi intruders or thieves, Bound creatures find duties such
as this to be the most irksome, due to their open-ended nature.
They often amuse themselves with thinking up ways to circum-
vent theirorders. For instance, Blish, a water mephit, was bound
to guard a particular raom in a dungeon. The room happened
to contain a great deal of gold. Blish chose to negotiate with an
adventuring party that contained a distantly related mephling.
Blish tossed all the gold out into the corridor and didn't attack
the adventurers, who agreed not to enter the room, but instead
ta hunt dewn the spellcaster who bound the little mephit.

e S



ation: I nstantaneous
g Throw: Fortitude negates
ell Resistance: Yes

rammg utterlystill for o moment, you clench your fist and speak
s 0f such patency that the creature you name simply ceases fo
sk Thera's no five; no flash, und no corpse. 1t's as if the ereature
mamied never existed i he first place.

ith this most powerful of spells,
u erase 4 subject’s trucname
om existence itself. The
thing the subject ever
pars {5 your voice witering
tuename—then nothing
roblivion. Irems worn, held,
carried by the crearure are
gewise obliterated with no
allowed.

- Creatures killed with an
Cunname spell are difficult to
gestore (o life (see The Unnamed
sidebar).

~ Mruename Component: When
you cast this spell, you must cor-
rectly speak the personal truename of
‘the creature you're trying to erase from

ﬂl-'mnsmutaliun

Level: Druid 4, sorcerer/
wizard 4

Components: V, 8, T

‘Gasting Time: | standard ﬁ

- action '

Range: Close (25 [t 4

- 5 fr./2levels)

}'htget: One creature

Duration: 1 round/level

UNNAMED
Returning a creature 1o life after it has succumbed to an
rname spell is difficult to accomplish. Resurrection isn't
'l:_in without a body, and the soul has been expunged as
is spell alters reality itself so that the named creature
annot live; without a truenarne, its existence would violate
| the fundamental laws of the universe
In a 2-hour-long ceremony, a succession of spells needs
!be st. First, you perform a ritual of renaming to create a
ew personal truename for the creature you're trying to bring
from unnaming (this is an intentional exception to the
described in the ritual of renaring spell}. Then a true
ection spell must be cast to restore the soul (withits new
rsanal truename) and life to the new body.

=

Unname reduces a mind flayer
- fo nothiugress

Saving Throw: Fortitude negates. then Will partl
text

Spell Resistance: Yes

Uldatons and ionsense syllables cascade from yourmouth as you

ftentionally visproniree your enemy’s truename. Your fou's flesh

takes on a gelatinous state and starls lo fuse together, fovming o

bloblike figre where your encmy once stoad,

This spell functions as palymorph,

_ except that you change the subject

‘ . intoa horrid form asits features

L b melt into only marginally
Qt L recognizable protoplasm.

~ . The subject hecomes
an aberration with 10
Strength, 10 Dexteriry,
and 10 Constitution,
Its new form has a ¢
attack appropriate fora
creature of its size (see
Table -1 on page 296

of the Monster Manual},
a speed of 20 feet, and
no ather extraordinary or
supernatural abilities.
Ii the spell succeeds, the
subject must also make a
Will save. Ifthis second save
fails, the creature lases its
extraordinary, supernatu-
ral, and spelldike abilities,
and loses its ability to cast
spells (if it had the abiliry)
for the duration of the
spell.
Regardless of the second
save, the subject still
retains its class and level (or Hit

Dice), as well as all benefits derived
therefrom (such as base atrack bonus,
base save bonuses, and hit points). It
retains any class fearures (other than spellcasting) that
aren’t extraordinary, supernatural, or spell-like abilities,
The subject has the same limbs it did before the wanp
truename spell, so it can still manipulare object and use
equipment. The subject can still speak, albeit in a gurgling,
pained voice.
Incarporeal or gaseous crenrures have immunity 1o warp
truename, and a creature with the shapechanger subtype
(such #s & lycanthrope or o doppelganger) can revert to its
natural form as « standard acrion,
Trieniame Component: When you casr this spell, vou must
correctly speak the personal truename of the creature youre
trying to warp.




'WORD OF GENESIS
‘Conjuration (Creation)

Level: Clerica

Components: V, S, T, XP

Casting Time: Six days (8 hours/day)
Range: 100 ft, (see text)

Effect: A demiplane coterminous with the Aseral Plane.
centered on your location
Duration: Instantanenus

Saving Throw: None

Spell Resistance: No

From the silvery haze of the Astral plane, yow begin to weie tendrils
afmist s you speak wards of power. Floating in space, you begi to
construct veality anew with your words and gestures,

You create 4 finite plane with limited access: a demiplane.
~ Demiplanes created by thisspell are very small, very minor
—_planes.

This spell works best when cast while you are on the
Astral Plane (various spells allow access o these planes,
including plane shift and gatel, Casting this spell creates a
local density fluctuation that precipitates the ereation of a
demiplane.

At first, the fledgling plane has a 100-foor radius. Once
created, it grows by 1 fuot per week (approximately a s0-foot
increase in raliug peryear). Once your demiplane is created,
you can travel to it using plane shift or some arher spell or
permanent link that you arrange for separately.

You derermine the environment within the demiplane
when you cast word of genesis, reflecting mostany desire you
can visualize. You determine factors such s atmosphere,
water, temperature, and the general shape of the terrain.
This power cannor create life (including vegetation), nor
can it create objects or constructed elements (such as
buildings, roads, wells, dungeons, and sa forth. You must
add rhese details in some other fashion if you desire. You
can't ereate lingering magical effectswith this power; you
have to add those separately, if desired. Similarly, you can't
create 4 demiplane out of esoteric material such as silver
or uranium; you're limited 1o stone and dirt You can't
. manipulate the time rrait on your demiplane; its time trait
is as the Material Plane.

_ Once yourdemiplane is complete, you can cast the spell
again and agiin, each time increasing its radius by another
100 feet.

Truename Component: When you cast this spell, you must
«correctly speak the rruename of the place you're creating;
the Truespeak DC is s0.

XP Cost: 1,000 XE.

TRUENAME MAGIC ITEMS

ltems devored to rruename magic are relatively rare. Of
course, truenamers use all manner of wondrous items,
potions, atmor, and weapons, bur few care to devore the time
and effort tocreating items. The need for a reliable skill check
for charged items also makes rruenamers reluctant o risk
their time; money, and experience points when they mi h
fail. Indeed, even when truename items are made, their
narrow focus prevents them from having universal appeals

POTIONS

Any Lexicon of the Evolving Mind urterance of tst or 2nd
level cap became a potion. The creator, or team of creators,
must have the Brew Porion fear, know the specific urterance,
and make a Truespeal chieck at the time the potion is hrewed,
The potion will work only for crearures up to the CR the
Truespeak check wauld affect. These potions have standard
gp and experience point cests as described on page 284 of
the Dingeon Muster's Cuide,

This means that a characrer might create or buy a pation
that will not work for her until she gains a level or two, o
that be might be usable for only a shorr while.

-

SPELL TRIGGER OR SPEL

Serolls, staves, and wands are created o target a specific
truename. This means that a scroll might be crafted o work
against Zbavra the Witch-Queen, or & beneficial wand might
have Tordek as the rarger,

The scroll targeting Zbavra might prove worthless if the
Truespeak check failed to encompass her CR. Tordek might
become so powerful that the wand no longer can affect him
based on the Truespeak check. Few rruespeakers are willing
to bear the costs of such uncerrain items.

However; some do. These specially crafied irems can
become the obiect of quests for those whe want magic ta
overcome a powerful foe. Perhaps the player characrers know
that they will face Zbavra. They also might have ascertained
that one of her previous enemies was a truespeaker named
Gtharthan focused on destroying her. Legends speak of the
extensive preparations he made 1o defear the Witch-Queen
and how he soughr to ensure her destruction, even if his
personal efforts failed. The party might seck aut a repository
of Gtharthan's items, which includes some truename serolls
or u staff that targers the vile wirch.

Every truenamer with the resources to do s purchases an
amilet of the siluer fongue. Since making a Truespeak check is
sovitally important to the truenamer, the irem is an absolure.
must-have. A



AMULET OF THE SILVER TONGUE This massive tome contains hundreds of pages of ghick

¢ Anamulet of the silver tongue makes irs wearer berrer able vellum, but most of them are blank. Only twenty pages

| 10 pronoince words clearly and correctly—a key aspect still bear inscriptions. Each page contains the truenare
! 5, by

of the art of the truenamer of an owrsider or elemental of great power, even more:

Description: An amulet of the silver longue potent than those summonable by a

truename binding spell.

depicts a grinning face with an open mouth
Naturally, most are fashioned from silver
Many have a pin on the back and are used
la:

An amulet's functions are sub

It is said thar long ago every page of
this book was filled with a creature’s

15 4 cloa

name and description, but as the

creatures died, the corresponding
hour them went blank. Ou
ers and elementals
thar d

although wearers seem to enunciate their
wards more clearly, whether they're uttering
v
Prerequisite: This item funcriens for any
feature, bur only those wirh the Truespeak skill
B henefit from wearing it,
Acti
its bonus 4s long as it's worn.

es il

are erernal creat

Tes

fruenames or conversing normal not die narural deaths. so scholars

speculate thar they must have died in baude,

bura few wonder i being bound by the boak
might hav

aused more thz
to commit suicide.

1 DNE SU Teature

tion: An amulet of the silver lomgue provi

Activation: A page from the Book of True Binds

| —Effect: The lesser version of the amulet grants a 45 take 10 minutes to read aloud

Effect: Each of the twenty pages of the book

enhancement bonus on Truespeak checks, A grealer

b amulet of the silver longue grants a +10 enhancement "4 contains the rruename and description of a creature
banus of CR 15 to CR 20. Reading a page nloud summons
Aura/Caster Level: Moderate transmutation. CL 7th the crearure as if by a fruename binding spell. The reader can
Construction: Craft Wondrous Irem, glibness, Truespeak  negotiate with the creature using either a Charisma check
5 ranks (lesser) or Truespeak 10 ranks (greater), 1,250 gp or & Truespeak check. I the reader ralls a 1, the creature
{lesser) or 5,000 gp (greater), 100 XP (lesser) or 400 XP will endeavor to rake the book away or, failing thar, kill the

| {izreater), 3 days (lesserjor 10d eater reader

Variants: Divine spellcasters sometimes use vestments of
the silver tongue (+625 gp for lesserand 45,000 gp for greater)
Amulets ar
many wear pe

Weight: —

Price: 2,500 gp (lesser), 10.000 gp (greater).

problen for clerics and druids because sa

“Gradokrina'whoventenaa-hretheneth!”

—Utterance of breath of cleansing; delivered
! by Andrunika while caprured by the
Mummy Lords of the l;ly.h|

ARTIFACTS

The power and force of truename magic is contained

‘ several artifacts of incredible power
e

. BOOK OF TRUE BINDS

Thie Book of True Binds is a legendary item coveted by those

who practice rruename binding.
Description: The Book of True B

2 feet wide and 3 feer rall. The boc

be of maroon leather, embedded with silver, cold iron, and

ls is a massive tome

A s binding appears to
ddamantine runes depicting a vatiety of summoning cireles
PWhen held, the person touching

; the tome hears s
S fion of telepathic whimpers, screams, and wails of despair.
i

Book of Triwe Bindi

wofFy g A anfpf




orresponding to thar creature turns blank.
Aura/Caster Level: Strong conjuration: CL 20th
Weight: 30 It

TOME OF TRUENAMING

Several copies of the minor artifact known as the fome of
truenaming ave known ro exist, The book enables the reader
to learnand, if desired, change her own truename,

. Description: Bound with azure blue cloth, a tome of trie-
naming is asmall square book, measuring only a handspan
in diameter with only a few pages made of fine, transparent
onion-skin-fine paper. The paper appears to be filled with

Tame of trienaming

Activation: Despite its small size, a fome of truenaming
takes one week to read.

Effecr: To each reader, the book 52 perfect hiography of
his life. The volume reyeals ro the reader the most personal
and intimate derils about him and recounts every majorand
many minor events of his life. The effect of this is to reveal
1o the reader his personal truename.

Aura/Caster Level: Strong abjuration. CL 18th,

Weight: —.

