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DAVID “ZEB” COOK

ut enough of all my blathering about how good this
book is. You can judge that for yourself without all
my hyperbole—as well you should. Nonetheless
you'll have to excuse me for my enthusiasm. The planes
have always held a special meaning for me, ever since I cre-
ated the Planescape® setting. It was, and has always been,
an opportunity for unbridled creativity. In the planes,
designers can stretch their imaginations to create colorful,
wondrous, and bizarre worlds for you to visit. They can
create places and characters to enthrall you as you read.

However, this is not just a literary exercise. Planes need to
be more than just oddities of description, even ones as

strange and curious as the Sundered

Foreword

It’s always wonderful to hold in your hands a new creation, filled with the promise of good adventure, an abundance of
clever ideas, and even just a bit of sly wit. It is even more wonderful when you are holding (as in my case) a work that is
done by people you know and trust. And finally, that promise is even more justified when you hold in your hands a work
put together by as skillful a team as this one, people who are not only creative and talented but are writing in a world

and a setting they really enjoy.

the real adventuring. Use the environment as a dramatic
addition to another challenge—the same way a science
fiction movie suddenly remembers that space is a vacuum
just as the alien monster appears.

It’s not just about monsters. The planes are filled with
exotic, powerful, unique, and dangerous beings. It is easy for
planar adventures to fall into the trap of sending the party
off to kill Lughead, 187th Demon-Lord of the Abyss. But let’s
face it—given enough time, firepower, and healing spells,
your players can kill anything. And after they’ve done that
once or twice, where’s the challenge? Now, you could make
unkillable monsters (“Go kill Lughead, the Immortal

Demon-Lord.”). That's quite the chal-

Star or the Maze. This is a game. The
most wonderful places ever imagined
do precious little good if you can’t have
a good adventure there. The talent
shown in these planes is in the possi-
bilities that exist for experience, riches,
and the chance to bash some heads.
“Dull” is not a word you want to hear
describing your adventures, so these
planes are anything but dull.

But making a setting rich with the
potential for good adventures hardly lets
a creator off the hook. It is still up to the

(l Instead, remember it’s all about per-

1 get carried away
with the possibilities.

’) going on. (Why them? That's another

lenge once, but twice is unfair.

sonalities. Planar beings have problems
too. Maybe the yama of the Eighth Court
of Hell is failing to punish the deserving.
Evildoers are coming back into the world
with their souls unpurged, a situation
that simply will not do. It falls to the
player characters (PCs) to find out what's

problem, and a good source of adven-
ture.) Has the yama turned traitor to

his cause? Has he been bribed to look

writer to make that potential come alive.
And that is where you come in. You are part of this creative
team, even if you don't realize it. Now, the task can seem
daunting. Your players face so many challenges, it can be hard
to know where to begin. So, to help you make the most of
the material in this book, here’s some unsolicited advice.
Don’t make surviving the elements the goal. Some
planes are extraordinarily harsh. They’ll suck the life energy
out of you or shred your skin in howling winds without the
right protections. Don’t make players spend all their time
worrying about the elements. Yes, they need to find a solu-
tion to the problem, but once they do, let them get on with

the other way? Is he being blackmailed
with some terrible secret? Or is he just disconsolate because
his First Wife has run off with the Monkey King and his
heart is broken until she returns? Remember, you are send-
ing the party off to exotic places. Have exotic adventures!
Not all that glitters is gold. The planes have a reputation

as vast storehouses of exotic treasures, gold, magic, and all

the other things your players covet. When they go out to the
planes, they naturally expect plunder beyond their wildest
dreams. Show restraint and they think you're a cheap SOB.

i

Reward them lavishly and your game just goes to pieces.
What'’s a DM to do?




Well, not every reward has to be in coin.
Planar beings have a lot of powers, some of
which could prove quite useful. Suppose
they could call in one favor from a minor
Lord of Hell? A treasure beyond price, to be
sure, but one that needs to be used very,
very carefully. One wrong word in the ask-
ing, and they will be regretting things for a
very long time. As you can see, there’s more
to rewards than just coins.

Once you go, you can go back again.
Finally, don't think of a visit to the planes as
a once-in-a-lifetime trip (unless, of course,
there’s a really messy death involved).
There’s no reason why characters can’t go
back or why new friends (and enemies)
can't drop in for a visit. After all, you've gone
to the trouble of adding the planes to your
game, so make the most of it. Just imagine:
exotic characters popping in with urgent
requests from another world, hideous assas-
sins sent for revenge—that sort of thing
never happens in the movies! The point is,
you have a gold mine of material, so don't
use it once and just throw it away!

But enough with the advice. There’s far
better of that in these pages, anyway. It’s
just that I get carried away with the possi-
bilities. (How about a plane where every
morning is literally a new day and no one
remembers the days before? What kind of
adventures could you have there?) Of all
the worlds and settings I ever created, none
excited me ever so much as the planes.

And that might have been the end of it,
but for the designers you'll read here. They
already have long experience shaping and
guiding this creation and now they add
more. As much as I started the world of
Planescape, Monte, Wolfgang, Colin, and
Ray came to it and found something in it
that they liked. They claimed it as their own
and took it in directions I never expected,
but always with creativity and imagination.
And it still continues, to this day.

So, feeling a little like a proud parent,
here you go.

David “Zeb” Cook
February 2004
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Through the First Door

“Worlds beyond worlds, my friend. So many unknown kingdoms, distant lands and unveachable shores that it takes even
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an explorer’s breath away. Yes, I must admit it—even the most jaded among us is captivated by what lies beyond these

—Adamar Courein, The True Explorers

countless doorways.”

n this product, we're going to talk about cosmology a lot.
I Cosmology is the planar landscape of your campaign world.

Beyond the kingdoms, lands, oceans, and mountains, it is
the larger universe—or multiverse—outside the boundaries of
the actual wotld. Where do demons come from? Where do the
celestials live? Where can you go using a plane shift spell? These
questions are addressed by your world’s cosmology. Many people
assume that they must use the cosmology described or implied
in the Core Rulebooks, but that’s simply not true. You can cre-
ate any kind of cosmology you want with your game.

Beyond Countless Doorways is a d20 game product that
provides a brand new cosmology for your campaign setting,
as well as descriptions for a number of worlds and planes
that you can use together or individually (no matter what
your campaign’s cosmology is like).

Beyond Countless Doorways owes a great deal of its inspira-
tion to the writings of Michael Moorcock. This isn't for any
one specific idea—this book doesn’t describe the realms of
Arioch, Xiombarg, or the fierce grahluk—but instead for a
general look at the concept of a multiverse. Moorcock’s collec-
tive work describes a cosmology that has a virtually unlimited
number of worlds and planes, some much like ours, and some

very different. It is this basic inspiration that fuels this book.

A PLANESCAPE® REUNION

This product represents a reunion of creators and talent
from a few years back. Originally, TSR published a campaign
setting called Planescape®, dealing with the mystery and
majesty of the planes and the people who lived there. It was
an original D&D® setting, to say the least. It was as much
about ideas, imagination, and belief as it was about fighting
monsters and gaining treasure.

The authors, editors, proofreader, and cover artist in the
credits of this book are some of the same people who made
this setting happen and continued to support it with source-
books and adventures. While unfortunately not everyone
who ever worked on a Planescape product is represented,
many of the driving forces behind the line’s real innovations
are here in this book. It has been wonderful for us all to get
to work together again, in most cases for the first time in
many years. There’s absolutely nothing like getting creative
people together and seeing what they all come up with,

working alone and as a group.

To be clear, though, this is not a Planescape product. You
won't find references here to the specific places, characters,
or other aspects of Planescape. What you will find is the same
embracing of wondrous ideas, the grandeur of unearthly pla-
nar locations, and imaginative and evocative writing. Fans of
Planescape will find similar chillingly horrific hells, beautiful

and amazing heavens, and everything in between.

OVERVIEW

Most of Beyond Countless Doorways is a gazetteer of fascinat-
ing planes ready for exploration and adventure. Within these
pages, you'll find:

Chapter 1: The Countless Worlds. The first chapter offers
you a backdrop for the planes in this book (and any planes
of your own creation). You don't have to use the material in
this chapter, but it might give you a good starting point.

Chapter 2: Avidarel, The Sundered Star. This chapter
presents a wotld where the sun has died and all is dark and
cold. Within its confines, however, Avidarel offers the spark
of hope that perhaps it could be restored to its former glory.

Chapter 3: Carrigmoor. One of the last cities of a
destroyed world, Carrigmoor’s portals once made it a hub
for planar trade. Now, devastated by plague, it festers in
unchecked corruption, protected from ghoulish predators
and the harsh elements only by a jeweled dome.

Chapter 4: Curnorost, Realm of Dead Angels. Where do
angels go when they die? This plane, Curnorost, offers the
answer to that question, detailing a strange and somber
plane of lost treasures and forbidden knowledge.

Chapter 5: The Crystal Roads of Deluer. This chapter
presents a plane of elemental earth where crystalline roads
connect floating spheres of gemstones and rare metals.
Deluer is a difficult plane to enter, as its precious minerals
are well guarded.

Chapter 6: Dendri (Expansion 11). War rages on this
small moon that once was choked with web-strewn rain
forests. An invading army of formians tries to exterminate
the native aranea, raze all the forests, cover the world with
hive-cities, and turn Dendsri into their latest conquest. But
the besieged spiderkin refuse to go gently into the night.

Chapter 7: Faraenyl. This pocket plane of splendor and
enchantment, where each of the four seasons holds sway over its

own lands, seems an idyllic place for travelers invited to revelries




by the elves and their fey kin. But that’s only because so few
know the truth of Faraenyl — and what really drives the plane.

Chapter 8: The Burning Shadows of Kin-Li'in. This
chapter describes a hellish plane where visitors are blasted
with fire and ice and even one’s own shadow might turn
against its owner and attack.

Chapter 9: The Lizard Kingdoms. Lizardfolk, insectfolk,
dinosaurs, and other cold-blooded creatures rule these sweep-
ing lands, where tiny mammals—Ilike the PCs—scurry about
in the night, trying not to become something’s next meal.

Chapter 10: The Maze. From the nameless town that sits
at its center, the Maze extends in all directions through the
Countless Worlds, leading travelers down unknowable paths.
It is said that great rewards await in the Maze. But would
anyone seek them if they knew who built the Maze, and why?

Chapter 11: Mountains of the Five Winds. The denizens
of five cities atop mountain peaks fight to save their plane
from the madness and mutations of a cloud of pure Chaos
that sweeps through the land, changing all it touches.

Chapter 12 Ouno, the Storm Realm. Huge islands of
floatstone drift through the sky far above the sentient
Mother Ocean on this alien plane of storms, flying ships,
and githzerai monasteries. Acidic rains, psionic monks, and
raiding sky-pirates could send travelers to an early grave.

Chapter 13: Palpatur. Alive and sentient, Palpatur
bestowed great gifts of organic technology on its tiefling
inhabitants. But a devastating skirmish between two fiendish
hordes spilled over into the plane, sending Palpatur into a
deep coma and splitting the surviving tieflings into fractious
tribes devoted to hastening the recovery of their homeland.

Chapter 14: Sleeping God’s Soul. Although the plane
detailed in this chapter looks barren at first, underneath the
surface travelers find the Clockwork Caves, which are the
reflection of a sleeping god’s thoughts and dreams.

Chapter 15: The Ten Courts of Hell. In the nightmarish
Courts, those who have broken the law suffer all manner of
torture and punishment. The problem is that only the sadis-
tic demons and devils of this prison plane decide what con-
stitutes an infraction.

Chapter 16: Tevaeral, Magic’s Last Stand. Another plane
of conflict can be found in this chapter, where those who use
magic are hunted by those who do not.

Chapter 17: Venomheart, Haven of the Sleep Pirates. This
chapter offers details on the captain and crew of Neverest, a
plane-traveling pirate ship. These pirates magically steal sleep
and hoard it in a secret cave on the plane Venombheart.

Chapter 18: The Violet. This alien realm without gravity
occupies a hollow sphere where magic is dampened, impos-
sibly long vines tangle around everything, and floating crea-

tures offer dangers as well as possible alliances.

INTRODUCTION: THROUGH THE FIRST DOOR ,

Chapter 19: The Primal Gardens of Yragon. The grahlus, a
new type of intelligent apelike humanoid, inhabit this jungle-
filled plane. The grahlus are slavers and kidnap beings from
other planes to put them to work in their fortress cities here.

Chapter 20: Through the Looking Glass. This how-to
chapter does not detail a specific plane but tells DMs how to
create parallel versions of their own campaign worlds to pro-

vide exciting and interesting places for PCs to explore.

USING THE CORE COSMOLOGY

DMs who run a campaign using the core cosmology or their
own cosmology can ignore everything in Chapter One and any
mention of planar conjunctions. The planes in the rest of the
book still offer interesting and unique adventuring locales for
any cosmology, however. In the core cosmology, some of the
planes detailed in this book would make excellent demiplanes,
particularly Palpatur, Ouno, Venomheart, the Violet, and
Sleeping God’s Soul. Others could serve as layers or realms
within the existing planes. For example, the Ten Courts of Hell
could easily be a small part of the core cosmology’s Nine Hells,
and Kin-Li'in could make for a dangerous layer of the Abyss.
DMs can add in Deluer as a part of the Elemental Plane of

Earth, perhaps where it comes closest to the Plane of Air.

USING THIS BOOK

Throughout Beyond Countless Doorways, a dagger () is used to
signify a spell, feat, or item introduced in this book. Where indi-
cated, some monster names refer to creatures in the Creature
Collection (CC) and Creature Collection II: Dark Menagerie (CC2),
published by Sword & Sorcery; Tome of Horrors* (ToH) by
Necromancer Games; Legacy of the Dragons (LoD) and Monte
Cook’s Arcana Unearthed (AU) by Malhavoc Press; and Jade
Dragons and Hungry Ghosts (JTHG) and Secret College of
Necromancy (SCoN) by Green Ronin. Otherwise, all references to
spells, feats, and other rules are from the v. 3.5 revision of the
three Core Rulebooks: the Player’s Handbook, DMG, and MM.

For the sake of convenience, each creature’s statistics offer
both Space/Reach and Face/Reach values, as well as the v. 3.0
and v. 3.5 versions of damage reduction (where applicable).

Bonus source material and ideas to augment the informa-
tion in Beyond Countless Doorways appear on Monte Cook’s
website. To find the links to these free web enhancements,
visit the book’s product page online at the following address:
«www.montecook.com/mpress__Doors.htmb.

This sourcebook is protected content except for items
specifically called out as Open Gaming Content on the title
page. For full details, please turn to the Legal Appendix. Open
content is not otherwise marked in the text of this book.

* Monster names from the Tome of Horrors are used by permission. Any

reference to monsters from that book must follow the guidelines it contains.



CHAPTER ONE

The Countless Worlds

No one knows how many p[anes exist. Their number mz‘ght be z'nﬁm'te, but there’s no proofofthat./ll[ that’s

known for sure is that there are a multitude of various worlds, planes, demiplanes, realms, pocket dimensions, and

universes. Each bears its own laws and rules. A great many are inhabited. Each has something that makes it

ome look to the planes to determine the true nature
of reality or to explain what happens when we die.
However, the planes are not reality’s true nature.
Instead, they are simply different realities (or levels or parts
of reality). And on the planes live different creatures, enti-
ties, and beings, many of which probably wonder at these
same questions.

The vast reaches of the Countless Worlds offer a virtually
unlimited source of adventures and areas to explore.
Travelers to the planes will encounter environments and
creatures like no one else has ever seen. Those who survive to
return home and tell their tales will bring with them invalu-
able lore and true wonders. Many might not be believed.

Because so many planes exist and they have so many dif-
ferent aspects, this chapter can't always make definitive
statements. Instead, you'll read about “some planes” that
“might” work in a particular way and events that “may”
cause certain effects. As the DM, you have full control over
these situations. This chapter also uses terms like “world,”
“plane,” “dimension,” “realm,” and so on almost inter-
changeably. If you wish, the terms can have slightly different
connotations:

Plane: A “level” of reality, reachable from other “levels”
only by magic. A plane is a self-contained space with its own
rules of physics.

World: A location not unlike the PCs” homeworld, at least
to some extent. While a world may not be an entire plane
(technically), most of the time only one world exists per
plane.

Dimension: Technically, the same thing as a plane,
although normally used only when describing a particularly
odd plane, such as a pocket dimension (a very small, artifi-
cially created plane), or a very specific plane, such as a char-
acter’s home dimension.

Realm: Another word for “plane” that suggests a place
very unlike the PCs’” homeworld. Realms are usually strange,

alien places.

unique and fascinating to planar scholars.

TYPES OF PLANES

In the Countless Worlds, many types of plane exist. Most

defy easy categorization, but some can be grouped together.

ALTERNATE WORLDS

These worlds are a lot like most campaign settings: lands
divided by mountains and rivers and bounded by oceans,
forests of trees, and kingdoms filled with cities, towns,
roads, and farms. In some ways, viewed from a metagame
perspective, an alternate world might seem like somebody
else’s campaign world. Not all alternate worlds are that big
or robust, however.

The environments on alternate worlds rarely present
insurmountable difficulties for travelers. Sometimes, a
frozen world will be uncomfortably cold, or a desert world
will be very hot and dry, but most beings can adapt to the
climate and survive. Of course, the alternate conditions can
be a bit more drastic, such as multiple suns, strange energy
storms, or a change in gravity.

Many alternate worlds are filled with familiar races and
creatures, including elves, dwarves, humans, wolves, orcs,
and dragons. Some of these races seem similar to what a
traveler is used to but also display marked differences. For
example, the dwarves of the world of Unor are sailors and
build fantastic ships of stone and metal. The halflings of the
same world live among the orcs as trusted allies.

Sometimes, familiar beings also dwell among the com-
pletely unfamiliar. The elven kingdom on the world of
Hurran is also the home of the winged elves known as
Thearedae. The humans of Serran live among lionlike
litorians and diminutive faen.

Of course, just as many of these worlds are populated
entirely with unfamiliar beings. The furan of Tergalla Nol,
for example, are best described as reptilian centaurs with
wickedly barbed tails and a predilection for epic poetry. They
are the only known intelligent race on that plane, and their

like has never been encountered elsewhere.
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PARALLEL WORLDS

Travelers can find their way to a plane that seems exactly like

Some alternate worlds would be very similar to a standard
campaign world except for a single event that drastically
reshaped them. The world might have experienced a demon-  their own. However, the experience proves to be extremely
ic invasion, a geological upheaval, the sun going out, the rise disconcerting when differences ranging from the almost

of a powerful vampire lord that created a land of vampires, a imperceptible to the wildly catastrophic show it to be an

runaway comet that passed between the earth and the moon,
or a horrible, prolonged war.

Language can be a problem when visiting alternate worlds.

entirely different

world—a parallel No Planar Alignments

world.

The Countless Worlds cosmology is fully
compatible with a game where characters
don’t have alignments. Angels are angels
because of their actions and allegiances,
not because of something inherent within
them. Likewise, demons are demons
because of what they do and where
they’re from. The setting has no “plane of
goodness” or “plane of law,” although
one plane might be more pleasant or
orderly than another. A traveler might
refer to a horrible place of cacophonies
and mind-boggling incongruities as a

Although many might have a common tongue, it is not always Parallel worlds

exactly the same as that spoken on the traveler’s world (see exist because certain
“Languages and the Planes,” page 20). Other potential prob-  types of planes sim-
lems when exploring an alternate world include: ply seem more likely
Customs: The inhabitants of the alternate world probably  than others. No one
do things that make no sense to the traveler. Rituals, eti- knows exactly what
quette, personal relationships, societal structures, and even makes a type of world

more common than

others. (It should be

governments might be totally different.