TRUENAME MONSTERS

Truename monsters are physical embodiments of
Truespeech—living examples of the power of the primal
words of creation, Whether the result of some natural process
orthe result of some terrible perversion of Truespeech, these
creatures turn the power of utrerances apainst their foes,

Medium Outsider (Archon, Extraplanar, Lawful,
Good)

Hit Dice: 10d8+601105 hp)

Initiative; +1

Speed: 30 ft. (6 squares}, fly 80 fr. (good)

Armor Class: 24 (+1 Dex, +6 natural, +7 +2 breastplate),
touch 11, flat-footed 23

Base Artack/Grapple: «10/+16

Attack: +1 holy warhammer 117 melee (1d8+10/%3 plus
2dé haly)

Full Attack: +1 holy wavhanimer <17/412 melee (1d8.+10/%3
plus 2d6 holy)

Special Artacks: Urterances

Special Qualities: Aura of menace, damage reduction
10/evil; darkvision 60 fr., immunity to electricitym
perrification, magic circle against evil, spell resistanc
18, tongues .

Saves: Fort +13 (+17 againstpoison), Rel +8, Will +10

Abilities: Str23, Dex 13, Con 23, Int 22, Wis 16, Cha 17

Skills: Concentration +19 (+23 speaking defensively), -
Diplomacy +18, Gather Information +5, Intimidate +16;
Knowledge (arcana) +19 (+21 rruename researchj, Knowl-
edge (geography) +19 (421 truename research), Knowledge
(local) +19 (+21 truename research), Knowledge (nature)
+19 (+21 truename research), Knowledge (the planes) +19
1421 truename tesearch), Listen +16, Search +19, Sense
Maotive +16, Spelleraft 421, Spor =16, Survival +3 (+5 on
other planes, when following tracks, and when avoiding
getring lost or hazards in aboveground narural environ-
ments), Truespeak +27

Feats: Combat Casting, Enlarge Utterance, Extend Urter
ance, $kill Focus (Truespeak)

Environment: Seven Mounting Heavens of Celestia

Organization: Solitary or parrol group (2-8)

Challenge Rating: 9

Treasure: Standard

Alignment: Always lawful good

Advancement; 11-25 HD (Mediumj; 26-30 HD (Large)

Level Adjustment: +6

Before you hovers a faintly glowing, bronze-skinned woman, held
aloft by a doud of parchment papers that spread behind her like
wings. Eaclipiece of paper hias a different vine on it,



Word archon

The mlssmn of a wurd archon is to protect such noble

< concepis as "virtue," “goodness,” and “charity.” Using the

I

power of truenames, they travel far from Celestia to make

sure such words inspire the good-hearted everywhere—and
evildoers that face the wrath of 1 word archon's voice raised
agdinst them

Word archons believe thar truename magic is the most
pure and perfect form of expression, They treat it as some-
" thing sacred and holy. They view thase who pervert it, such
a5 logoleron devils and garblers, as hideous abominations and
will artack them on sight.

A word archon s dbout 7 feet tall and weighs from 150 1©

~ 200 pounds.

COMBAT
n - Awordarchon prefers to prepare the battlefield with a shock-
_Waw uitterance, then speak o reversed archer’s eye utterance
 to protect itself from ranged attacks before swoaping into
melee swinging its +1 holy warhammers. 1f foes are likely to
at before its righreous onslaughe, a word archon will
ort o reversed polent words of nurtiring to deal damage
 fom 1 distance.
. Utterances (Sp): Lexicon of the Evalving Mind:
~dth—potant woid of nurturing; 3xd—incarnation of angels;
archer’s eye. Lexicon of the Perfecred Map; tst—shock-
(DC 18), Truenamer levei Inlh

attack rolls, AC, and saves for 24 hours or until they.
fully hit the archon that generated the aura A creature
has resisted or broken the effect cannotbe affected ngahﬁwf
the same archon's aura for 24 hours. 1

Magic Circle Against Evil (Su); A magic circle against
evil effect always surrounds an archon (caster level foth),
The defensive benefirs from the circle are not included in
anarchon's statistics block.

Tongues (Su): All archons can speak with any creature
that has a language, as though using a longues -:pell (caster
level t4th). This ability is always active: =

Skills: A word archon is in touch with trueparne magic,
and receives a+5 racial bonus on Truespeak checks {included
incthe staristics above),

WORD ARCHONS TN EBERRON

Ward archons are part of the celestial host that batcles evil
on the barren plains of Shavarath, the Battleground, They

serve as soldiers and guardians of any noncelestial allies;

usually granting them the celestial template when engaged
in bartle,

WORD ARCHONS IN FAERON

Word archons live in the House of Knowledge. This plane
possesses a strong tie to truename magic.

Large Outsider (Baatezu, Evil, Extraplanar, Lawful)

Hit Dice: 15d8+105 (172 hp)

Initiative: +10

Speed: 20 fr. (4 squares), fly 40 fi. (average)

Armor Class: 34 (-1 size, +1 Dex, +13 natural, +11 +3 full
plate), touch 10, far-footed 33

Base Attack/Grapple: +15/24

Atrack: <2 thundering halberd <22 melee (2d8+7/23)

Full Attack: +2 thundering halberd +20/+15/410 melee
(2d8+7/%3) and +2 thundeving halberd +20 melee
(2dg+7/53)

Space/Reach: 10 fi./10 fr.

Special Attacks: Utterances, spel llike abilities, symbol of
pain, summmion baatezy

Special Qualities: Damage reduction 15/good, datkyision
60 fr., immunity to fire and poison, resistance to acid/ 10
and cold 10, see in darkness, spell resistance 24, telepathy
100 fr.

Saves: Fort+16, Ref +15, Will +14

Abilities: Str 21, Dex 23, Con 25, Int 26, Wis 20, Cha 17

Skills: Bluff <21, Concentration +25 (+29 speaking
defensively), Diplomacy +25, Disguise, +3 (+5 acting in
character), Gather Information +5, Intimidate +23, Knowl-
edge (arcana) +26 (+28 truename research), Knowledge
(dungeoneering) +26 (+28 truename research), Knowledge
(local) +26 (+28 truename research), Knowledge (nature)
+26 (+28 rritename tesearch), Knowledge (religion) =26




(+28 truename research), Knowledge (the planes) +26 (128
truename research), Listen +23, Sense Motive +23, Spell-
craft +28 (430 deciphering scrolls), Spot +23, Survival +7,
Truespeak +36, Use Magic Device +21 (+23 scrolls)
Feats: Combat Casting, Improved Initiative, Multiweapon
Fighting®, Obscure Personal Truename, Personal True-
name Backlash, Truename Research, Weapon Focus
{halberd)
Environment: Nine Hells of Baator
Organization: Solitary or cabal (1
= logokrowdevil and
1d3 barbed devils)
Challenge Rating: 14
Treasure: Standard
coins, standard
goods, double items
Alignment: Always
lawful evil
Adyancement: 16-33 HD
(Large); 34-45 HD (Huge)
Level Adjustment: —

This four-armed creature weays jet-black
full plate and curries a bloady halberd in
each pair of hands, Its wide fongue lolls
seveval feet out of dts mouth, vevealing an
eldrileh symbol fatlooed on il—n symbol
that s paimful fo look at.

Logokron devils epitomize evil, malice,
and scheming. They're clever creatures that
lay long-term plans and work steadily and
patiently 1o achieve them, They delight in
learning the personal rruenames of their
foes, then tormenring them or rurning them
into slaves.

Lesser devils, such as barbed devils, fearand serve
logokron devils. They perform all manner of services for the
logokrons, including spying, fighring, and evenmenial tasks
such as carrying messages. Most logokron devils have one
or more barbed devils in artendance avall rimes,

A logokron devil is about 10 feet rall, weighs about 600
potnds, and speaks Abyssal, Celestial, Common, Draconic,
Ignan; and Infernal

COMBAT
A logokron devil observes its foes from a safe distance if it
can, using minions to learn what its enemies are capable of.
Then a logekron uses reversed morale baost 1o force some
enemies 1o flee; while battering arothers with reversed crifical
words of nurburing:

Utterances (Sp): Lexicon of the Evolving Mind:
Sth—critical word of nurhiring (reverse only), preternatunal
ity (DC 20); 4th-—morale boost (DC 20); 2nd—hidden truth.
Truenamer level 15th.

Lsgokron devil

Symbol of Pain (Su): The tartao on the tongue of a
logokron devil is a continuously active symbol of pain (as the
spell, DE 20). All baatezu have immunity to 2 logokron devil's
symbaol of pain,

Summon Baatezu (Sp): Once per day, a logoleron devil
can artempt to summon 1d3 barbed devils or one ice devil
with a 75% chance of success. This ability is the equivalent
of a 6th-level spell.

spell-Like Abilities: At will—greater teleport (self plus'.

50 pounds of objects

only), major image

(DC 20).

See in Darkness
(Su): All baatezu can
see perfectly in dark-
ness of any kind, even
that created by a deeper
darkness spell.
Skills: A logokron devil
receives a +10 racial bonus on
Trnespeak checks (included in the
statistics above).

LOGOKRON DEVIL
SOCIETY -
Logokron devils are schemers?
who surround rhemselves with
minions, but regard other logok-
rons as rivals, They seek to learn
the personal truenames of powerful creatures-
(often powerful fiends and heroes from the.
Material Plane), then use their utterances o
bend these creatures to their will. Because
they are eager scholars in the discipline of
truenames, they often travel the Material Plane o
‘research” the truenames they know.

o

LOCOKRON DEVILS IN EBERRON
Logokron devils fight in the endless battles on Shavarach.
They can be mighty generals, bur they often focus on
conducting espionage and assassinating opposing leaders,
They particularly hate word archons and go to grear lengths
1o oppose them,

LOGOKRON DEVILS IN FAERUN
Logokron devils reside in the Nine Hells. Many venture
to Toril for the rich resources useful for furthering their
ambitions on Baator. Oceasionally, a logolron devil will take
up residence in Toril, either as part of a pact it makes or in
furtherance of its grander schemes.




CARBLER

Small Aberration

Hit Dice: 11d8+66 (115 hp)

AInitiative: +5
~ Speed: 20 fi. (+ squares), climb 20 ft.

Armor Class: 21 {#1 size, 42 Dex, +8 narural), touch 13,

flar-foored 19

‘Base Attack/Grapple: +8/+4

Artack: Bire +12 melee (1d6)
~ Full Attack: 4 bires <12 melee (1d6)
’ §pace/Reach: sh/sf.
‘Special Attacks: Random utterance, reverse utrerance
. Special Qualities: Blindsight 60 ft., immunities

wes: Forr +9, Ref +5, Will +8
Abilities: Str 10, Dex 15, Con 22, In 4, Wis 13,Cha 13
Skills: Balance 9, Escape Artist <9
~ Feats: Improved Lnitiative, Improved Natural Attack (bire)
Weapon Finesse, Weapon Focus (bite)

Environment: Underground
Organization: Solitary
Challenge Rating: &
Treasure: None
Alignment: Always chaotic neutral
Advancement: 12-16 HD (Small); 17-33 HD (Medium)
Level Adjustment:

A horrible, gibbermg mass of flesh and leeth babbles mcoher-
ently, An occasional word of power 15 almost discernible amid the
cacophony.

Agarbleris a nighrmarish creature that ruthlessly attacks any
living crearure thart irsenses. [t moves inan eerie, disjointed
manner, as it lunges several of its mouths in a direction, bites

at the ground or walls, and drags its body behind it

Scholars have yet to reach a consensus on the origin of
garblers, The most popular theory is thar the first garblers
o were embryonic gibbering mouthers warped by powerful
4 fruename magic.

A garbler is about 3 feer long and weighs 40 ta 50
pounds.

Garblers do norspeak orunderstand any language.
Even telepathy powers fail ro produce meaningtul
~ communication. They are quite insane:

OMBAT

garbleris blind, but it can sense
" foes nearby using its blind-
sight. Once it detects prey,
2 garbler rushes w artack
the pearest creature with its
“many, gnashing mouths

. Random Utterance (Su); Every round as a free action,
samid irs garbled babbling, a garbler speaks one word of
er. This urrerance affecrs one random rarget

d6  Utterance

1 Ocfarsive edge reiersed)
;“ orale boost

B Grr:n'l::r_sa_eeggt‘. z

“Spell rebirth

Preternatural clarity (re?er-s_ed)

Reverse Utterance (Su): As an immediate action, a
garbler can reverse any utterance from the Lexicon of the
Evolving Mind that it hears spoken within 60 feer. The
target remains the same; but o garbler uses thisabilicy when
reversing an utrerance would be advantageous to it. Thus, a
truespeakeer seeking to harm the garbler with a reversed word
of nurturing might inadvertently heal it instead. A garbler
instinctively knows how best to reverse an utrerance and

will never reverse a beneficial utterance that targets it.
Immunities: A garbler has immunity ro gaze attacks,
visual effects, illusions, and other attack forms that rely on
sight
Skills: A garhler never needs to make a Truespeak check
for its urterances.