Currency: The people of the alternate world may not
value the same things as the traveler. Gold might be worth-
less, for instance.

Ethics/Values: The people of the alternate world might
consider theft to be perfectly justifiable or certain spoken
words to be illegal and punishable by death.

Nutrition/Health: The inhabitants of the world might
derive their sustenance from something that a traveler
would find inedible (squealing worms) or indigestible

(sand).

USING ALTERNATE WORLDS

Use alternate worlds to create a place utterly new to the
PCs, yet familiar in its construction. It's not unlike going
from one planet to another in a science fiction or science
fantasy story. An alternate world is almost a “reset but-
ton” for the DM. If you want to have a scenario involving
competing cults of two different gods, but you've already
established in your campaign setting that the people are
monotheistic, an alternate world allows you to use a
whole new setup. If you want to have an adventure deal-
ing with the ruler of an empire that dominates most

of the world, but you have no intention of creating such
an empire in your own setting, you can do it on another
plane.

Player characters enjoy visiting alternate worlds because
they’re new and fresh (and make the multiverse seem very,
very big). But they’re not so alien as to be completely dis-
orienting. An alternate world is often a good first planar

adventure setting.

plane of chaos, but that’s merely a

noted that many description.

alternate worlds, as This is, perhaps, the largest point of

divergence from the cosmology of the
Core Rulebooks.

described above, also
have their own paral-
lel worlds.) In any
event, parallel worlds
exist with similar or
identical geogra-
phies, places, crea-
tures, and even individuals.

Identical or nearly identical individuals from two parallel
words sometimes meet when one (or both) is a planar trav-
eler. Ironically, these duplicates rarely get along. In fact, due
in part to one’s knowledge of one’s self and in part to a cos-
mic quirk, duplicates are normally quite efficient at killing
each other. They gain a competence bonus on attack and
damage rolls against each another, as well as on Armor
Class and various skill checks dealing with their duplicate.
(For details on this rule, see “Mirror Characters” in
Chapter Twenty: Through the Looking Glass.) Sometimes,
planar travelers look for a parallel duplicate of their foe and
attempt to bribe or coerce him to return to the traveler’s
original plane and attack his other self.

The differences between two parallel worlds can be very

small, moderate, or drastic:

SMALL CHANGES
] The high king who rules the land in the original

world is a queen in the parallel world.
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[ A noble PC’s parallel self has a reputation as a crim-  versely, failed where he had succeeded). Maybe a famous

inal. hero was never born, an important battle went another way,
J A PC’s dead relative is alive in the parallel world. a vital message never reached its destination, or an evil arti-
®  Asingle prominent nonplayer character (NPC) is fact was never destroyed.

an unknown nobody in the parallel world. Though parallel worlds can be disturbing, travelers usu-

ally find they can still handle the simple tasks of daily life

MODERATE CHANGES there. Language is rarely a problem—the worlds are often
®  There are no elves in the parallel world, and never so similar that any language spoken on one is spoken on
were. the other. The same is true for customs and even currency.
®  All dragons in the world are good and live among The major difficulty in exploring a parallel world is deter-
humans as friends and allies. mining where the differences lie and (usually) avoiding
®  Atechnological advance has been introduced into your duplicate.

the parallel world, such as gunpowder or steam-

based machinery. USING PARALLEL WORLDS
®  Acertain city in the world was destroyed in a magi- A DM can use parallel worlds to give the players a glimpse of
cal catastrophe. “what if?” Fans of alternate history fiction will love design-
ing a world that is parallel to their own campaign. You just
DRASTIC CHANGES make one change to the setting and carry it out to its logical
[ The entire world exists underwater, where conclusions. In a parallel world, you can do things youd
humans, elves, and the other races have adapted never want to do in your “real” campaign world, such as
in order to breathe. The same nations and cul- killing the emperor, destroying an entire city, spreading a
tures exist, but they are all aquatic. deadly plague, having demons invade, and so on.
®  Everything that was good in the first world is Players will enjoy a trip to a parallel world because it will
evil in its parallel. Everything that was evil is seem mostly familiar but also new. Further, they can play
good. off their knowledge of their normal campaign world to get
®  No one ever discovered the use of magic in the by in the new world while they discover the differences.
parallel world. They’ll enjoy seeing everything turned upside down for a
®  Humans and other races are enslaved by goblins short while.
and bugbears, working in camps to create armor Using parallel worlds as a plot device can be very interest-
and weapons for their masters. ing. A villain might travel from parallel world to parallel

world practicing the same evil scheme. A wizard whose hus-

As mentioned with band has died might travel to a parallel world in an attempt
For Every Rule, an Exceptlon alternate worlds, a par- to woo his duplicate but in turn stir up all kinds of trouble.
One thing that can be coun ted upon in . allel world’s major dif- Gathering a parallel duplicate to use against a foe (as an
the Countless Worlds is that every rule is . . . .
wrong at least once. For example, there ference might be an assassin, as an impostor, or even to perfect a spell or poison
might be a heavenly plane that is indeed event that occurred that  used only against that specific individual) can also provide
inherently good (and so are the beings . . . ..
that dwell there). Somewhere, there is didn’t happen on the some imaginative opportunities.

certain to be a powerful magical artifact traveler’s homeworld. Lastly, don't overlook the option of turning this idea
capable of reaching a plane that’s in total
severance (see page 14). And no doubt a
plane exists that can be reached by travel-  more specific. For be the parallel world visited by planar travelers. Imagine the
ers through a connection that’s only one
way, trapping them forever. With such a

Here, the DM can be around. In other words, you can make the PCs” homeworld

example, on the parallel surprise of the heroes when they are attacked by foes they’ve

myriad number of worlds and universes, world, perhaps a partic- never seen before who know them all by name. Worse, the
literally anything is possible. ular evil overlord from PCs eventually learn that their parallel selves are wanted
the past succeeded interplanar criminals. For guidelines on creating a world

rather than failed in his parallel to the PCs’ own, turn to Chapter Twenty: Through

dark scheme (or, con- the Looking Glass.



HEAVENS AND HELLS

There is not one heaven and one hell, but many—perhaps

endless numbers of both, each individualized and separate,
none forming anything resembling a cohesive whole. No
lord of heaven is master of all celestials and champions of
goodness, and no duke of hell rules all demons and devils.
Instead, many such beings thrive, including demon princes,
archdevils, angelic kings, and celestial stewards. Each rules
an appropriate plane (or, rarely, a portion of a plane, or even
more rarely, several planes at once).

No plane is specifically moral (or immoral) or ethical (or
unethical). In and of themselves, planes have no alignments,
allegiances, or outlooks. All it takes to be a “hell” is a gener-
ally inhospitable environment, demonic or diabolic inhabi-
tants, or both. Likewise, heavens are merely pleasant, safe
places that are usually inhabited by supernaturally benevo-

lent beings.

“Hell” can be a bit of a misnomer. A plane can be extreme-
ly hostile in nature—full of fire, spouting fountains of lava,
and containing vortices that will turn a creature inside out—
without being the abode of demons or their ilk. It’s still a
“hell” and still terrible, but the plane doesn't fit the standard
conception of the term. Similarly, sometimes even “heaven”
is applied to a nice, peaceful plane with no connection to

angelic beings. This is not incorrect.

USING HEAVENS

Planes referred to as “heavens” are normally peaceful
places, well ordered and safe. These are usually homes to
angels, celestial beings, and good-aligned deities. The PCs
can travel to heavens on missions to find allies, advice, or
magical aid. For example, ancient texts claim that the
winged kings of Arthereos can remove any curse, no matter

how strong.
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As the DM, you can also set up situations where the PCs
must oppose something in a heaven, despite how wonderful
the place may seem. Their goals may cross with those of the
plane’s denizens, the inhabitants (or the heroes) may be
misguided somehow, or a darkness may lurk below the

surface.

USING HELLS

As one would expect, hells are awful places to visit—horrific
realms with deadly environments and natives who are sadis-
tic, maniacal, and bloodthirsty. Hells are usually homes to
demons, devils, hell hounds, fiendish monsters, and far
worse.

DMs use hells as adventuring locales for scenarios in
which the PCs are opposed even by the world around them.
These are some of the most challenging types of adventures,
with some of the most powerful and diabolical foes. Usually
the PCs have a goal, such as finding a great treasure, rescu-
ing a prisoner, or exacting vengeance on demons for crimes

committed on other planes.

ENERGY/ELEMENTAL PLANES

Some planes are pure energy, or nearly so. Planes of pure
magical energy exist, as do planes of only positive energy
or only negative energy. Explorers have even found planes
of more esoteric energies, such as pure light, absolute dark-
ness, deadly radiation, endless sound, pure thought, and
more.

Other planes are composed of a single element, or prima-
rily of a single element, so much so that they are identified
only for that element. These planes are usually the home of
elemental beings, from elementals themselves to genies, xorns,
and far stranger creatures. While most elemental planes
revolve around the four cardinal elements—air, earth, fire,
and water—a few exemplify much stranger compositions,
like ooze, magnetism, crystal, or wood.

The natives of such a plane, if any, are associated with
the energy or element; often they are elementals themselves.
Creatures that are nothing more than collections of sparks
live in the lightning seas of Zas, a plane of electricity. Xorns
and earth elementals live in Abridas, the Great Mountain, a
plane of earth.

It is believed that all planes of a single element or energy
type are connected. Thus, the plane of the Fire King Terastal
has a permanent, direct conduit to Aarein, a plane of noth-

ing but flames and molten steel.

Visiting energy or elemental planes presents real haz-
ards. Most are wholly inhospitable to normal life. Whether
a plane consists of volatile exploding energy or solid
ebony, it might not have air to breathe, ground to walk on,
or space to move about in. Getting around is almost always
a challenge in these planes. This can be due to a lack of
solid ground or open space, or to the fact that everything is
on fire, underwater, exploding, or presenting some other

hazard.