GARBLERS IN EBERRON
Garblers are native to the plane of Xoriat, the Realm of
Madness, and gain the extrapl
Interestingly, a large number of them are found in Xen'drik,
sand other places of learn-
ned information pertaining

anar subtype in Eberron

often in ruins of ancient libra
ing, especially those that contai
10 truename magic.

GARBLERS IN FAERUN
Most garblers reside in the Underdark, wandering the
endless caverns. Recently, u few caprured specimens have
entertained the Red Wizards of Thay with new opportunities
for magical experimentation. The Red Wiz-
ards find rruename magic a distasteful
threat.

Garbler




2 6B

LOQUASPHINX
Large Magical Beast

Hit Dice: 11d8+44 (93 hpl

Initiative: +1

Speed: 40 fr. (8 squares), fly 80 ft. (poor)

Armor Class: 22 (1 size, +1 Dex, +12 hatural), touch 10,
flarfooted 21

Base Artack/Grap-
ple: +11/520

Attack: Claw +15
melee (1d6+45)

Full Attack: 2 claws
+15 melee (1d6+5) 1
‘and bite +13 melee a“‘
(1ds8+2) N

Space/Reach: 10 ft./5 fr. N‘?’-.

Special Attacks: Pounce, ‘:}‘) 3
rake, Truespeech inter- t h
rogation, urterinces

Special Qualities: Dark- =
vision 60 ft, low-light vision it

Saves: Fort +11, Ref +8, Will +7

Abilities: Str 20, Dex 13, Con 18,
TInt 22, Wis 14, Cha 15

Skills: Concentration +18 (+22 speak-
ing defensively), Diplomacy +18,
Knowledge (any two} 420 (+22
truename research), Listen +16,
Sense Motive 416, Spot 416,
Truespeak +24

Feats: Combat Casting, Lon Will,
Multiatrack, Truename Research

Environment: Warm deserts

Organization: Solitary

Challenge Rating: §

Treasure: Standard

Alignment: Always neurral

Advancement; 12-16 HD (Large); 17-33 HD
(Huge}

Level Adjustment: +6 (cohart)

Acrnsenlar; leonine creature with a strangely human

face vegards youwithuncanny mtelligence, tts large body is brown,
bl down itslength you see narvows, faind bands of black. Two large
feathered wings grow behind its shoulders, and 1l has eere green
ey When il opens its month, you have only o momeni lo regard
s daggerlikee teeth before it begins to speak—and you frel the
stritcture of the world begin to press in with bewildering rapility
on your suddenly fragile mind.

Loquasphinyes are rare creatuves, and they are avid students
of Truespeech. They spend most of their time in aeries on
desert plateaus or hills, studving the world around them

Logriasphisx

and adding to their Truespeech vocabularies. Mostly,
laquasphinxes seek 1o be left alone, but they can be roused
to pursue any rare collection of knowledge, whether books
ora partictlarly learned individual
Unlike some other sphinxes, loguasphinxes come in
both genders. They need not seek out an androsphing
or gynosphinx to mate, They are also connois-
seurs of good conversution, and many conflices)
with loquasphinxes have been averted by wise™
creatures that have been willing to share an |
interesting anecdote o1 piece of informarion.
Some loguasphinxes are even sought our for
their tremendous knowledge and willingness
1o identify magic items using their analyze
item utterance. Even the most friendly of
loquasphinsxes is typically unwilling to allow
anyone free access 1o its abilities, however,
and these creatures are commonly known
to accept large bribes—although bribes of
knowledge and information are more readily
accepted than those of gold or valuables. i
Aloguasphinx is around @ feet long and weighs
' berween 500 and 750 pounds, It speaks Common
g and up to sixother languages, which vary
wirh each individual loquasphinx.

COMBAT

A loguasphinx only usually
attacks when forced to do
so—ur if another creature has-
something it wants, whether
food, meney, or most especially, f-
information. It tends to begin

combat from the air, circling its
enemies at a range of 60 feet and
using urterances on likely targets
tosoften up its foes. A loquasphinx
keeps its truespeak interrogarion
ability active at all times, targeting a
different crearure each time one suc-
cumbs to the effect. If its utterances
prove to be ineffective, ar if a group
of foes contains a truespeaker capable of countering their
effects, a loquasphinx resorts to melee areacks,

Rake (Ex); +12 meles, damage td6+2.

Truespeech Interrogarion (Su): A loguasphinx is a
master of Truespeech, and bombards its prev with a confus-
ing barrage of riddles posed in the purest of languages. Each
round as a free action, a loguasphinx can pose a question
in Truespeech to a creature within 60 feet. Whether the
creature knows the answer to the question is irrelevant,
A loguasphinx's words, couched in Truespeech, are filled
with power, and if the target crearure does not succeed on

.




aDC 17 Will save, it is confused for 3 rounds. The save DC
is Charisma-based.

Acreature with ranks in Truespeak can attempt to coun-
| terspeak 1o negate the effect of this ability, as described on
| page 234. In addition, a creature with Truespeak can choose

10 make an opposed Truespeak check instead of a Will save,
‘ttempting to answer the loquasphinx’s question instead

of:;irnpiy resisting its patent magic.
I the creature’s check is higher
than that of the loquasphing,
Caris completely unaffected by
fruespeak interrogation.
Utterances (Sp): Lexicon of
Cthe Evolving Mind: 4th—spell
vabiith; 3rd—miodernte word of -
Bertng; 2nd—speed of the zephyr;
Lst—knight's pusssance. Lexicon
ofthe Crafred Tool: 2nd—agilate
—thital analyze tem. Lexicon of the
Perfecred Map: 1st—shock-
wave. Truenamer level 10th
Skills: Loquasphinxes
are naturally more in touch

with the truenames of the
world, and receive a +4 racial
banus on Truespeak checks
(included in the siatistics
nbove)

LOQUASPHINXES
| I\ EBERRON

Loquasphinxes inhabir
] the deserts of Xendrik.
A few can also be found

in the Blade Desert of the
Lf Talenta Plains. One half
ling tribe, the Ghatharon,
% formed an amicable alliance
B withaloguasphiny named Sther-
I avimalquararam. Word of
this passed at 1 gathering
of laths in Gatherhold, and
all Talenta halflings know to
respect (and avoid) loquasphinxes.

AR

BT

LOQUASPHINXES IN FAERUN

LanLmsphmxﬁ ate most commonly found in the deserts of
Mulhorand and Anauroch. According to rumor, they guard
several ruins in Raurin, the Dust Desert. Velaquateraturin,
4 7th-level loquasphing truenamer, makes its home in Anau
tochamong the Scimitar Spires.

Puinspeaker

Medium Undead
Hit Dice: 6d12 (39 hp)
Initiative: +3
Speed: 30 ft. (6 squares)
Armor Class: 20 (+3 Dex, +7 natural), touch 13, flat-
footed 17
Base Artack/Grapple: +4/47
Artack: Slam +7 melee 1d8+3
Full Attack: Slam +7 meles 1d8+3
- Space/Reach: s fr./5 fi,
Special Attacks: Utterance of pain
Special Qualities: Darkvision
60 fr,; undead traits
Saves: Fort +2, Rel +5, Will +7
Abilities: Str 16, Dex 16, Con
—, Int 6, Wis 14, Cha 15
Skills: Spor +11,
speak +17
Feats: Cleave, Improved Naru:
ral Artack (slam), Power
Artack, Recitarion of the
Eortified State®
Environment; Any
Organization: Solitary or
cabal (2-6)
Challenge Rating:
Treasure: Standard
Alignment: Always neutral evil
Advancement: 7-12 HD
{Medium}; 1318 HD (Large)
Level Adjustment: —

rite-

Uhis bwisted creature appears almosl
skeletal, so tight is its grayish flosh
drauwi aeross its bones 3

thatt its physical uppearance, however,
i its voiee, as of gibbers and coos i
the ancient rhythms of some forgotten

tongue. Each syllable is o vial touch
of unfettered evil, a veminder of pain long

forgotien.

Painspeakers are twisted undead creatures with sicken-

ing gray flesh drawn tight over their bones. They were once

humanoids who died with somé important message left
thather a courier who failed to deliver an entreary =
§ ailed to speak her hearr, or g.
a witness who failed to step forth and speak the truth. For ?
%

2 hopeful lover wh

these creatures, deathand the failure 1o speak were the same
anguish. Having risen because of the tortured words that
they failed to utter, painspeakets now give voice to their pain ol
in Truespeech, blighting the lives of others with the power
of the spoken word.




A painspeaker resembles the person it had been when
alive, Someone who knew the painspeaker before irs death
imight recognize it with a DC 20 Spot check.

A painspeak;r speaks the languages it knew when alive.

COMBAT

It the first round of combat, this foul creature speaks irs
vile utterance, vamiting forth its perversion of the power
of Truespeech. It then uses the Recitation of the Fortified
Stateand the total defense action to protect itself from harm
until it can use its utterance once more: Even when raking
the total defense action, a painspeaker moves aggressively
roward lighter armed and armored creatures, hoping w
~ force them into provoking attacks of opportinity when
they move away.

Utterance of Pain (Sp): Once every 3 rounds, 1 pain-
speaker can use a reversed moderate word of nurturing
utterance as a Gth-level truenamer. Unlike normal uses of an
~— utterance, thisability is not subject to the Law of Resistance,
so repeatuses inaday do notadd 2 to the DC of its Truespeak
checks.

Skills: Painspeakers have a <10 racial bonus on Truespeak
checks.

PAINSPEAKERS IN EBERRON

The Mournland is home to a number of painspeakers, many

vaire, painspeakers are rare, but they have been encountered
in all the Five Narions. No récord exists of any creature
exactly matching the description of a painspeaker before
the Day of Mourning, Many believe that the magnitude of
the tragedy—wwhich left so many words unspoken—creared
this new creature.

PAINSPEAKERS IN FAERUN

Painspenkers have a long history in Faeriin. They're rare
creatures; often connected o important events. Abour a
century ago, Ankandars, a beauriful sun elf cleric, officiared
over the temple of Sune in Waterdeep. Many ofthe congrega-
tion atrended services with the dual purposé of honering
the gaddess and appreciating the grace and beauty of her
cleric. One such parishioner was a shy ranger named Erdwin
the Silent. Erdwin spent much of his time in the wild, but
would often return to the ciry. Month after month, he tried
1o work up the courage o declare his devorion to Ankandara
but failed. During rhe last rage of dragons, he died when his
copper dragon ally went berserk. Erdwin's deep, undeclared
love caused him to return as a painspeaker. The dragon-
mauled corpse fought its way to the Temple of Sune, killing
several people who tried to stop it. It rampaged until the
commotion drew Ankandara’s attention, Upon seeing her,
itwhispered, ‘Ankandara, in truth it was you I came here to
“warship, not Sune,” and then crumbled 1o dust.

of whom died on the Day of Mourning, Elsewhere in Khor--

TRUENAME
ORGANIZATIONS

This section details two important arganizations associated
with truename magic

COLLECTORS
OF THE LEXICON

“Words are amoral. 11 s their speakers that are good oy evil.”
—Prekish Blackpennant

Founded by maverick illumians (from the Races of Destiny
supplement), the Collectars are hoarders of words, especially
words of Truespeech. They scour the planes for old tomes,
rirmars, and seralls, When they find a truename or truename
component, they add it to the Lexicon of Names—a defini=
tive and invaluable collection of truenames.

JOINING THE COLLECTORS
Anyone with passing interest in truenames can find a placi
among the Collectors of the Lexicon. Most collectors are true-
namers, though wizards, clerics, and monks also turn 1o the
Collectorsif they are committed to the organization's purpase—
orif they hope to gain something from the relationship.

EnNTRY REQUIREMENTS
Skills: Knowledge (history) 3 ranks, Truespeak 5 ranks
Feat: Skill Focus (Truespeak)

Though all Collectors work for the same ends, the group
features a variery of different roles, Diviners and some clerics)
locate various rreatises on truenaming, using spells such s
contact ofher plane, divination, and locate abject to rrack down
rare tomes. Rogues infiltrate protecred sanctuaries io borrow
or otherwise steal the informarion, while truenamers bring
to beartheiruncanny skill with truename magic ro learn and
apply the knowledge of the uncovered names ro the henefit
of the larger organization,

New Collector candidates must develop 3 modicum of
proficiency with the Truespeak skill The organization
L‘)\'PEC[S candidal‘es 0 master sevt'mf phmses o be uﬁﬂﬁ.ll.
Developing other skills, such as advancing magical skills, is
also a banus.

COLLECTOR BENEFITS
Being @ member of the Collectors provides access to dis-
counted goods and stores of information,

The Collectors have a diverse and well-funded constitu-
ency, so the organization charges its members 75% of the list
price for any magic irem purchased direetly from the group,
Inaddition, the Collectors pay a bounty on newly discovered
collections of truename lore, usually 50% of its value, bue.
sometimes up 1o 75%. i




ctor library as a resource gains a +1d4 circumstance
nus on associsred Knowledge checks.

YING A COLLECTOR

rything revolves around the words, all words—big words,
ewords, powerful words, Your job is to find them so your
npanions in the Collectors can use them. You wouldn't be
ng this if you didn't already have 4 love of language, but
 knew the power to be held in names?
_ The Collectors gave you a chance to play with names and
o track down an elusive noun, couple it with a power-
.and have a little fun alang the way. Each time you go
t-m find 2 name, it's both familiar and new. You've done it
d of times; but each time, you face new challenges,
threats, and of course, new words,

Collectors make extensive use of the Truespeak skill
'Lllﬂnging 1o bear an impressive arsenal of truename
effects. In all, Collectors engage in defensive battles,
ting just long enough to spiritaway the lore they
acqutired or to just simply survive to make another
attempt-at taking the information later. Those mem-
‘bers who are not truenamers use hit-and-run metics ro
allow truenamers, and other important members, to
‘make a quick escape. o

When they must fight, Collectors have 1 good mix
of members, often using two or more monks, 3
zogue, and a truenamer to anchor a unit. One
‘monk always pairs with a rogue to flank a foe and

~ enable the rogue o make use of sneak arracks. The

* Inlarger conilicts, fruenamer Collectors fight in

pairs, while monks and rogues ream up to elimi:
nate heavy hitrers. Spellcasters on the Collectors' side favor
Uefensive spells to protect the truenamers while providing
* enfilading fire to protect the melee combatants.

NCEMENT
e Collecrors are an open society, welcoming any who
d assist them in sequiring new secrets of rruename
agic, 1t doesn't matter if you're a full-blown truenamer or
dabbler—they will take you. Of course, they don't take
, saboteurs, or traitors, so they put you through a care-
ening process foassess your talents with Truespeak.
eeing these examinations is a Speaker, a high-ranking
mber within the group. IThe finds you worthy, he spon-
ur membership.
2 member, you gain the chain of knowledge, a fine
ithial necklace tworth about 500 gp) carved with illumian
{see Races of Destiny, page 53), The chain irselfis 2 symbol
v loyalty and commirment to the organization—selling
hain is an acrof berrayal, and the Collectars forever afrer

.

= ather monk protects the truenamerwhile he uses Symbol of the —Lorgoal Habsnath, Collector informant
* Truespeak 1o artack the remaining foes. Collectors of the
Lexicon

sezyou as an enemy. As a member, you are expected
missions, each more difficult thin the last, to recover
truename lore to add 1o the ever growing Lexicon. r
Being a part of the Collectors necessitates an understand 9
ing of Truespeak. Even if you don't advance in the truenamer
class, you should still devore ranks to the Truespeak skill.
Don't neglect movement skills; high ranks in Climb, Jump,
and Swim allow you to access well-protected lore held in
hard-to-reach places. Invest in magic items that conceal you,
aid in movement, and augment your Truespeak abilities.

MISSIONS
The Collectors send operatives to follow up on leads and
rumers of new sources of truename magic. At low levels,
much of what you do is investigate these leads, tracking
down loose bits of legend to locate a particularly
useful tome; talking with contacts, sympathizers,
and other agents who work on behalf of the arga- —
nization. As you gain levels and prove vourself,
the leaders ask you 1o undertake dangerous mis-
S10MS [0 retrieve texis containing various truenames.
The more success you have, the greater your prestige
and access to the organization's combined lore,

RESPONSIBILITIES
Members are éxpected 1o serve the interests of the
organization first, to embark on at least four mis-
sions a year-and to donare 10% of their treasure to
the cause,

COLLECTORS IN THE WORLD

“Good masters, the Colleclors, Sure, when i comes right
down ta it they're thicves. . . but then, wha isn'i2*

This organization is a useful mechanism for

introducing truenames into an ongoing campaign.
Perhaps the PCs recovered a wizard's spellbook that also
contains important truename elements the Collectors
want. The truenamers might try to purchase the spellbook:
or maybe even steal it. The Collectors could also serve asa
source of informarion. As sages, they are withour peer, well
versed in a variety of subjects given their broad exposure o
many different kinds of information, PCs can contactthem
fara variety of reasons, from looking for command words 1o’
activate magic items or finding the truename of a dangerous
nemesis,

ORGANIZATION

A group of illumian rruenamers abandoned their people's

way of life to develop a deeper understandifig of their origins.
To achieve their ends, they established a group to develop
a master language, a lexicon of truenames, Having access
to these words enables Collectors to draw upon an
ible resource and be the uncontested mumrsnfi.m
magic.




Leadership in the Collectorsis closed toall bur illumians,
thotigh they offer membership o characters of any race.
These membets oversee missions, serve as advisors to the
governing council, and manage the treasury and other
administrative departments.

The reason for the exclusion of other taces from the highest
ranks inside the group is that the illumian founders helieved
in o fundamental link berween their sigils and Truespeech.
Though the Cabals denied any connecrion, eatly illumians
rejected the beliefs of their people, setting out ta recover as
~many names as they could and complete an authoritarive
source of Truespeech. Other races cannot undersrand the
importance of their mission, and so the council conceals irs
_maotives behind a fagade of commitment to the study and
~furtherance of truenaming,

NPC REACTIONS

~ Mostsee collectorsas juse another [ringe group of spellcas
ers, driven by some esoteric need ro hoard old and boring
books. However, because the Collectors steal as often as
they buy, many scholavs.and wizard are suspicious, even
unfriendly, toward the group, and rebuff dealing with its
members. Truenamers, on the other hand, see the Collec
tors as 4 useful resource, so are often friendly. A truenamer
who has been the victim of a Callector theft is hostile and
artacks on sight.

COLLECTOR LORE

Characters with ranks in Knowledge (history) can research
the Collectors 1o learn more abour them. When i characrer
makes askill check, read or paraphrase the following, inchud-
ing the informarion from lower DCs.

DC 10: 1f you have astrange book, check with the Collee-
tors first. They pay premium prices.

DC 15: The Collectors are not to be trusted. If you won't
sell something they want, they will just take it from you.

DC 20: Collectorsare only interested in books conraining
Truespeech; they don't care one whit shour spellbooks.

Asuccessful DC 20 Gather Information check will reveal
if Collectors are present in any given communiry:

OLLECTORS IN THE CAME

- Collectors are always on the look our for new truenames and
ew information about Truespeech, so Collector PCs are
\ensy to incorporate into an ongoing campaign. The Collecror
“ean periodically meer with the leaders in the organization
. 1o exchange information or to turn over collected works
useful to the group.

1f one of your PCs is 1 Collector, make sure you include
plenty of hooks and leads for adventures that deal with the
goalsand motives of the organization. Provide clues to the
location of certain manuscripts or include triuenimes as part
an encounter’s treasure. At higher levels, the charncrer
have more responsibilities to the orpanization, perhaps
‘making decisions that affect the entire group. The PC

still adventures, though she should at least be rangentially
connected to the organizarion’s larger goals.

ADAPTATION
Collectors need not be connected to truename magic.
Instead, they could be after ancient arcane lore. In the
Engeron setting, this group could be a secr of the Arcane.
Cangress, searching the face of Ebetron for insight into thes
magic of different eras, possibly even looking into the calam-
{ty that created the Mournland, In the Forcotrey Reats
setting; the Collectors might be an outgrowth of the Red
Wizards who saw power in truename magic and therefore
acquire any information regarding Truespeech thar they can
get their hunds on.

SAMPLE ENCOUNTER
1f the PCs encounter a Collector in the middle of an adven-
ture, the Collector is likely to be on the same trail us they
are—hunting for the lost scrap of informarion. To make the:
most use of the Collectors, have the Collector suspect the
FCs have something important in their possession pivoral
toa particular phrase in Truespeech (regardless of whether
iris or is not). The Collector might approach the characters
and be willing to pay for the object. 1f they rebuff him, he’s
guaranteed 1o come back later and attempr to steal it.

EL 6: Prekish is a perfect agent for the Collectors. Awar
of the inner circle’s goals. he's commirted to finding a I
between Truespeech and the illuminn sigils. He steals
bribes, orkills to getwhar he wants. Use him asa continui
adversary and foil for the PCs.

PREKISH
Male illumian truenamer 6
N Mediurn humanoid (human)
Init +1; Senses Listen +1, Spot +1
Languages Comrmion, Draconic, Dwarven, Elven, lllumian

AC 15, touch 11, flat-footed 14
hp 23 (6 HD)
Fort +5, Ref +4, Will +7; +2 on saves against shadow spells
Speed 30 ft. (6 squares)
Melee dagger +3 (1d4-1/19-20)
Ranged +1 light crossbow +6 (1d8+1/19-20)
Base Atk +4; Grp +3
Combat Gear potion af cure light wounds
Utterances Known (CL 8th):
Lexicon of the Evolving Mind
Ird—energy negation
2nd—hidden truth, lesser word of nurturing, speed of the
zephyr
Ist—defensive edge, inertia surgs
Lexican of the Crafted Tool
1st—keen weapon

Abilities Str 8, Dex 12, Con 10, Int 16, Wis 13, Cha 14

SQ final utterance, glyphic resonance, knowledge focus,
known personal truename, luminaus sigils, power sigils
(Krau, Maen)

Feats Combat Casting, Great Fartitude, Skill Focus

(Truespeak), Truename Research*®

#New feat described on page 229.




oncentration +9 (#13 speaking defensively),
wledge (arcana) +17 (+21 truename research),
Knowledge (religion) +14 (+18 truename research),
Tmespeak +20, Use Magic Device +5
essions combat gear plus mithral shirt, dagger, +1
light ¢rossbow with 20 bolts, lesser amulet of the silver
tongue®, cloak of resistance +1, 100 gp
*New item described on page 263

—Religard, Philosopher

ngmakersareagroup of truenamers and philosophers
o exist to form the ultimate government. They hape 10

d a person worthy. in their eyes, to establish a new law,
one that unites the idea of just government with those that
currently exist. This person, they believe, will rule as a phi-

losopher-king and found the perfect system of rule. Under
his benevolent guidance, all suffering, war, and calamiry
 willend.

As adventurers, kingmakers often secretly watch those
“whom the arganization thinks have the potential to be true
tulers. PCs who are Kingmukers might be ussigned to keep
4 young princess safe or rescue prince who's been captured
in battle. It's possible the Kingmakers might secretly be
watching one or more of the PCs, ready to provide assistance

~ when things look dire, or perhaps subtly ‘testing” them with
periodic challenges to see if they're truly worthy.

OINING THE KINGMAKERS
Being a kingmaker requires a logical mind, an appreciation
fororder, and dedicarion to the idealsset forth by their found-
ers. Most kingmalkers are lawful truenamers, bur their ranks
include monks, palading, wizards, and clerics.

ITRY REQUIREMENTS
lignment: Any lawful
kills: Knowledge (nobility and royalty) 6 ranks, Truespeak

Truenamers lead the Kingmakers, guiding the members
tdl the acrualization of their mission. Wizards—often
rs—and clerics nse divination spells o follow
d].lnes and carefully guide prospective rulers toward
hilosaphy underpinning their organization. Combat-
nted characrers, such as monks and paladins, instruct
ing aristocrats in the battle, while teaching them w apply
discipline learned through combat forms roward their

as leaders.

o join the Kingmakers, you need an understanding of

theories of Truespeech, represented by some proficiency
the Truespeak skill. You also need o be familiar with
loadlines and the relationship between various noble

various kingdoms interact, Once you join the K|

ers, you are assigned 1o an advisor, usually. ane

member; and assist her in the development of taf young aristo-
crats, learning how to guide without lecturing, howto reach
and instill the lessons of just rule without preaching, When
adequately prepared, you are free to enter che world in search
of your own king.