USING ENERGY/ELEMENTAL PLANES

Most likely, energy and elemental planes are strange places
completely unlike the PCs’ home dimension. These bizarre
realms offer challenging environments in which to stage
adventures. (Many energy and elemental planes can and do
qualify as “hells” and can be treated similarly.)

Energy and elemental planes offer the DM a chance to
created themed adventures and locations. A water elemen-
tal plane adventure could feature any of the DM’s favorite
aquatic monsters: sahuagin, tritons, giant sharks, water
elementals, marids, sea-borne dragons, and more, as well
as palaces of coral, whitlpools, submersible craft, and soci-
eties of people who have no concept of dry land (or even
of “the surface”). These planes also allow the DM to focus
on the fundamental nature of the multiverse and play off
absolute concepts. Imagine a place that is so hot that even
fire burns, a place so cold that even thoughts freeze, and

SO on.

ALIEN REALMS

Some planes just can't be characterized as easily as others.
They have little or no solid ground. Energy vortices twist
space back upon itself. Even concepts like “up” and “down”
seem meaningless. Each alien realm is different, unlike any-
thing found on a traveler’s home plane and bearing little or
no resemblance to one another.

An alien realm might at first seem to be an alternate world
where everything appears normal. Only later does a traveler
learn that the world itself is alive, or that the land is the
inside of a huge sphere around a brightly shining gem that
glows like the sun in the sky.

Time itself may flow at a different speed in an alien realm,
and space and distance might work differently. For example,
the time to cross a given distance might be random rather
than based on length or speed, or speed might be deter-

mined by state of mind, size, or knowledge rather than by
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normal factors. Perhaps
magic doesn’t work at all, or maybe certain types of magic are
prohibited or empowered. The options are limitless.

More examples of differences in alien realms include:

Gravity: In an alien realm where there is no land other
than asteroidlike islands floating through the sky, gravity is
relative to each island.

Movement: Characters might not need to move physically
but just “wish” themselves from one location to another.

Combat: In the plane of Xiun, inflicting physical damage
is impossible. The only way to conduct combat is to do so
mentally, with spells or special items called Tlorei sticks,
which inflict damage to mental ability scores.

Magic: When cast, all transmutation school spells inflict
a random physical mutation in the caster (no save). These

transformations disappear when the caster leaves the plane.

USING ALIEN REALMS

Alien realms can be the most exciting planes to visit, but
they’re usually the most difficult for the DM to run. What'’s
more, PCs often find it challenging to maneuver, fight, and
succeed in such places. Sometimes, conditions on one of
these planes make it dangerous, but usually they just make
it strange. Once players have the hang of a plane, they can
have any number of adventures there. DMs should use
alien realms to create exotic and memorable scenarios.

Anything goes.

PLANAR MOVEMENTS

Sometimes scholars refer to the planes as islands in an

ethereal sea. This is inaccurate, however, because islands
don’t move. The planes—metaphysically speaking—move
within their medium. A more apt analogy would be clouds
in an infinite sky. As clouds drift, so do planes, although
rather than moving in a three-dimensional space, they
move in higher dimensions.

Remembering this makes it easier to understand that
planes are sometimes closer to or farther apart from cer-
tain other planes. When two planes come close together,
cosmologists call it a “planar conjunction.” Planes are
continually coming into conjunction and going out of
conjunction.

However, these changes don’t occur rapidly. Normally,
if two planes are in conjunction, they stay that way for
years. A change in conjunction is often a time of measur-
able change in the world, even to those ignorant of cos-
mology. Depending on the plane that a world drifts into
contact with, that world might experience eclipses, dras-
tic weather changes, and even alterations to the way
magic works.

Sometimes, conjunctions—or the lack thereof—last
only a very short time. Two planes might come into or go
out of conjunction for a day, an hour, or even just a

moment.
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PLANES IN CONJUNCTION

When two planes are in conjunction, spellcasters can sum-
mon creatures from the other plane to their own with the
proper spells. Likewise, creatures who draw energy from
another plane can do so when that plane and their own are
in conjunction. Gateways and other conduits can take a trav-
eler from one plane to the other. Basically, it is easy (relative-
ly speaking) to create connections between the two. Spells
like commune, contact other plane, gate, ethereal jaunt, summon
monster, and even rope trick require two planes to be in con-
junction in order to function as described. (Thus, the appro-
riate planes being in conjunction is the assumed default with

such spells.)

clerics to gain spells from their deity. In such a case, all
divine spells would be treated as if they were one level high-
er than normal. On the other hand, if one of the planes
involved in the true conjunction is the deity’s home, the
event might increase the power granted to divine spellcast-
ers. In such a case, all affected spellcasters would be treated
as if they were two levels higher than normal for determin-
ing caster level.

Magic can be affected in other ways. The close proximity
of another plane may cause mystical disruptions that favor
or penalize a particular school or descriptor of magic. This
could make it easier or harder to resist the spells (in other

words, the DM can change their Difficulty Classes),

Some planes are in although other specific changes could result, too.

Determining Conjunctions

conjunction with many During a period of true conjunction, spells accessing the

A character with ranks in Knowledge (the
planes)—or, as it is sometimes called,
Knowledge (cosmology) —can make a
skill check (DC 25) to determine if any two
planes she knows are in conjunction at
any given time. She can add a +5 compe-
tence bonus if one of the two planes is
her home plane.

connected plane are easier to cast, being one full level

planes of different types
at any given time. The lower than normal for all spellcasters. Further, all such
planes in conjunction spells have their durations doubled. This includes spells
with plane A usually are like summon monster, gate, contact other plane, and plane shift,

also in conjunction with  as appropriate.

all other planes that are

in conjunction with

plane A. These become

localized planar clusters

and see a lot of traffic.
Thus, on a particular world, when spellcasters summon
fiendish dire lions, the creatures normally come from the
same hellish plane.

Some planes are in conjunction with only a few other
planes, or even just one. Scholars call such realms “remote
planes” because they are difficult to reach. Other planes have
connections that change frequently and have earned the
name “wandering planes.”

No plane is in conjunction with all other planes.

TRUE CONJUNCTION
In a true conjunction, the planes metaphysically overlap
almost entirely. They occupy the same higher dimensional
space and almost fuse into one plane. It is at such times that
people experience strange effects—they see mirages or
ghostly images that are alien and out of place. These experi-
ences are, in fact, incidents in which the veils of reality grow
so thin that one can briefly almost peer into the other plane.
True conjunctions can disrupt or change the way that
spells and other magical abilities work. A true conjunction

may create a metaphysical filter, making it more difficult for

Beings that draw upon otherplanar energy, such as
undead drawing from a plane of negative energy, gain more
power if their plane is in true conjunction with the energy
plane. They gain a +6 planar bonus to all ability scores and
a +4 planar bonus on all attacks, saving throws, and checks.

True conjunctions occur rarely and usually last only a
short time. In almost all cases, only two planes are in true
conjunction at one time. It is a major event of multiversal
importance when three or more planes enter into a state of

true conjunction.

PLANES OUT OF CONJUNCTION

When planes move out of conjunction, they become meta-
physically separated. It’s still possible to travel between
them—it’s just harder. All spells that require a connection to
the other plane, including plane shift, summon monster, com-
mune, and so on, are treated as if they were one level higher
than normal. Further, there is a flat 25 percent chance that
even at the higher level, the spell simply fails. Spells of 9th
level that require a planar connection, such as gate, don’t func-

tion in regard to a plane that’s out of conjunction with yours.

SEVERANCE
Two planes can reach a point where they're so far out of con-
junction that they have no connection at all. This is called

severance. On planes that are in severance, spells can’t access



4|
J).‘[{{ﬂflr

C onnections

"{' .}5 n r'c':ll:;':u.'r'.f."u #
F‘({ - f: #ol 171 co :g'.'a Hetien
:'{ “ ff) 11 SEVErance 3
:-:'I(' f} -G -rf) = .E SEFTES 00 :L;'.'e neticn :e.l
I) - E Lriie oc r;l;uur fron 1 )
e I'rJ 0 siitec :\r,;'ra ncticn

!{]I = ‘Jr] orF E net in co :U'r.n netien
_F..'._;.-.r-.l'.u- " ,Nfaur(-

SN
gt R

the other plane—gate, commune, summon monster, plane shift,
and other similar spells don't work.

A severance of two planes normally in conjunction
occurs only rarely and doesn’t last long. However, many
planes are so distant that they are always—or almost
always—in severance. In other words, some planes are
utterly unreachable from a particular plane, and travelers
must go through intervening planes to get there; see

“Series Conjunction” at right.

PRISON PLANES

A prison plane is one that experiences severance with all
other planes. Sometimes, powerful forces intentionally cre-
ate such a plane as a location to hold dangerous creatures
or objects. Other times, however, a prison plane comes
about by circumstance or accident. For example, the world
of Praemal was created by a god to imprison powerful
demons and was filled with humans and other races to act

as unwitting “wardens.” Praemal has no ability to come into
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conjunction with any other plane, and a magical wall
around it keeps it in permanent severance. Festal, however,
is a plane that seems to “drift” away from others naturally
and comes close enough to another plane to escape total

severance only once every 5,000 years.

SERIES CONJUNCTION

The plane of Kin-Li’in (see Chapter Eight) can be in con-
junction with the planes Onnum and Sceth, while Onnum
and Sceth are in severance. This makes Kin-Li'in a connec-
tion between Onnum and Sceth and sets up a series con-
junction. Thus, to get from Onnum to Sceth, a planar trav-
eler needs to go through Kin-Li'in. These series conjunc-
tions can get very long, so that to get from one remote
plane to another, a traveler must go through many planes—

sometimes as many as 20 or even 30.