KINGMAKER BENEFITS
The Kingmakers are a wealthy and privileged organizatio
recognized by the lords of many lands as sourcés of excellent
and honestadvice. As a result, Kingmakers must do their part
to gnsure that the reputation of the organization remains
intact while carefully furthering their agenda. =

Kingmakers with a position in a noble's court receive a
stipend of 100 gp per month. Those nor serving a noble or
other prospect in particular receive 50 gp per month from
their organization until such time that they entera lord or =
lady's service. The organization expects the money to keep™
the kingmakers ar an aceeptable comfort level, providing
adequate funds for food and clothing appropriate 1o their
station.

The kingmakers keep extensive records on linenges of
the various noble families. Kingmakers who access this
information receive a+4 bonus on Knowledge (mobility and
royalty) checks. In addition, wizards and clerics in service
to the Kingmakers provide free divination spells as long as

~ they relate to the particular noble a character serves.

Since many lands recognize the wisdom of the Kingmak-
ers, few lords refuse members of the groupfrom theircourts.
Kingmakers can immediately gain anaudience with nables
who are aware of the organization. Almost every noble
would like Kingmaker help, and hopes for the imprimatur
of worthiness that the Kingmalcers can provide.

When working with a particular aristocrat, a Kingmaker
usually gains a title equivalent 1o a count for the land's
equivalent). In some cases, these titles come with lands and
perhaps even a house, though not always (it depends on the
nation's wealth and available lands).

PLAYING A KINGMAKER

You have access to the innerchambers of the most important
people in the land. You have a ruler's ear and can influence
her actions, guiding her to become a better monarch. Even
with this great power, you are never tempted to exploit the
relationship you have with your liege toattain power, weallh
and status, for these are not your goals. Rather, you want
all people to live well. Ta achieve this end, you must find a
proper leader,

It was 4 great honor to be accepted by the Kingmakers.
You spent years researching genealogies and the language of
Truespeech, all to gain a place among those you spent your




the patience 1o persevere,
COMBAT
You are not necessarily a warrior—you are an advisor and
an agent. You leave battles to those trained to fight them
Let the court wizard deal with the conjured demon and the
guards handle the unruly guest. Your duty is to guide your
assigned noble to reach his potential—whether thar potential
ismet on the bartlefield or in the halls of power, Of course,
‘should the guardians fail, you are willing to sacrifice every-
thing—your life if need be—to protect your charge.
During an attack, your first objective is 1o make certain
. yourcharge is safe. You direct your allies to the best posi-
ons 1o keep the noble safe from harn. Keep abreast of
developments in combat. Should an apening appear in the
lines of defenses, you can be sure an assassin will try 1o take
_ advantage of ir.

ADVANCEMENT

You thought you knew everything there was 1o know abour
the business of politics, kings, and law. How foolish you
were. Soon after acceptance, you began the gauntler (what
the Kingmakers call initial training). Every day, yourinstruc-
tors expected you to recite the family trees of all the major
families relating to your upcoming assignment, Jdescribe
the lines of suceession, and detail how the law applies w
the aristocracy. Bur that's not all. Once you prove you haye.
the basics down, your advisor starts work on the inrricacies
al Truespeech and how it applies to heady concepts such as
justice, orde, law,and honor. You have to exhibit mastery of
these theories before they send you 1o your charge. Failure on
yourpartduring the gauntler means losing your membership
in the Kingmakers altogether.

Once you graduate, you move on to your assignment,
Though you know betrer, it seems as if this spoiled brat could
never possibly be of any importance to the Kingmakers,
The child (they're always children) pays no attention to you,
ignores your lessons, and pretry much refuces everything
you say. In time though, your charge matures and rurns o

- you as # trusted friend and confidant.
- Partof whatitmeans towork in the court of a lord is to be
_gware of intrigues and developments before they oceur. Don't
shirk your Knowledge (nobility and royalty) skill. The more
you know, the betrer prepared you are for the unexpected.
uHun:l Diplomacy are also vital skills for your job, and
ﬁ&h lyingand friendly conversation fail, it's good o have s
 fewranksin Intimidate as well. Even with all the importance
on interpersanal skills, Truespeak is your most important
skill. High ranks and continued development in truename
magicallowyou to protect your charge even when the guards,
court wizard, and all ather safeguards fail.

P, M@SIQNS
wukl seem Kingmakers spend all their days following
nmen;s,lecrunng adyising, watching, and under-

taking a slew of ether mundane marters. This is only part of |
being a Kingmaker. Often you have 1o get your hands dirty.
You might have to follow up on a lead about a particular
conspiracy or find ature for a poison that somehow slipped
past you and now threatens your pupil. As the young lord
grows into his posirion, you might be a part of a delegation
to another nation, perhaps serving as an envay or maybe:
even 2 spy. .

KINGMAKERS IN THE WORLD
“Honestly? | don't trust them, Kingmakers sevve far too many
masters for any one of them to be layal to my son.”

—Duke Harold IV

A Kingmaker is useful in many ways in your campaign.
She can serve as an NPC advisor to noble-born PCs or as a
counselor toan important and influential lord. A Kingma!
might serve asa portal to gaining a particular lord's ear, oras
4 barrier, screening access and preventing anyone she does
not trust from contaminating her charge, Whether as ally;
or nemesis, a Kingmaker is a petfect addition for any game
fearuring borh truename magic and the courrs of nables.

ORGANIZATION

The Kingmakers work clasely together to manage bloodlines
to produce the ultimate ruler. All members report to the
advisors—representatives of the larger body thar dictate
whar the group does—bur the sheer variety of narions,
nobles, and bloodlines occasionally creates internal tension
s members advising one assignment come into conflice with-
orher members and their charges. ;

Kingmakers rarely meet a member of the organization's
ruling body. They are so remote and removed from the ag
that many Kingmakers wonder if this leadership even exists,
despite assurances to the contrary by the advisors. Doubters
exist even among these higher-ranking agents, for no advisor
has ever met a founder, either,

Legend holds the Kingmakers were founded in response
to calamity resulting from the ambition of bellicose lords.
Haying witnessed the desrrucrion of all the nations involved
inanancient war, a group of philosophers, theologians, and
prominent leaders met 1o find 1 way to prevent such conflices:
fram occurring again. The scholars studied the lore of their
faiths and brilliant minds of previous generations, but it was
1o 1o avail. They could not agree on a selution, for it seemed
in humanity's narure to argue and squabble, Disgusted with
themselves and their failures, the thinkers readied to leave,
when one among them spoke. “The problem lies in achieving
a consensus. True decision can only come from one voice.”
Naturally, the rest argued, claiming what the speaker pro:
posed was tyranny, an injustice of the worst kind. But others
saw value in this ideal, and so they concluded thar what the
world needed was a uniring figure, an individual who could
draw all the civilized nations together and bind its virious
outlooks under one rule of law. The question then becam



Kingmakers were founded,
. Overthe following centuries; the Kingmakers determined
he only way 1o avoid handing the world over 1o a tyran
ould be for thisruler to embody the ideals of virtue, justice,
evolence, and compassion. Not satisfied with character
its, they desired o monarch who would literally reflect
. ¢ ideals. The languages of the Material Plane, they felt
Seflected only & corrupted form of these traits—the words
‘;E&l not embady the absolute purity of the canceprs. As a
resuly, they embraced the use of truename magic w aid
their goals. The founders believed thar by enhancing their

t pure language in the multiverse, they could eventually
eve the ruler who embodied rhe ideas as purely as rhe
“Wwords in Truespeech.
The Kingmakers established themselves
e advisors 1a the noble-blooded descendants
~—from. the earliest families, serving as advisors
~ and consuleants, teachers and confidants,
Thtough their position, they could arrange
smarringes and alliances, all to serve the greater
end of achieving a true and lasting peace.
Yet as the founders realized; dissent and
conflictare human traits, and nor much can be
done to guell human instinet. So the Kingmak-
ers continue on as they always have, receiving
instructions from the inner circle, whoever
* they might be, through the mouthpicees of’
the advisors. Theories as to who really guides
the organization abound. Apologists claim the
council operites in secret to protect its leaders
identiries; while detractors suggest that no one is ar
the helm, or that whatever sends the Kingmakers

. People perceive Kingmakers with a mixed sense of respect

tempered with distrust. Naturally, the lord assigned to g
Kingmaker is friendly or even helpful. bur the same is not
always true with the orher members of the court, who are
typically indifferent. Such access as Kingmakers enjoy also
" breedsenvy, so they must endiire unfriendly stares and open
thostility. Common folk see Kingmakersas a force for good,
fighting tyranny and championing peace, and are usually

fendly.

L ithe Kingmakers' opposition consists largely of those
who stand in opposition to their goals, This group includes
‘those from uncivilized and warlike linds, especially savage
humanoids such ssores and goblinoid tribes, Such characrers
always hosrile. Strangely: elves and other free spirits tend
" tooppose Kingmakersas well, being unfriendly and refusing
o negotiate in their presence

KINGMAKER LORE

their "‘rd“'? is' ‘T:_ml‘ dark.lforcc nfing thegronpdor Ji:::::::‘::z( potential as furure rulers be quashed by the tempo-
R Einaievo.ent apEnai. rary difficulty or danger they face today.
NPC REACTIONS ADAPTATION

Characters with ranks in Knowledge (nobility and roy:
can research the Kingmakers to learn more about rheth
When a character makes 1 check, read or paraphrase the
following, including the information from lower DCs.
DC 10: Kingmakers are nothing more than highly placed
advisors with delusions of grandeur.
DC 15: Peace, harmony, and the true expression of human
ideals all motivare the Kingmakers, but at what price?
DC 20; The Kingmakers' true objective is to place a men-
arch of their choosing on the throne to govern'the warld.
DC 30: The Kingmakers receive their orders from an
unknown solirce. Not even their senior members have ever
metone of the group's leaders.

KINGMAKERS
IN THE GAME
Rarely do PCs have the opportunity or cause to
interact directly with the nobility, and soyou —
will find adding the Kingmakers 1o your game
is easy. Since few PCs are actually nobles, they
probably never knew the Kingmakers existed.
Furthermore, maybe the Kingmakers have
just assigned one of their own to the court of
a local lord.
Player characters who join this organization
probably have an interest in intrigues and poli-
tics. 1f a PC joins the Kingmakers, be sure 1o
allow that character opportunities (o exercise
status
Alternatively, the Kingmakers make useful
“cavalry™ if the PCs wind up over their heads. They
might have been warching the PCs for months or
years, and they aren't willing to let the characters’

Though the underlying sssumption is that the Kingmakers
are & human- organization, founded to advance humanity,
there's no reason this same organization couldn't also serve
among other races, such as the dwarves, but any lawful soci-
ety will do. You can also center the group in 4 single narion
or in a cluster of small nations or ciry-states, In thiscase; the
Kingmaker becames a unifier, perhaps striving to gathér
the various power groups to defend against an approaching
hotde or magical threar

SAMPLE ENCOUNTER
Kingmakers serve in the courts of lords rather than in the
heart of a dungeon or in the trackless wilderniess. When they
appose the PCs, they employ a number of tools to contain or
neutralize their enemies, creating diversions, misdirecting
their efforts with well-placed red hervings. An enemy King
maker is the spider in the center of the web, tarely acting
overtly and dealing with threats from afar.



e
EL 10; Count Religard serves in the couirt of a notoriously TRUENAME MAGIC
ood dike whose family has 4 storied history of just rule
f:d valor for generations. As the advisor to the duke’s now ADVENTURE SITES
flowering daughter, Religard screens her suitors, hoping
to find a match useful 1o the Kingmakers' plans. Secretly,
however, he works to unravel an alliance long held berween
the duke dnd the neighboring elf narion, plotting to start a
war to eliminate a particular family line believed to become
a problem in future generations.