PLANAR PATHWAYS
AND JUNCTIONS

Aside from gates, plane shift spells, and magic items like

cubic gates, there are other ways to access other planes.
8 Y P

NATURAL PLANAR RIFTS

The multiverse is an imperfect place, riddled with flaws and
holes. Planar travelers not only know about this, but they use
it to their advantage. Sometimes, these holes—often called
natural planar rifts but also doorways, gates, and portals—
allow passage from one plane to another. With only a few
exceptions, rifts lead from one specific place in a plane to a
specific place in another particular plane. Cosmological maps
of the planes showing rift connections are thus very valuable,
telling a traveler that to get from Tevaeral to Dendri one must
climb to a mysterious cave at the top of Mount Edorik, and
then to get from Dendri to the Storm Realm one must find a
rift within ancient ruins deep under a remote lake.

Because they are so powerful and so useful, when travelers
find a natural planar rift, they often mark the spot. They may
build an archway or some other construction giving the rift
the appearance of having been created artificially.
Sometimes, temples or fortresses arise around the rift so that
those coming through it can be revered or those going into it
can be monitored, forewarned, or even prevented.

Natural planar rifts obey the same rules as other means of
planar travel. They only work when planes are not in sever-

ance. When the planes are out of conjunction, the trip
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through the rift is usually much less pleasant. Typically, the
disorientation and unpleasantness felt by travelers going
through such a rift nauseates them for 1d4 rounds after they
arrive (a Fortitude save, DC 20, negates this).

No one knows how many natural planar rifts exist. They
are very common on some planes, while other planes have
never displayed even one. Some exist only temporarily,
appearing and disappearing on their own. Others function
only under specific conditions, like the phases of the local
moon or when activated by a deliberate key or process, like
those found in the trees in the Primal Garden of Yragon. A
very few are variable, having a chance of taking a traveler to
one location and a chance of taking her to another. One in a
million is utterly random, sending each traveler to a com-
pletely different plane every time.

Some planar rifts are invisible, so that one may not even
know he is about to pass through one. Others are dramatic
in their appearance, full of cascading light, temperature

changes, loud noises, and so on.

THE NEXUS

Secreted away like a forgotten wish or a discarded idea, the
Nexus lies nowhere that can be understood by the mortal
mind. Some claim that it can be found within a distant plane
or deep within the earth, while others say that it hides in the
center of the moon, under the World Tree, or within the
mind of a single sleeping angel. None of these theories is
exactly right.

The minor god Niveral, Lord of Secrets and Master of
the Five Lost Lores, and the creature known only as
Sisansca, Sister to Serpents, hated each other. Eons ago,
these divine beings were locked in a bitter struggle. While
not at outright war, and while neither being was good or
evil, Sisansca’s spies sought Niveral’s secrets, and he want-
ed her dead for the affront. Their feud continued for cen-
turies until they agreed to meet face to face to either settle
their differences or slay each other once and for all. To
create a place suitable for their meeting, they jointly com-
missioned a being known as the Wandering Architect to
fashion a neutral ground. The location had to be hidden
from the eyes of others but also allow both beings to stay
in touch with their sources of divinity and places of
powet.

They got much more than they asked for.

The Wandering Architect created a vast complex filled

with chambers of circular portals. Each gateway led to a dif-

ferent locale, and each locale held great secrets of arcane
power. He called this place the Nexus, for it was the place
through which all streams of magical power flowed.

The Nexus contains magical gateways that lead to other
planes as well as to different locations on the same plane. It
is a center not only of magical transportation but also of
scrying, as the doorways can be used to scry on the locations
beyond.

The Nexus lies outside normal planar dimensions. Its por-
tals are constant and never close due to severance. They
don't lead everywhere, but literally thousands of doorways
link thousands of planes, some of which would otherwise be
extremely distant from each other.

Most people have no idea that the Nexus exists, and
fewer still know how to find it. The knowledge (and the
path to reach the Nexus from a given plane) is usually
found in ancient texts of forgotten lore. Still, if the PCs
read the right books, the Nexus can provide them with a
quick way to get from one far-flung locale to another—
assuming that they can deal with the enigmatic custodians

of the place.

THE CUSTODIANS OF THE NEXUS

When Niveral and Sisansca first met in the Nexus, they were
enthralled by its wonder. Together, they explored its vast
reaches. As they did, they discovered that they had much in
common. Their animosity faded and a friendship began.
They remained within the Nexus together for over a year.
Friendship led to romance, and to the surprise of beings
throughout the multiverse, Niveral and Sisansca begat a
child. Knowing that they had to return to their respective
realms and duties, the two gods left their offspring, Niveral-
Sca, in charge of the Nexus. Born in a mortal-created realm
(even one as wondrous as the Nexus), Niveral-Sca is only
partially divine. Nevertheless, she carries obvious traits of
both her parents.

Niveral-Sca calls herself the Mistress of Eternity and
calls the Nexus the Gateway to Eternity. She is very tall and
lithe, with graceful elven features, and her skin glistens like
jeweled, serpentine scales. Her long, narrow eyes have no
pupils but shine with a golden light. Her small feet don’t
actually touch the ground when she walks—a visible sign of
her semidivine nature. She is supremely confident and cool-
ly composed at all times, and yet she’s not imperious or
overtly arrogant. Niveral-Sca has a reputation for mystery,

and if given the choice between speaking and simply
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delivering a meaningful look, she chooses the nonverbal
communication.

Revensfall is the son of Niveral-Sca, and although he
shows no signs of carrying on the traits of her serpentine
or partially divine nature, he remains a powerful and
skilled individual who excels in most every area. Like his
mother, he stands tall and has a graceful yet powerful
build. His hair is bright red and his eyes sparkling blue. The
identity of his father remains a mystery, and it’s possible
that he is a magical creation with no sire at all. Like his
mother, Revensfall is quiet and reserved. He prefers to act
rather than talk.

Aside from Niveral-Sca and Revensfall, the Nexus is
guarded by hulking, insectoid creatures known as the
kallendine. Niveral-Sca fashioned them by studying and
collecting various beings through the Nexus and magically
interbreeding them in isolated locations. Once she'd devel-
oped the creatures she sought, she brought them to the
Nexus and destroyed her notes so that they couldn’t be
replicated. She even created armor for them, permanently

fastening it to their natural shells.

THE UNDERLAND

Villach Nordan discovered a cave under the Fallow
Mountains that he claimed led to a mystical realm of winged
angels and herds of unicorns. For years, no one believed him,
and he could never seem to retrace his steps and find the cave
again. Only long after his death did the wizard priest Mari
Eraddis locate the cave and learn that it led to a place known
to loremasters on many worlds as the Underland.

The Underland is described by most as a plane that
exists below all other planes, even though spatially that
claim makes little sense. It’s a dark realm with no native
inhabitants, worth mentioning only because it’s riddled
with holes leading to caves and underground locations on
other planes.

If you pass through an entrance into the Underland
while traveling in an underground passage, you'll experi-
ence no feeling of transition. It’s possible to enter a dun-
geon on one plane, unknowingly pass through the
Underland, and come out of an abandoned mine on an
entirely different plane. Thus, it’s nearly impossible to tell
where the Underland starts and stops.

Many planes have multiple Underland connections. An
explorer can enter the Underland, exit into the underground

portion of another plane, travel for some distance, pass

through a different entrance into the Underland, and come
back out in the original plane—thousands of miles from
where he first entered.

Of course, not all planes have an “underground,” and the
Underland doesn’t connect to these places. Further, using
the Underland is very difficult; navigating in the tunnels and
passages is cumbersome and inexact. Getting to a desired
location often involves traveling hundreds of miles under-
ground or more. Also, finding a passage into the Underland
in the first place is no easy task, involving a great deal of

exploration and not a little luck.

THE SILKEN SHIP

Javis Parolh captains a ship unlike almost any other. Made
entirely of spider silk from its billowing sales to its steel-
hard hull, the Silken Ship’s unusual properties don't end
there. When the captain gives the order, “Throw a line to
the wind,” a crewmember tosses a silken cord into the air.
The tip appears to attach to something and then disap-
pears, affixed to nothingness.

The Silken Ship then runs along that cord like a spider
might race along a strand of its own web. As it does, it
moves out of its current plane and into a new one. If that
plane is not its destination, it can continue to travel to
other planes. It can journey to any plane that is in conjunc-
tion with its current location.

The Silken Ship wrights lived a thousand years ago or
more. Disaffected and disavowed dark elves, they sought to
create something to present to their spidery queen that
would please her enough end their exile. The shipwrights
were weavers more than anything else and wove the ship
using methods long lost now.

Mere days before the dark elves were to present their gift
and (hopefully) return to their shadow-filled homes in the
blasphemous cities of their folk, the ship was stolen from
them. Demons serving a fallen celestial known as the
Maleficite bore it away on leathery wings and into a magical
portal. Little of the ship’s doings are known after that point
until it was liberated by a band of adventurers and their
dragon ally.

Since that time, the Silken Ship has had many captains
and has sailed the seas of many different planes. Her cur-
rent captain, the aforementioned human Javis, hauls valu-
able cargo between worlds and collects amazing profits.
Javis may know more about the Countless Worlds and pla-

nar conjunctions than anyone else alive.



It’s possible that magical craft of different constructions
and configurations can travel the planes, too. (See Chapter
Seventeen for one example.) The Silken Ship is simply one

of the best known.
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astral projection, or some kind of portal or gate. Casting ethe-
realness or astral projection when already on the Ethereal Sea
accomplishes nothing (the spell does not work). Also, since

oth-level spells connecting planes out of conjunction do not

function, neither etherealness nor astral projection will take a
THE ETHEREAL SEA
The poet and philosopher Dev Nav Ral wrote, “Standing

traveler from a plane not in conjunction to the Ethereal Sea,
making it almost impossible to reach the Ethereal unless one
on the shores of the Ethereal Sea, I look out at the reaches  is on a plane in conjunction with it.
beyond my world, and I am humbled.”