The following locations are sdventute sites that focus on
truename magic. Each location is fully detailed, bur no
specific adventure hooks or plots are included, so you can
use each as you see fir, k

1 VAULT OF
~~ CounT RELIGARD CR10
1 Male human fighter 4/truenamer &

| | LG' Mediurn hurr!anaid Afew erumbling walls, eroded statues and columns, and the
- Init +3; Senses Listen +0, Spot +0 remnants of o few roads are all that remain of the Palace of
PRl zes Eomimioa; Discaaic, Siart, Princess Argent. Years ago, a foul and alien sorcerer named
AC 20, touch 10, flat-footed 20 Arik imprisoned the ladyand her beloved champion beyond
hp36 (1OHD) time and space, and cursed the place. Serving the dack
Fort +7, Ref +2, Will +8 p
- spelleaster was a despicable man named Catharandamus who
I __SPEEd 20 ft. 4 squares) worked to bring his master into the Material Flane. Though.

Melee =] battleaxe <13 /48 (1d8+5/x3) 2 £ ol ik e il d th Food o
Ranged miwk longhow #8'(1da/3) agroup of bold adventurers thwarted the curse, freed the.
Base Atk +8; Grp +12 princess and ber knight, and put an end to the spellcaster's
Atk Options Combat Expertise, Improved Disarm evil, the palace never recavered, nor did the lands around it
Combat Gear 2 potions of cure maderate wounds Over the decades since, earthquakes, rains, and time ook
Utterances Known (CL Eth): their toll, leaving lirtle bur a pile of rubble and a passage
LE!;C:;" Of”:;? Ev;nlv‘\nngj\_nd A into a hill on which the palace once stood as evidence that
rd—moderate word of nurturing S
2nd—hidden truth, perceive the unseen, strike of might anyfhmg i sloo}li hiere -
Little remains of interest to most rravelers, but the site sti

Ist—defensive edge, knight's pui ;
Lexi:on -of{:w:sg:miteg: Tono’tg ROBKEE holds many of the palace’s original guardians, to say nothin,

1st—fortify armor of the crearures claiming dry sections of corridor and old
Abilities Str 18, Dex 8, Con 12, Int 14, Wis 10, Cha 16 ruins. On occasion, some group of explorers examines the’
5Q knowledge focus, known personal truename place, explores a bit, but soon gives upafter finding nothing
Feats Combat Casting, Combat Expertise®, Improved forits efforts. However, something does remain—somethin

Disarm?®, Improved Initiative, lron Will, Negotiator, valuable to those with an interest in truenames. ‘
gull‘k DJE:V“. Skill Focus (Truespeak), Truename Catharandamus knew the power of names. A dabbler in
esearch™

rruenaming himself he became paranoid about his own,
fearing exploitarion ar the hands of his enemies should his,
name fall into their hands. In the dark days before the heroes

*New feat described an page 229
Skills Concentration +5 (<9 speaking defensively),
Diplomacy +10, Gather Information +8, Intimidate +11,

Jump —6, Knowledge (local) +9 (+13 truename liberated Argent, Catharandamus stored some of his notes
research), Knowledge (nobility and royalty) +12 inside a hidden vault to wait him while he worked to release
(16 truename research), Ride +6, Seiise Motive +2, Arik. But before he could bring his master through, he fell
Truespeak +23 to the swords and spells of Argent’s liberators.

Possessions combat gear plus +2 breastplate, +1 heavy stee Catharandamus did not rest for long; Arik punished him
shield, ”,b_ﬁr!"’c‘::' master\;urk ID':FE’DW with 30 for his failures, Arik animated the dead cleric, condemning.
arraws, clook of Charisma +2, gauntlets of ogre power, him to live a patheric existence as a ghoul until such rime as

~ lesser arulet of the silver tongue®, ring of protection +1
t SN aw itam de{cribed b page 263 g ofp someone consigned him to oblivion. For years, Catharanda-

‘ mus haunted the palace’s ruins, hiding from large parties and
preying on small ones to feed his insatiable hunger. Through

“Rheunao'ghatrineal’zaureki ekl it all, he maintained his fear about his name, so he spends
b4 P
most of his ritve in the vaulr with his notes, commitred o
—Urtterance of seize ifemn, protecting them for eternity.
delivered by Venadri I, the Usurper, The walls and floor inside the hill are all cracked masonry
t0 el The Crows of Serpents ontop of hewn stone. All locations are dark unless otherwise

specified. The air, while stale, is clean and breathable. Marked
doors are all wooden and unlocked. Secret doors are stone
and locked (Open Lock DC 28).
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dane application of oil of bless weapon.
 Spider Swarm (1): hp 9 MM 239.
- Medium Monstrous Spider (1): hp £1; MM 288,

ST ROOM (EL 2)
dusty room holds little more than bones. On the far wall is
roken lever, jutting out from a dark slot. Four lengths of chain
from a ring spiked in the wall about six feet from the floor.
neath them is o pile of broken bones.

‘the PCs enter this room, the heap of bones stirs, revealing
inhabitant: the skeleton ofa long-dead ogre. The skeleton
=

up from the floor and attacks.

OGRE SKELETON
' ME Large undead
: d; Senses darkvision 60 ft.; Listen +0, Spot +0

11, touch 9, flat-footed 10
hp 26 (4 HDA; DR 5/bludgecning

: imune. col
‘ort +6, Ref +0, Will +1

" Speed 30 {t. {6 squares)
’.‘Mulze2 claws +2 (1d6+5)
Space 10 ft.; Reach 10 ft.
| Base Atk +2; Grp +11
Ablities Str 21, Dex 10, Con—, Int —, Wis 10, Cha 1
' 5Q undead traits
Feats Improved Initiative

SECRET ROOM
thick layer of dust blankers everything in this chamber.
Inside are two masterwork chain shirts, alight steel shield, a
gsword, a light crossbow, and a case with 10 masterwork
Bolts. Otherwise, this room is empty.

CR3

'GREEN SLIME (EL 4)
The door to this room is open. Inside, a colony of green slime
(PME 76) grows on the ceiling. Dollops of goa stand on the
floor, quivering as they digest a few hapless rats, The far
efi-hand corner of the room holds the remains of a former
enturer, now green slime food. His +1 longsword remains
culously intact and still gripped in the corpse’s rotting

OREROOM
<mall room features dusty shelves along the south and
wills. The remains of wooden crates now serve as rats
evidenced by the holesin bases of the boxes. 1f the PCs
the crates, a swarm of rats boils out of the nests, This

is otherwise empty,

CRYSTAL STATUES (2)

(Open Lock DC 20). Inside isa semicircu.@mqm with an
aleove in the center of the east wall. Two statues, seemingly -
created from solid crystal, fill the alcove, Beyond them
stands an old deor. Another door stands closed on the
southwestern wall

The statues are actually guardian constructs. They actack
a5 soon as anyone enters the room,

P e _2‘4.
N Medium constructs
Init +0; Senses Listen -5, Spot -5

AC 14, touch 10, flat-footed 14
hp 31 (2 HD); Hardness &
Fort +0, Ref +0, Wil -5

Speed 30 ft. (6 squares)
Melee slam +2 (1d6+1)
Base Atk +1; Grp +2

Abilities Str 12, Dex 10, Con —, Int —, Wis 1, Cha 1
SQ construct traits

8. FOUNTAIN ROOM (EL 1)

Agoinst the east wall stands a small fountain, Lang dried up, fifth
and dust coat the bottom. Torn tapestries hang along the north
wall, and to the south, a few scraps of colored fabric suggest
another once hung there. Tie floor is filthy, consisting of @ mixture
of grit, dried mud, excrement, and tufts of fur. A deor stands closed
on the northeastern corner of this otherwise empty room.

The damage to the tapestries is too extensive for the likes of
1 mending spell 1o repair. The northern door opens toward
the PCs, triggeting a crude trap. Tied to the handle isa string
connected to a crossbow trigger. When opened, the door
pulls the string and rriggers the trap.

Crude Crossbow Trap: CR1; mechanical; touch trigger
(pulling the door); manual reset; Atk +10 ranged (1d8/19-20,
bolt); Search DC 20; Disable Device DC 20.

9. COLLAPSED HALL

This short hall-runs to the north where it ends in a rubble-filled
corridor. Situated right in front of the door to the south is o
crosshow mounted on a tripod. A case with nine bolts lies on the
floor next ta it. Though dirty, the hall is empty.

A character looking for tracks who succeeds on a DC t5
Survival check notes footprints in the dust all over this:
area. As with area 1, a successful check reveals they belang
16 one humanoid-shaped crearure, and that they were made’
within the last day.

A secret door is concealed in the east wall. A character
who succeeds on a DC 20 Search check finds.a-burton that
opens the door. 1f the PCs trigger the trap (see area 8, have
Catharandamus make a DC 12 Listen check, [f successful;
it hides behind a starue and atracks the first character who =

enters the room.
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- 10. THE VAULT (EL 4)

This raom holds four ofd and chipped statues. Each is of the same

humangirl, arranged in different poses. One knesls ceaching out

as (f 1o pet a small animal, another skips, the third has hee

stretching her arms over her head, while the last depicts her
o curtseying. The room stinks of ash and fire afong with darker and
more sinister smells. Bones—mnostly rat but some humanoid—
farn a pile underneath the statue of the girl kneeling, making it
seem like she is reaching for o bone,

This is the lair of the despicable creature Catharandamus.

iilden here; it fears someone will discover its truename

! and thereby gain power over ir. Worse, it has been cursed

14 with undeath, so it suffers from an insariable hunger. If it

sticceeded on the Listen check (see area 9), it attacks the

lead character from behind the nearest statue. Otherwise,

it shrieks with surprise and hastily begins 1o cast desecrate
before attacking.

~ CATHARANDAMUS CR 4
Male ghoul cleric 3
CE Medium undead
Init +3; Senses darkvision 60 ft.; Listen +3, Spot +&
Aura moderate evil
Languages Common, Abyssal, Undercommon
AC 17, touch 15, flat-footed 14
hp 32 (5 HD)
Resist +2 turn resistance
Fort +3, Ref +4, Will +9
Speed 30 ft. (6 squares)
Melee bite +7 (1d6+4 plus paralysis) and
2 claws +5 {1d3+2 plus paralysis)
Base Atk +3: Grp =7
Atk Options ghoul fever (DC 13, 1 day, 1d3 Con and
1d3 Dex), paralysis (DC 15), rebuke undead 5/day (+2,
2d6+5, 3rd)
Cleric Spells Prepared (CL 3rd):
2nd—death knell {CL 4th, DC 15), desecrate” (CL 4th),
sound burst (DC15)
\st—divine fovor, doom (DC 14), protection from good™
(CL 4th), shield of faith
0—detect magic, guidance, read magic (2)
D: Domain. Deity: None. Domains: Chacs, Evil.
A billti_es Str 18, Dex 16, Con —, Int 14, Wis 17, Cha 14
~ 8Q undead traits
[Feats Ability Focus (paralysis), Multiattack
‘Skills Balance +8, Climb +9, Concentration +5, Hide <8,
1 Jump +9, Knowledge (religion) +5, Move Silently +8,
. Spot +8, Truespeak +9
‘Possessions lesser amulet of the silver tongue*, ring of
protection +2
*New item described on page 263

11. LIBRARY

Shelves cover all four walls of this room, though all are
empty, their contents having long given way 1o rats and
‘aworms. A few tables and chairs are arranged haphazavdly,
“same tipped over, others broken. Also, blobs of wax and a
few broken candles cover the floor. A Althy fireplace stands

against the south wall, though the bricks and debris inside
suggest the chimney collapsed. A door stands in the center
of the west wall
Chatacrers examining the shelves who make a successful
DT 20 Search check uncovera short treatise on truenaming
that includes the personal rruenames of a chain devil, a babau 8
demon, and a succubus. This textisworth 500 gp to someone
interested in truenames (such as s member of the Collector
af the Lexicon; see page 270) Otherwise, this reom is empr
The door on the opposite wall opens toa huge rift creared by -
an earthquake that leveled most of the palace. A character: =
who succeeds on a DC 10 Listen check ar che door hears the
sound of whistling wind.

12. THE RIFT (EL 5)
Beyond the door is @ huge rift that travels north and south for
hundreds of feet. Seermingly bottomless, a cold wind blows up.
from below. Warse, inky darkness clouds all vision, turning to
absolute blackness just a few feet below the door.

The rift is 1 planar tear, a place where the Plane of Shadow *
touches the Material Plane. This rifi connects to Night- |
crawler Chasm. 1fone were to fall down the rift, he would fall =
through into the Plare of Shadow, falling up Nighrcrawler,
Chasm until the pull of gravity changes his momenrum,
causing him to fall back into the Rift. Thanks to the unusu
nature of the place, # falling character never slows, and un
some outsitle force acts on him, he falls forever, slipping
between the Plane of Shadow and the Material Plane. The
shadowbats roosting at Nighrwarch know this and occasion-
ally swoop down for 4 quick meal. v
Lurking on the walls just out of sight are three small
monstrous shadow spicers from the Plane of Shadaw that
crossed over in hopes of berter hunting. Characters spending
more than 3 rounds exploring the rift arrracr the attention
of these hortors.