THE CELESTIAL RIVER

The Celestial River flows through countless planes, winding

The Ethereal Sea is a special plane, one that comes the
closest to being in conjunction with every other plane

(though some planes don't connect to the Ethereal). its way into and out of each world, carrying with it potent

Moreover, you don’t need a spell or device to move from the ~ magical power. Wise interplanar travelers use this mystical

Ethereal Sea to a plane it touches. Instead, you move physi- ~ waterway to carry them from plane to plane, although its

cally through the Ethereal Sea until you reach the spot route can be dangerous, for it is filled with rapids and water-

where it “crosses over” into the desired plane—or, to use

falls that could dump

the vernacular, when the Ethereal Sea reaches the desired an unprepared travel-  Contradictory Cosmology?

shore. The Ethereal Sea doesn’t merely “touch” other er into a terrible, hell-  How can a celestial river flow through two
planes separated by an ethereal sea? How
can the Ethereal Sea occupy the same
space as the planes it touches and yet
also allow crossover points to other
planes? How can the Underland lie
beneath multiple planes joined in no
other way? Why does the Ethereal Sea
wash against one planar shore but not
another? These questions all fade away if
the questioner simply stops thinking in
his normal three dimensional mindset,
and remembers that the Celestial River is
much more than just a river, and the
Ethereal Sea much more than just a sea.
These are, in fact, only handy ways of
understanding things beyond mortal con-
ception. Don’t let yourself be limited by
thinking of planar spaces and relation-
ships as something that could be accu-
rately mapped on a sheet of paper, or
even a 3D model.

planes, however. It pervades them, so that when a creature ish abyss. Ancient

“becomes” ethereal on a plane, he exists in both planes at texts claim to contain
once. While in the part of the Ethereal Sea that corresponds  maps of the various
to another plane, objects and creatures on that other plane branches and forks of
appear as hazy images and are entirely incorporeal. From the river that lead to
the point of view of someone on the other plane, ethereal different worlds, but
objects and creatures are entirely invisible. only some of them are
accurate.
The Celestial River

is a fundamental

In the Ethereal Sea, there is no gravity, no up or down,
and little solid ground. The plane is a swirling, misty void of
grey, purple, and dark blue. Occasionally, mysterious winds
blow or a mystical storm rages, but otherwise, the plane sees aspect of the multi-
few (if any) changes. verse, bringing magic
Magical ships of githyanki sail the Ethereal Sea, occasion-  from plane to plane.
ally stopping at various planar shores or at the rare Ethereal ~ This source of near
Islands where the ether has congealed into solid matter. The  limitless power has
githyanki and others build homes and fortresses on these given rise to a pan-
islands with no clear top or bottom. theon of gods called
the Gods of the Celestial River.

The Gods of the Celestial River are few in number, yet

In this cosmology, there is no Astral Plane as described in
the Core Rulebooks. Any reference to it should be treated as
being the Ethereal instead, and the astral projection spell takes potent and influential nonetheless. They gain their divine
one into the Ethereal Sea as well as etherealness does. While power from the river and in turn watch over it and shepherd
astral projection has a much more travel-friendly duration, ethe- its flowing waters throughout the worlds it touches.
realness allows those affected to physically travel in their own Wherever the waters of the Celestial River flow, its gods have
bodies (rather than leaving them behind). It also allows them  power (and at least to some degree, dominion). And since it
to interface with the corporeal world in an ethereal form, while  flows almost everywhere, they command great and wide-
astral projection is only for traveling to other planes. ranging power indeed.
It’s worth noting that you cannot use plane shift to get to Like all rivers, the Celestial River gives life and nourish-

the Ethereal Sea, you must use ethereal jaunt, etherealness, ment, but it can be treacherous. It cools and refreshes, but it
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can destroy. The gods of the Celestial River embody these

qualities. Kulaj (LN) is the creator goddess and represents

the source of the river—she is the mother of all the other

gods. Urgan (N), oldest of the children of Kulaj, is the work-

er who uses the power of the river for his own ends as he

works steel and stone. Dorana (CN) is the dangerous water

deity representing the threat and the vengeance of nature.

Essoch (N) and Enaul (N) are the twins using the river’s

power as a representation of the stream of time, with its

many branches and forks. Mallock (LE) represents the

treachery of a river that can appear to be a gentle stream

but can quickly become dangerous rapids. (For more on
this pantheon, see the Book of Hallowed Might II: Portents

and Visions.)

LANGUAGES AND THE PLANES

The philosopher Tinerias Edren speculated that all planes

once were one realm that fractured long ago—so long ago

Planar Sizes

Not all planes are the same size. Many are
infinite, but some are tiny—perhaps only
100 feet across or smaller (these are usu-
ally called pocket dimensions). The edge
of a plane might be an impassible moun-
tain range that prevents anyone from
crossing, an impenetrable energy barrier,
or an invisible magical field that teleports
a traveler back to the middle of the plane
(or to a completely different plane). The
edge might be a place where two planes
in true conjunction meet, and a traveler
can literally walk from one to another,
passing through a strange transitional
area in between.

Some planes are finite but “closed,”
which means that the space within them
wraps around upon itself. In other words,
if you continue moving in a straight line,
you eventually end up where you started.
In a small closed plane, a character could
stand on a hill, use a spyglass to look off
in one direction, and see his own back.
Inhabitants of a closed plane would
understand these concepts and know that
there were two ways to approach any
location.

that even the gods don't
remember the event (or
maybe they’re just not
telling). One piece of
Edren’s evidence was the
fact that across the
Countless Worlds, so
many languages are the
same or very similar.
Dragons on one plane
can usually communi-
cate in Draconic with
dragons from a distant
plane. Planar travelers
often find that their
common tongue is very
close to the main lan-
guage spoken on anoth-
er plane, although
dialect-level differences
do exist.

There are also dra-
matic exceptions to this
rule, where no one on a

plane speaks any lan-

guages found anywhere else in the Countless Worlds, or

where a tongue that serves as Orcish on one plane is a close

analog of the language of the elves on another world.

OUTSIDERS AND
EXTRAPLANAR CREATURES

Creatures with the outsider type are very different from all
others. These are beings not just from another plane but
infused with alien energies and exhibiting bizarre metaphys-
ical differences in their physiology (and sometimes psychol-
ogy). Not all creatures who live on planes other than the
PCs’ plane are outsiders, however. It's possible to travel to
another plane and find humans and elves with the
humanoid type (most likely, just like the PCs). However,
such characters have the extraplanar subtype as far as the
PCs go. Conversely, the PCs have the extraplanar subtype as
far as the creatures they meet are concerned.

In other words, the outsider type is not relative. The extra-
planar subtype is.

Throughout Beyond Countless Doorways, all characters with
types other than outsider should be assumed to have the
extraplanar subtype as far as planar travelers are concerned.
The only exception might be other planar travelers, but they

would need to hail from the same world as the PCs.

PLANAR WARDENS

Many planes have a champion or protector. These are collec-
tively called planar wardens. (Sometimes they are referred to
as archons, but this term is often confused with the celestial
type of the same name.) Some planar wardens act as the
rulers of their plane. For example, the demon god
Ochremeshk is the ruler of his own hell-like plane. Vaarian
is the Mistress of Ravennal and dwells in a huge floating
palace of jade at the center of her realm.

Certain planar wardens keep their identities and even
their existence a secret. They watch over their plane covertly,
defending it when a threat arises from outside but rarely, if
ever, interfering with events in the plane itself.

The process of becoming a planar warden is a mystery.
Each new planar warden simply has the power and responsi-
bility thrust upon him by the previous warden. Each plane
has only one planar warden at a time, so the previous war-
den must leave, bequeath his power forever, or die before a
new one can take over.

Planar wardens gain special powers drawn directly from
the plane they watch over. These powers are expressed as an
open-ended template, with the actual details determined by
the nature of the plane and the outlook and desires of the

warden.



PLANAR WARDEN TEMPLATE

“Planar warden” is a template that can be added to any crea-
ture with 10 Hit Dice or more and Intelligence, Wisdom, and
Charisma scores of 9 or higher. Creatures with fewer Hit
Dice or lower scores can't become planar wardens.

Planar wardens retain their type, Hit Dice, attacks, and
special abilities. They simply gain additional special abilities
based on their Hit Dice, as shown below. These abilities are
cumulative, so a creature with 14 Hit Dice gains a +4 bonus
to ability scores and two spell-like abilities. They gain either

arcane or divine spells.

HD Gained Ability

10-11 | +2 to all ability scores

1213 One spell of level 1, 2, or 3 as a spell-like ability
usable once per day per 5 Hit Dice, using Hit
Dice as caster level

14-15 +2 to all ability scores and one spell of level 1, 2,
or 3 as a spell-like ability usable once per day
per 5 Hit Dice, using Hit Dice as caster level

16—17 Two spells of any level(s) between 1 and 6, each
as a spell-like ability usable once per day per

6 Hit Dice, using Hit Dice as caster level
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18-19 | Two spells of any level(s) between 1 and 7, each
as a spell-like ability usable once per day per
10 Hit Dice, using Hit Dice as caster level

20+ One spell of any level between 1and 8 as a

spell-like ability usable once per day, using Hit

Dice as caster level (planar wardens gain this

ability for each level above 20th)

CR: +2 bonus to the creature’s Challenge Rating
Level Adjustment: +5

THE PURVEYORS
OF DICHOTOMY

For every heaven, a hell. For every fire, a stream. For every
law, an act of disobedience.

It seems that the planes are full of dichotomies: law/chaos,
good/evil, ait/earth, and so on. The existence of a prevailing
force usually means that an equal and opposite force is at
work, often on another (usually nearby) plane. In fact, the
Countless Worlds are so full of contradictions and opposing
forces that opposition seems to be one of the fundamental

building blocks of the multiverse.




22 BEYOND COUNTLESS DOORWAYS

Some individuals fully embrace this concept. They devote
themselves to one force and heartily oppose the other. Thus,
there are purveyors of law, of fire, of evil, and so on. A pur-
veyor must have an equal opposite, however, so using the
aforementioned examples, there must also be purveyors of
chaos, of water, and of good.

Becoming a purveyor is similar to becoming a planar war-
den. Each new purveyor is chosen by a god or by the previ-
ous purveyor and has the power and responsibility thrust
upon her. Each plane has only one purveyor per concept ata
time, so the previous warden must leave, bequeath her power
forever, or die before the new one can take over.

Not all planes have a purveyor for every possible con-
cept; many planes have none. But when a purveyor exists,
so must an opposing purveyor, although they need not
dwell on the same plane. For example, a purveyor of evil
might reside in a hellish plane, while her opposite—a
purveyor of good—could live in a heavenly realm far
removed.

Every purveyor knows the identity and appearance of
her opposing purveyor. If they come within 1,000 feet of
each other, they immediately become aware of their oppo-
site’s presence and exact location.

Purveyors gain special powers drawn directly from the
concept they embody. These powers are expressed as an
open-ended template, with the actual details determined
by the nature of the concept and the outlook and desires
of the purveyor.

As the concept the purveyor presides over increases in
power or prevalence on her home plane, so too does the
purveyor herself. This is up to the DM’s discretion, using
the categories in the table on the next page. If the concept
is physical, such as earth, a purveyor of earth gains more
power when there is more earth and there are more crea-
tures with the earth subtype (as long as there is a corre-
sponding decrease in the amount of air and number of air
creatures). If the concept is more metaphysical or ethical,
such as an alignment, the main determining factor is the
alignment of the inhabitants of the plane. Sometimes,
physical determinants also play a factor—an increase in
storms, mutations, earthquakes, and general physical insta-
bility indicates an increase in chaos, for example.

Obviously, creatures who are purveyors on a plane
where their opposites have been wiped out gain a huge
advantage. A purveyor who dwells on a plane where her

concept is fully dominant can attempt to spread her influ-

ence to another plane where her concept is equal to (or
less than) her opposing concept. If she does so, the modi-
fications in the table stack. So, if a purveyor of chaos fully
conquers law on her own plane, she can begin to influence
another plane where chaos is equal to or less than law. If
chaos is less than law on the new plane, the purveyor of
chaos suffers a —2 penalty to her ability scores (although
she already has a +8 bonus to ability scores from her first
plane). If she eventually increases chaos on the new plane
so that it is greater than law, she gains a net +10 bonus to
her ability scores, as well as getting powers from the pur-
veyor template as though she were 10 levels higher than
she actually is.

Thus, once a purveyor “conquers” a plane, it does her
little good to attempt to master another similar to her own.
Instead, she’s better off dealing with a plane where her
opposing concept is strong. Even though it may cause her
to lose some personal power at first, eventually, her powers
can become great.

A creature can be both a planar warden and a purveyor.

Note: A purveyor cannot spread to a plane where her con-
cept is already greater than her opposing concept. Should
she try to do so, she receives no modifications from the table

presented here.

PURVEYOR TEMPLATE

“Purveyor” is a template that can be added to any creature
with 10 Hit Dice or more and Intelligence, Wisdom, and
Charisma scores of 9 or higher. Creatures with fewer Hit
Dice or lower scores can’t become purveyors.

Purveyors retain their type, Hit Dice, attacks, and special
abilities. They simply gain additional special abilities based
on their Hit Dice, as shown below. These abilities are cumu-
lative, so a creature with 11 Hit Dice gains both the detection
ability and the +4 bonus on attack and damage rolls. Spell-
like abilities should be chosen with the purveyor’s concept in

mind and should never deal with the purveyor’s opposing

concept.
HD Gained Ability
10 The ability to detect (as with detect magic)

any creature or substance related to the pur-
veyor’s concept or its opposite. Thus, a put-
veyor of chaos can detect chaotic creatures

and items as well as those that are lawful.

This is a free action.
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PURVEYORS OF DICHOTOMY

Concept Status

Modification to Purveyor

Eradicated
Nearly eradicated

Far less than opposite

Dead*

—6 penalty to all ability scores, no powers gained from purveyor template

—4 penalty to all ability scores, treat as four levels lower than normal for the

purpose of determining powers gained from purveyor template

Less than opposite
Equal to opposite

Greater than opposite

No change

—2 penalty to all ability scores

+2 bonus to all ability scores

Much greater than opposite

Almost fully dominant

+4 bonus to all ability scores, treat as four levels higher than normal for the

purpose of determining powers gained from purveyor template

+6 bonus to all ability scores, treat as six levels higher than normal for the purpose

of determining powers gained from purveyor template

Fully dominant

(opposite of eradicated)

+8 bonus to all ability scores, treat as 10 levels higher than normal for the purpose

of determining powers gained from purveyor template

* Unless the purveyor masters her concept on more than one plane, in which case treat as nearly eradicated.

11

12-13

1415

1617

18—19

20+

+4 bonus on attack and damage rolls
made against those with a descriptor, type,
or alignment that is opposite the purvey-
ot’s concept. Thus, a purveyor of air gains
this bonus against creatures of earth, and
one of good gains it against evil creatures.
One spell of level 1, 2, or 3 as a spell-like
ability usable once per day per 5 Hit Dice,
using Hit Dice as caster level

+1 per die on all damage-inflicting spells or
spell-like abilities cast upon those with a
descriptor, type, or alignment that is oppo-
site the purveyor’s concept. Also, one spell of
level 1, 2, or 3 as a spell-like ability usable
once per day per 5 Hit Dice, using Hit Dice
as caster level.

Two spells of any level(s) between 1 and 6,
each as a spell-like ability usable once per day
per 6 Hit Dice, using Hit Dice as caster level
Two spells of any level(s) between 1 and 7,
each as a spell-like ability usable once per
day per 10 Hit Dice, using Hit Dice as caster
level

One spell of any level between 1and 8 asa
spell-like ability usable once per day, using Hit
Dice as caster level (purveyors gain this ability

for each level they gain above 20th)

CR: Varies. Becoming a purveyor adds +2 to a creature’s
Challenge Rating, +1 per category of concept status above
equal in the table above (or —1 per category of concept status
below equal). These modifications stack if the purveyor
influences more than one plane, so a purveyor who has erad-
icated her opposite on one plane (+6 to CR) but is far less
than her opposite on another plane (—2 to CR) has an over-
all Challenge Rating modification of +4.

Level Adjustment: +10

PLANAR EVENTS

In addition to conjunctions and severance, dramatic cos-
mological events can occur that affect a whole plane or

even multiple planes.

INVASION OR WAR
The inhabitants of one plane might invade another in order
to conquer or loot it. This is a common tactic for demons
and devils; indeed, it’s how they maintain their resources.
Invasions, if successful, often produce waves of refugees,
who flee in search of another suitable home, hopefully far
away from the invaders. When the inhabitants of a plane can
hold off invaders for a time, they might try to recruit help
from other neighboring planes or look for mercenaries to
assist in the struggle.

Planes also go to war over disputes, such as territory,

resources, betrayals, or slights. Such conflicts usually aren’t
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as easy or straightforward as an invasion and can last for
years with only occasional real battles. It’s often difficult to

stage an interplanar conflict of any real size.

REALITY QUAKES
Instability plagues the Countless Worlds. Sages believe this
stems from an earlier time, when a war among gods and
incredibly powerful mortals resulted in the destruction of a
number of planes. This inherent flaw in the multiverse causes
ripples known as reality quakes to spread through the planes.
When the waves of force arrive, the entire plane experiences
one or more of these effects:
®  Earthquakes rumble throughout every land.
®  Allspells fail, including in-place, constant (and per-
manent) effects.
®  All creatures are cursed for 1d4 days and suffer a
penalty equal to their level on all attacks, saving
throws, and checks.
®  Multiple gates open throughout the plane, leading
to other planes in conjunction and to other loca-
tions on the same plane. These gates last for 1d4+4
days.
. Gravity ceases intermittently in small locales
throughout the plane.
®  Select dead characters instantly return to life as

through true resurrection.

Reality quakes are extraordinarily rare and usually occur
once every 5,000 to 10,000 years on a given plane.
However, if a quake hits a plane, the inhabitants of connect-
ing planes should expect a similar wave within a week to

10 days.

COSMIC SHIFTS

Sometimes a plane goes through a radical upheaval, placing
it in severance with all planes with which it had been in
conjunction and creating connections with new planes.
These shifts, perhaps caused by the same instability that
causes reality quakes, leave a plane with an all-new set of
connections. Spellcasters must adapt to using the new
planes for summoning creatures, contacting other planes,
and so on. A radical cosmic shift might result in undead
having no access to negative energy (or greater access,

increasing their power).

CONCEPTUAL ALTERATIONS

As discussed above under “The Purveyors of Dichotomy,” a
plane sometimes changes in concept, becoming more chaot-
ic, more evil, more fiery, and so on. This has wildly different
applications on the plane itself (see many of the planes here
in Beyond Countless Doorways for examples), as well as for

the purveyors of the concepts on the plane, if any.

PLANAR STORMS

Spreading from plane to plane, these magical, metaphysical
storms are similar to reality quakes, except that the effects
are far more varied. In fact, they're not always detrimental.
Sometimes magic increases on a plane, adding a +2 bonus
to the caster level and saving throw Difficulty Class of all
spells. Other times, creatures are temporarily altered in
alignment, appearance, capabilities, or a combination of

these characteristics.

PLANAR MAGIC ITEMS

Many magic items deal with the planes and planar travel,
including the cubic gate, the well of many worlds, and the
sword of the planes. Below are two more that deal specifically

with the cosmology of the Countless Worlds.

PLANAR BREACH
This device looks like an archway made of interconnected
iron rods. It can be assembled or disassembled in 1d3+3
hours. Once assembled, the planar breach creates a poten-
tial connection between two planes that are not in con-
junction. One of the planes must be the one on which the
breach is located, and the other plane is specified when the
device is assembled. Spells requiring planar connections
(such as commune, gate, and summon monster) can be cast
through the device as if the two planes were in conjunc-
tion. To create a connection with a new plane, the device
must be disassembled and reassembled.

The breach works like a portable portal, allowing people
to physically travel through it.