SmaLL MonsTROuUs SHADOW SPIDERS (3) CR2
N Small magical beast (augmented, extraplanar)
Init +3; Senses darkvision 60 ft., low-light vision; Listen +0;

Spot +12

AC 14, touch 14, flat-footed 11

hp 1 (4 HD)

Resist cold 6, evasion

Fort =2, Ref +3, Will +0

Speed 45 ft. (9 squares), climb 30 ft.

Melee bite +4 {1d4-2 plus poison)

Base Atk +0; Grp -6

Atk Options poison (Fort DC 10, 1d3 Strf1d3 Str), shadow
blend

Abllities Sir 7, Dex 17, Con 10, Int —, Wis 10, Cha 2

SQ vermin traits

Feats Weapon Finesse”

skills Climb +11, Hide +6, Jump +8, Move Silently +9,
Spot +12




low Blend (Su) In any conditions other than full

daylight, a shadow creature can disappear into the

shadows, giving It total concealment. Artificial

¥ {llumination, even a light or cantinua! flame spell, does
‘not negate this ability, A daylight spell, however, will,

ISOLATED ROOM

e only way to reach this room is ro somehow climb across
face of the chasm (DC 20 Climb check). The original
e of this room is long forgotten, concealed now by
aps of rubble and debris that spilled down when the
quake shook the palace. A thorough search of the
uncovers a stash of 453 gp, a dented silver chalice
d with chalcedony stanes worth 150 gp, and a seroll
nston door.

SANCTUARY
The door to this room is locked and requires a successful DC
20 Open Lock or DC 25 Strength check to open.

TInside is @ square room, eerily preserved all these years,
onmininga deskand chair,a pairof bookeases, and an ormate
mm{alahm with six far purple candles. The desk drawers are
allempry, asare the shelves in the bookeases. The candelabra
i5 worth 120 gp and the candles are ordinary candles.

Catharandamus discovered this door was locked and
~ couldn't open it, so he left it alone. The PCs can rest here
without [ear of being attacked.

15. SHATTERED SHRINE (EL 3)

“The door ta this room is open. Though the room’s original
funcrion has been lost to time and the destruction wreaked
by the earthquake, it is now the lair of 1 particularly nasty
weterat named Corbus, who fled ro these runnels when the
people of his village rurned against him, He has an uneasy
truce with Catharandamus, and so long as Corbus refrains
From hunting in the ghouls territory, they ger along,

This room is filthy, even by wererat standards. Rubble and
~ debris mix with excrement and the remains of old meals.
Scraps of cloth, weaponry, and coins litter the place. If the
_ PCs stumble into the room. Corbus artacks. 1F reduced to
* hallhir poins or less, he changes into his dire vat form and
_i:nmbles down the side of the cliff until the PCs leave,

| Corsus (Human FoRrm) CR2
ale wererat rogue 1

Medium humanoid (human, shapechanger)

it +2; Senses low-light vision, scent; Listen +10, Spat +10
nguages Common, Halfling; rat empathy

16, touch 12, flat-foated 14

12 HD)

, Ref +6, Will +7

30 ft. (6 squares)

mwk dagger +3 (1d4/19-20)

ions curse of lycanthropy, disease (filth fever—DC 11,
d3 days, 1d3 Dex and 1d3 Con), sneak atiack +1d6

Corsus (Dire RaT Form)

$Q alternate form, trapfinding.

Feats Alertness, Dodge, lron WIII", Weapon Finesse® ‘.

Skills Balance +6, BIUff +3, Climb +5, Disgulse+3, Hide 7 o 1= S
Jump +4, Listen +10, Mave Silently +7, Search +5, ~
Spot+10

Possessions Leather armar, masterwork dagger

CR2
Male wererat rogue 1

CE Small humanoid (human, shapechanger)
Init +5; Senses (ow-light vision, scent; Listan +10, Spat+10..
Languages Common, Halfling; rat empathy

AC 19, touch 16, flat-footed 14
hp 11 (Z HD); DR 10/silver
Fort 4, Ref 49, Will +7

Speed 40 ft. (8 squares), climb 20 ft.

Melee bite +6 (1d4 plus disease)

Base Atk +0; Grp —4

Atk Options curse of lycanthropy, disease (filth fever—
DC 12, 1d3 days, 1d3 Dex and 1d3 Con). sneak attack
+1dé

Corsus (HyeriD FORM)

Abilities Str 10, Dex 21, Con 14, Int 13, Wis 16, Cha 8
SQ alternate form, trapfinding
Feats Alertness, Dodge, Iron Will", Weapon Finesse®
Skills Balance +9, BIuff +3, Climb +13, Disguise +3, Hide
+14, Jump +4, Listen +10, Move Silently +10, Search'+5,
Spot =10

CR2
Male wererat rogue 1

CE Medium humanoid (hurnan, shapechanger)
Init +5; Senses low-light vision, scent: Listen +10, Spot +10
Languages Common, Halfling; rat empathy

AC 18, touch 15, flat-footed 13
hp 11 (2 HD); DR 10/silver
Fort =4, Ref +9, Will +7

Speed 30 ft. (6 squares)

Melee mwk dagger +6 (1d4/19-20) and
bite +0 (1d4 plus disease)

Base Atk +0; Grp +0

Atk Options curse of lycanthropy, disease (filth fever—
DC 12, 1d3 days, 1d3 Dex and 1d3 Con), sneak attack
+1d&

Abilities Str 10, Dex 21, Con 14, Int 13, Wis 16, Cha 8
5Q alternate form, trapfinding
Feats Alertness, Dodge, lron Will", Weapon Finesse®
Skills Balance +9, Bluff +3, Climb +5, Disguise +3, Hide
+10, Jump +4, Listen +10, Move Silently +10, Search +5;
Spot+10

16. SUNDERED HALL
The corridor turns 1o the west, but after just a few feer, the
bottom falls away into the dark rift. A shadowy darkness
fills the chasm in all directions. Across the gap, the corridor
continues for a few more feet before ending in a cave-in. On
the opposite side are 4 few bones and broken weaponry. Wlﬂ:
asearch of the rubble (Search DC 20) a character can -4
+1 short swayd left by the original guards of the pﬂ.laees

For more informarion on this rift, see area 12,



SHRINE OF GATH-MAL
(EL_10)

In the ruins of an ancient city, its name long lost, stands a
single intuct strucrure: the Shrine of Gath-Mal. All around
lie crumbling columns and the collapsed remains of the
city’s past glory, its only testament to former grearness this
unusual shrine. Few scholars know much abour the shrine.
though many truenamers have heard legends of it. These
stories state that an oracle dwells inside who can speak with
the gods, with an uncanny knack for divulging information
useful o users of truename magic
©ddly, though she is an icon in nuename lore, Oracle
Garh-Mal is not herself a rruenamer, nor are her attendants.
Infacr, the only association that the Shrine has to truename
magic is that Gath-Mal is skilled ar plucking elements of
Tn:lc@eeih from the ether. Worse, the oracle is a madwoman,
. alrelic of the distant past wallowing in the cause of her city's
“death, and condemned to live for all time in the company of
mad creatures from beyond the realm of space and time
The ruined city halding the shrine collapsed under the weight
ofits own sin. The alienists who ruled this place frequently
wucheda distant plane called the Far Realm inan efforr o learn
the secrets of the universe, Asa result of their meddling, the
citizens developed bizarre psionic powers, dabbled in forbidden
arts,and conjured terrifying horrors fram this strange and mad-
 dening plane. Eventually, che populace; ina case of mass insanity,
rurned on {self. The citizens burchered one anather w appease
. whatever dark god lived beyond the realm of dreams. When
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the carnage ended, all thar remained of the citizens' excesses
were the shrine and irs oracle,

If the characters need 1o learn some piece of viral infor
mation for the campaign, or they seek to uncover a new
Truespeech element, the Shrine of Cath-Mal can be a usefuly
if not strange, adventure site. PCs who show respect for the

oracle can learn what they wish, usually throngh psionie

divination or contact athey plane, for the price of the spell (see
page 129 of the Player's Handbook for pricing), However, 4
show of disrespect causes the aracle and her minions to rise
against intruders, revealing the true horror laying beneath
the fagade of an unusual, bur seemingly harmless, diviner.

1. ENTRANCE (EL 10)

A shart set of stairs leads up to a pair of carved wooden doors.

On the doors are reliefs of balls rotating around a fiery orb. Four
coluntns of white stone support a roof carved with the same décor
as the doors.

A successful DC 12 Knowledge (architectire and engineer-
ing) check reveals that the columns don't actually support the
ronfand aren't even secured in place. 1f the PCs examine the
columnsin derailand succeed an a DC 25 Search check, they
see faint and distorted lines thar make the pillar resemble a
woman with a sword

Astute characters might realize that the columns are actu,
ally creatures, caryatid columns that protect the shrine from
unwelcome guests. Any attempt to break down the doars
or deface the shrine causes the caryatid columns o change

e g A
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forms and attack the characters, Otherwise, the columns
{gnore all visitors. For more informarion on these c
see page 30 of Fiend Folip.

1f the PCs knock on the doors, an artendant opens the
li# doors in 1d4 rounds. 1f the PCs try 1o enter uninvited, the

rures,

Caryatid columns atrack

CArYATID COLUMNS (4) CR6
N Medium construct
Init +7; Senses Listen -5, Spot -5
Languages none
AC 22, touch 13, flat-footed 19
\hp 53 (6 HD); Hardness &
‘Fort +2, Ref +5, Will -3
peed 30 ft. (6 squares)
Melee +2 bastard sword +12 (1d10+9/19-20) and
slarm +4 (1d4+2)
Base Atk +4; Grp +9
Atk Options Improved Sunder, Power Attack
~Abilities Str 20, Dex 16, Con —, Int 6, Wis 1, Cha 1
$Q break weapon {DC 13), column form, construct traits
Feats Improved Initiative, Improved Sunder, Power Attack,
Weapon Focus (bastard sword)®
Skills Diplormacy -3, Sense Mative +4
Possessions +2 bastard sword

} Tibe oratle Gath-Mal is as insanie dr the ir groseque

Break Weapon (Su) Wheriever a creature strikes a caryatid
column with a melee weapan, the weapon must
succeed on a DC 13 Fortitude save or break and become
useless, dealing no damage to the column, A magic
weapon uses either the wielder’s save bonus or its ewn,
whichever is better,

Nonmagical ranged weapons automatically shatter
upen hitting a caryatid column, dealing no damage.
Magic ranged weapons receive a DC 13 Fortitude save
to resist this effect.

Column Form (Ex) A caryatid column can assume the form
of a column as a free action, once per round.

2. ORACLE'S FANE

Assuming the PCs knock first, an acolvie opens the doors and
ce, inviting them toenter:
s them into a large hall, tiled in
marble with four columns of fiery energy

welcomes them in aquavering

The red-robed attendant

at iravel from

fleor to ceiling. Halls lead out from this central chamber ro
the west, north, and east. Dominating the center of this room
152 pillared dais with three short steps leading up on all sides.
Overhead, the ceiling rises abour 30 feer before ending ina

painted dome depicting stars on g field of midnight blue
Though stunning, the scene is sinister; as if somerhing dark
and insane lay amid the sparkling tapestry above.




4
Situated on the dais Is a great fat woman, cavered in dirty rags.
Her drooling mouth is slack and full of rotting teeth, Her eyes roll
about in her head and weep a viscous yellow fluid, runring lines
through the grime on her face. She stares up ot the dome
: averhead, as if pondeting the secrets therein. Queerly, centipedes
v crawl all over her body, feasting on the cast off bits of food left by
careless attendants.

This is the oracle Gath-Mal, a powerful psion and diviner
driven to madness by the visions she has seen over the vears,
“She rever speaks, instead communicating relepathically.
When the atrendant leads the PCs to the steps, he insrructs
them o open their minds and aceepr the presence of the
aracle soshe can divine their futures. Before she meetsany
‘group, the oracle prepares by casting and manifesting some
defensive spells and powers.

Surrounding this grotesque creature are nineteen cok
umns, each carved ro depict some horrific otherworldly
 creature. While intimidating, these columns are nor crea-
rures, although a character who inspects them and succeeds
ona DC 25 Knowledge (the planes) check correctly idenri-
fies the creatures in the column as wystes (see page 200 of
Monster Manual IT).

1fthe PCs have come for information, the artendant stays
close, protecting the oracle. Characters can benefit from
any spell or power she knows using pricing as described on
Table 7-8: Goods and Services (PH 128). They need not pay
in gold; the oracle accepts items, gems, and art objects of
equal value.

Should the PCs artack, the oracle manifests powers and
casts defensive spells uniil the rest of her attendants arrive
from area 5, which takes 1d3 rounds, Once the arrendants
join the fight, they cast off their cloaks, revealing their
monstrous forms. At leasr one attendant tries w grapple a
“PCand force her into one of the pillars of quintessence (see
area 4). Once a combat begins in the shrine, the inhabitants

fight to the death,

“Brithonetel-hoorudana*
shekelvanaayuotonaythee!”

— Reversed utterance of tﬁmpuml fust,
delivered by Khetarin against
Thorassk the lich-king.

GATH-MAL

CR 13

Female human sorcerer 4/seer® 3 /cerebremancer® &
#Classes described in Expanded Psionics Handbook

CN Medium humanoid

Init +0; Senses Listen +6, Spot +6

Languages Common, Dwarven, Elven. Gnome, Goblin,
Halfling

AC 22, touch 13, flat-footed 19
hp 84 (13 HD)

Resist fire 20; PR 21

Fort +8, Ref +4, Will +12

Speed 20 ft. {4 squares)
Melee unarmed strike +2 {1d3-4 nonlethal)
Base Atk +6; Grp +2
Atk Options Overchannel, precognition
Sorcerer Spells Known (CL 10th):
Sth (4/day)—contact ather plane
4th (6/day)—lncate creature, scrying (DC 22)
3rd (7/day)—eclairaudience/clairvoyance, summon
monsier ), tongues
nd (7/day)—detect thoughts [DC 20), fox's cunning,
locate object, scorching ray (+6 ranged touch)
151 (8/day)—charm person (DC 17}, disguise self, magic
missile, shieldt, unseen servant
0 (6/day}—areane mark, detect polson, detect magic,
ghost sound, light, mage hand, message, open/clase,
read magic
TAlready cast —
Pawer Points/Day: 94; Powers Known* (ML 9th):
Sth—power resistancet, psychic crush (DC 20)
Ath—aura sight, death urge (DC 19), psionic divination,
remote viewing (DC19)
3rd—dispel psionics, eradicate invisibility (DC 18), fate
link (DC18), energy retort
Ind—clairvoyant sense, ego whip (DC 17), mass missive
(DC 17), object reading
1st—attraction (DC 16}, call to mind, distract (DC 16),
precagnitiony, psionic daze (DC 16)
#All powers described in Expanded Psionics Handbook
‘Already manifested: the oracle typically chooses
electricity for her energy retort

Abilities 5tr 8, Dex 10, Con 18, Int 20, Wis 7, Cha 22
SQ discipline (clairsentience), summon familiar (none)
Feats Closed Mind*, Force of Will¥, Greater Spell Focus
(divination), Hostile Mind*, Iran Will, Cvercharinel®,
Spell Focus (divination)
“Feats described in the Expanded Psionics Handboak
Skills Autohypnosis* +8, Bluff+13, Cancentration +22,
Decipher Script +11, Diplomacy +8, Disguise +6 (+8
acting in character), Intimidate +16, Knowledge {arcana)
+21, Knowledge (psionics)* +20, Knowledge (the
planes) +8, Listen +6, Psicraft* +18, Spellcraft +20,
Spot +6
#Skills described in the Expanded Psionics Handbogik
Possessions ring of protection +2, major ring of fire
resistance, amulet of natural armor +3; bracers of arrmor
+3, cloak of Charisma +2, cognizance erystal (5 pp),
crystal mask of languages {Abyssal, Dracenic, Celestial,
Infernal, Sylvan), dore of energy stun {cold) (22 charges)

B




TLLARS OF QUINTESSENCE
6 OR 10)
g from floor to ceiling are what seem ta be columns of
liquid flame. Though opague, close examination (Search
20} of these pillars reveals the presence of an enormous
fting worm-shape swimming through the ceiling and
g again from the floor. On the floor and ceiling are
ent gales to the Far Realm (see page 211 of Manual of the
lanes), a plane ourside the Great Wheel cosmology and home
orrors unimaginable. Streams of fiery acid spill our of the
z and swimming through them are terrible wystes.
" Touching a column deals 4dé poins of acid damage.
ntering a column deals 20ds poings of acid damage per
0 .'Worse. the column carries an immersed character
Slp thraugh the ceiling and into the Far Realm itself after
1 round—a mind-shatrering experience indeed. A casual
hattracts the attention of the wyste contained inside it,
irto leave the pillar of fluid and arrack. Otherwise,
wystes are content to swim through the fluids of their
* homeworld on their insane journey to nowhere
For more information on wystes, see page 200 of Manster

CR6
uge aberration (extraplanar)
5; Senses blindsight 120 ft.;

isten +5, Spot +4

5. ORACLE'S ATTENDANTS (EL 3-
Each wall, except the southern wall, featutes two o
corridors leading to a sharp bend and ending i the private.
chambers of ane of the oracle’s artendants, One atendant
is always in area 2. secing to visitors and the needs of the
oracle herselll Heavy hooded red robes completely canceal,
them, Beneath, they are twisted caricatures of humans, being
peeudonarural humans drawn from the mad vistas of the Far
Realm. They attend the oracle because it is their mad duty. If
the oracle is threatened, the pillars disturbed, or if the PCs
force entry into the shrine, the anendams artack and fighr
to the death. :

The cells keyed to this location are all identical. They are
filthy. places, filled with hone fragments and rotting flesh,
Orange moss carpets the ceilings and slippery slime coars:
everything. The air is purrid, filled with the stench of decay.
In the center of each rooni is a pedestal holding a basin
of clean water, though of a weirdly bright blue color, The
pedestals serve no purpose whatsoever.

ATTENDANTS (6) CR5

Male and ferale pseudonatural* human psychic warrior 4

*Template described in Complete Arcané and Lords of
Madness

CN Medium outsider {augmented human)

Init +5; Senses darkvision 60 ft.; Listen +2, Spot +2

L Commeon

- Fort +8, Ref +6, Will +6
Speed 10 f1. (2 squares), swim 40 ft.
Melee 7 tentacle rakes +10 (1d6+6)
Space 15 ft.; Reach 10 ft.
se Atk +6; Grp +20
tk Options improved grab
pecial Actions bite (Grp +24, 1d6+9)
 Abilities Str 22, Dex 13, Con 20, Int 1, Wis 11, Cha 2
[Feats Alertness, Improved |nitiative, Improved Critical
. ({bite), Improved Natural Attack (tentacle)
kills Listen +7, Spol +7, Swim +16

Bite (Ex) If a wyste achieves a hold, it can attempt 1o bite
“the grappled target on its next action with a successful
grapple check (it receives a +4 banus on this grapple
~ check, as indicated above). If it hits, it automatically
deals the given damage each round until the grappled
~ target breaks the grapple, succeeds on an Escape Arfist
check, or kills the wyste. It need not make more grapple
 checks 1o deal this damage after the first check. If the
grapple check fails, it drops the creature it was
grappling, which falls prone in an adjacent square.

roved Grab (Ex) If a wyste hits a Large or smaller
~ opponent with one ar more tentacle attacks, it deals
~ tentacle damage and can start a grapple as a free action
 without provoking an attack of opportunity. It receives a
42 bonus on the grapple check for each tentacle that hit
H.g'g:rt:nfui the first.
-

AC 15, touch 11, flat-footed 14
“hp 22 (4 HD); DR 5/magic

Resist acid 5, electricity 5; SR 14

Fort+5, Ref+2, Will +3

Speed 30 ft. (6 squares)

Melee mwk longsword +8 (1d8+4/19-20)

Base Atk +3; Grp +6

Atk Options Cleave, Power Attack, Psionic Weapon, true
strike 1 /day

Power Points/Day: 8; Powers Known* (ML 4th):
2nd—wall walker
Tst—burst, empty mind, vigor
#All powers described in Expanded Psionics Handbook

Abilities Str 16, Dex 13, Con 12, Int 10, Wis 14, Cha'8

SQ alternate-form-

Feats Cleave, Improved Initiative, Power Attack®, Psionic
Weapon®, Weapon Focus (lengsword)®
*Feat described in Expanded Psionics Handbook

Skills Autohypnosis® +11, Concentration +8, Knowledge
(psionics)* +9
*5kills described in Expanded Psionics Handbook

Possessions mithral shirt, masterwork longsword

Alternate Form (Su) As a standard action, an attendant can,
take the form of a grotesque tentacled mass, though its
abllities remain unchanged. Other creatures take a =1
morale penalty on their attack rolls against an attendant
while in this form.




Unlock the Magical Power of
Vestiges, Shadows, and Syllables

The Tome of Magic supplement presents three new kinds of magic that you can integrate easily into any
DUNGEONS & DRAGONS' campaign. These magic “subsystems” function alongside the existing D&D"
magic system and offer new game mechanics, character options, and adventure possibilities.
Within this tome you'll find three new standard classes—one for each new kind of magic—
as well as new spells, feats, prestige classes, monsters, and magic

items tied thematically to each. \

Pact Magic -
Powerful entities known as vestiges exist beyond the
boundaries of life, death, and undeath. The binder
# uses,pact magic_-a combination of symbols and

secret rituals—to summon these entities, strike
bargains with them, and gain their formidable and
sometimes bizarre supernatural powers.

Shadow Magic-
The Plane of Shadow'is a darkytwisted'reflectiontof
the real world. Thp:_sha_dowé‘a‘:it;c‘r, by understanding ’
the fundamental properties of the plane and
unlocking its magical mysteries, learns to harness
and channel its umbral gloom, shaping the darkness
to serve her whim.

en! i]\‘da

Evenygereature, haq,a truename—the ordofits!
creation. Thgrumam r'knows imallanguage o Visit ourgwebsite at
the universe—the la gé‘c espeech—and!learns, WWW: wlm%’dml

the truenames ufcr
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Tome of Magic Errata

Errata Rule: Primary Sources

When you find a disagreement between two D&D® rules
sources, unless an official errata file says otherwise, the
primary source is correct. One example of a
primary/secondary source is text taking precedence over
a table entry. An individual spell description takes
precedence when the short description in the beginning
of the spells chapter disagrees.

Page 18: Table 1-2: Vestiges by Level
Table 1-2: Vestiges by Level indicates that Dahlver-Nar
has a special requirement. He does not.

Page 28: Dahlver-Nar
Dahlver-Nar’s summary indicates that he has a special
requirement. He does not.

Page 38: Leraje

The first paragraph of Leraje’s description should read as
follows:

Once a favored servant of the primary deity of the elves,
Leraje allowed her pride to become her downfall. Leraje
gives her summoners an elf’s eyesight, great skill with a
bow, and the ability to hide well.

Page 45: Savnok

The first paragraph of Savnok’s description should read
as follows:

Once a servant of the gods, Savnok now grants his
summoners the ability to wear heavy armor and summon
it from the ether, the power to shift places with an ally,
and protection against piercing weapons.

Page 59: Improved Read Thoughts

Replace the description of the improved read thoughts
ability with the following:

Improved Read Thoughts (Su): The DC of the read
thoughts ability granted by Dantalion increases by 2.

Page 113: Table 2-2: Uses Per Mystery Per

Day

In Table 2-2: Uses Per Mystery Per Day, the 17th-level

line should indicate that a 17th-level shadowcaster gains
2 uses of 6th-level mysteries per day, not 3.

Page 149: Shadow Time

The duration of shadow time should read as follows:
Duration: 3 rounds (apparent time); see text for time
stop

Page 195: Speaking a Truename
Insert the following bullet point after the first three on
the page.

Tome of Magic Errata

1

* To speak an area’s truename (using the Lexicon of the
Perfected Map), you must succeed on a Truespeak check
with a DC equal to 25 + 5 per level of the utterance. If
the area is a magical location, increase the DC by an
additional 5.

Page 216: Monk Abilities

In the third paragraph of the Monk Abilities description
strike the mention of penalties for flurry of blows. The
class is intended to grant flurry of blows progression.
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