Strong conjuration; caster level 18th; Craft Wondrous

Item, gate; Price 200,000 gp

ETHEREOSCOPIC VIEWER
This device allows a character to determine all planar
movements and conjunctions related to his current plane.

It also allows him to predict reality quakes, cosmic shifts,



planar storms, and similar events 1d4+1 weeks before they
happen.
Moderate divination; caster level 9th; Craft Wondrous

Item, contact other plane; Price 35,000 gp

LUCENT BOX
This etched bronze box is attractive, but not particularly
noteworthy in its appearance. It is a cube with a latched lid
on top, about 4 inches to a side. When opened, a blazing,
brilliant light shines forth from within, its cascading rays
engulfing the opener and up to five other creatures within
10 feet of the box. All affected creatures (and their equip-
ment) are transported to a specific location on another
plane. If someone opens the box on the same plane as it is
keyed to, it does not function. Likewise, if the plane to
which it is keyed has no planar connection available to the
plane on which it is opened, it does not function. These
devices are useful for the return trip of a planar journey or
as a means of journeying safely and precisely to a common
or important location. The creator must create the box in
the place to which he wishes to key the lucent box.

The box can only be used once.

Strong conjuration; caster level 13th; Craft Wondrous

Item, plane shift; Price 4,550 gp

A SAMPLE PLANAR JOURNEY

Shelicol the roguish lord and his faithful wizard compan-
ion, Ral, have need to reach the faraway plane of Tannish,
where strange green forests surround ancient volcanoes of
acidic chemicals and people live in domed cities of crystal.
Ral prepares plane shift to take the two of them to Tannish,
but the spell fails.

Now Ral does what a wiser or more experienced planar
traveler would have done in the first place. He recalls all
that he knows about Tannish and about the planes. (His
player makes a Knowledge [the planes] check. The DM
determines that after the failed spell, the check DC is low,
only 15. Ral succeeds at the check.) He deduces that their
homeworld is not in conjunction with Tannish and, in fact,
is in severance. He tells Shelicol that they cannot get there
from here. Shelicol asks if there is another way.

Now Ral does some actual research. He even finds
another wizard who has an ethereoscopic viewerf. He deter-
mines that, while Tannish is indeed remote, it is in con-
junction with an earth elemental plane called Deluer (see

Chapter Five), which in turn has a connection to a fire ele-
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mental plane known as Erithan, which is in conjunction

with their homeworld. Likewise, both Erithan and their

homeworld serve as shores on the Ethereal Sea. He had no

idea the trip would be so involved.

SPELL OPTIONS

Now, while Erithan is in conjunction with their home-

world, and he could just plane shift there, Ral also considers

a spell like astral pro-
jection or etherealness,
since both planes
touch the Ethereal
Sea. With either
spell, he and Shelicol
could leave their
homeworld, cross the
Ethereal Sea, and
look for the proper
point at which the
Ethereal touches
Erithan. Astral projec-
tion and etherealness
are gth-level spells,
however, as opposed
to the 7th-level plane
shift. But plane shift is
far less exact a means
of travel than the
other spells, since Ral
cannot pinpoint spe-
cific locations to
travel to. Ral finds a
text on Erithan and
learns of great dan-
gers in its fiery pits
tended by efreet lords
and salamander-
filled lava pools. He
determines that he
doesn’t want to

appear randomly on

Changes From the Core

If you adopt the Countless Worlds cos-
mology, keep in mind these areas in
which it diverges from the cosmology
of the Core Rulebooks:

The planes are not mapped out to corre-
spond to alignments. In fact, they can’t be
“mapped” at all, because their number is
so large and because they move. There’s
no dichotomy between outer and inner
planes, and there’s no distinction
between upper and lower planes.

Outsiders are distinct because of their
alignment, outlook, and nature, but not
because of where they’re from. Demons
are demons because they’re chaotic and
not lawful, not because they hail from a
different plane than devils. Some hellish
planes have one type or the other, and
some have both.

There is no Astral Plane. Any reference to
it should be treated as a reference to the
Ethereal Sea instead, and the astral pro-
jection spell has a few changes as noted
on page 19.

No plane is singular. There is no plane of
shadow, but many planes of shadow.
There is no plane of fire, but many planes
centered around fire, each unique. There
is no “prime material plane”—every
material world is just one of many.

Planar connections (conjunctions)
become very important. Not every plane
can be reached by every other plane.

Planes don’t have layers, although some
planes might be so closely related that
they appear to be the same.

that plane with a plane shift. He recommends the ethereal

course of action to Shelicol.

The rogue lord hates the idea of leaving his body behind

and traveling astrally, so they use etherealness. Since the

spell’s duration is short, they make haste, floating through
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the sea, hoping to avoid entanglements with githyanki
pirates. They succeed and find the point where the Ethereal
touches Erithan. (Ral’s player makes another Knowledge [the

planes] check and beats the DC of 20 assigned to the task.)

CROSSING PLANES OUT

OF CONJUNCTION

The two travelers, ethereal, explore Erithan a bit and find a

relatively safe spot to end the spell, the duration of which

is already about to expire on its own. After a brief

encounter with a fire elemental, Ral casts plane shift to take

Optional Rule: Multiple Plane
Shifting

To encourage (or force) travelers to have
to deal with and explore some of the
planes they pass through in a series con-
junction, the DM can implement an option
rule that after a plane shift or similar pla-
nar passage, travelers must wait an hour
to metaphysically attune to the new plane
before shifting again. If they do not, the
second passage is entirely random, and
they could end up anywhere in the
Countless Worlds.

them to Deluer. Now,
Erithan and Deluer are
not in conjunction, but
they are not in sever-
ance either. They are
merely out of conjunc-
tion. This means that
Ral must prepare and
cast plane shift as an
8th-level spell for it to
take them to Deluer.
Luckily, he did his
research and knew that
ahead of time. Had he
not, his 7th-level plane
shift would have failed
and he would have been

forced to spend a day in

Erithan resting and repreparing spells, including an 8th-

level plane shift.

The plane shift takes the two of them to Deluer, where

they discover that all plane shift spells are redirected to

specific Arrival Points (see Chapter Five: The Crystal

Roads of Deluer). There, they find themselves interrogated

by stern angels and mush-mouthed xorns. Shelicol

explains that they aren’t there to steal gems or gold but

only passing through. Ral casts another (7th-level) plane

shift spell, and the two finally arrive in Tannish, albeit

ALTERNATE ROUTES AND METHODS
There may have been a better way to get to Tannish, but
this was what Ral’s research revealed. Alternatively, they
could have waited until the celestial movements brought
planes into conjunction to make for an easier trip, but that
may have taken weeks, months, or years, if at all. They also
could have sought information on natural rifts or gates
already in existence, an option that would have become
much more important had Ral not been high enough level
to cast all the needed spells. Ral and Shelicol were also for-
tunate that they didn’t have to wait at any spot on their
trip for planes to move into proper conjunction to allow
them to travel between them—this is a common occur-

rence on planar expeditions.

DM’s NOTES

With the conjunction mechanics, the Countless Worlds are
set up intentionally to make planar trips into actual jour-
neys rather than the result of an instantaneous spell. Trips
across series conjunctions, like the one just described,
require travelers to pass through and experience multiple
planes on a planar trip. The DM should plan out the paths
of possible series conjunctions, determining which planes
are in conjunction at what time, and then allow player
characters to discover this information through research,
Knowledge (the planes) checks, and use of magical items
or divination spells (to facilitate this, some DMs may allow
contact other plane to always give a true answer regarding
planar conjunctions).

To make these journeys more epic and interesting, some
planes should only be reachable by planar rifts or perma-
nent gates. Thus, no matter what spells the travelers know,
they must still hunt down the location of a doorway and
possibly defeat its guardian(s), puzzle over how it can be
opened or activated, and survive whatever awaits them on

the other end.

many miles from their intended destination. Ral has used
most of his high-level spells, but other than that, the two
are none the worse for the journey, which in the end took

less than an hour.



CHAPTER TWO 27
Avidarel, the Sundered Star

Deep within the void—a nearly dead universe once filled with planets and stars—lies the corpse of a star

called Avidarel. Within the shattered pieces of this cold, dead sun lie a wealth of strange treasures ripe
for the mining, if one can survive the harsh physical environment with its hideous cold and utter darkness.
And, of course, if one can deal with the undead spivits, hungry for light and life, of those who once
worshiped Avidarel as a god.

pon arrival, one might think that Avidarel is an ele-
mental plane of cold, or a hell of darkness and
soul-numbing chill. While it may one day evolve
into such a plane—for these things do happen—it was
once not unlike the plane the PCs come from. Today, how-
ever, it is an almost dead plane. The stars all burned out
long ago, and the moon disappeared into the eternal black.
Even the world itself grew bitter and stale, like a rotting
corpse in the desert, and blew away like dust. All that is left
is the remains of the sun, a single star once known as
Avidarel.

THE DEATH OF A PLANE

Avidarel itself grew cold and dark and splintered into a mil-
lion hard ebon fragments: black glassy stones floating in a
black sky. Yet amid these pieces lay surprising caches of
precious metals and gems. Lucky visitors literally have
stumbled into chunks of diamond worth a kingdom, just
lying on the ground.

Ground, of course, is a relative thing in Avidarel. The
shattered pieces of the former star are mostly small and
irregular. In fact, only one splinter remains that is large
enough to walk upon. This, the core of the star, measures
approximately 8 miles across and is shaped roughly like an
elongated dodecahedron; characters can walk on all sides.
Those able to fly can move about the shattered remains of
the star, finding other, smaller pieces. The largest of these
are usually no more than 5 to 7 feet across.

Explorers and miners find that they are not alone amid
the pieces of the sundered star. The spirits of those who
once worshiped Avidarel still haunt the site of its death.
Incorporeal undead, hungry for light, warmth, and life,
draw toward planar travelers like moths to a flame.

THE LAWS OF THE
SUNDERED STAR

First of all, Avidarel is cold. Unbelievably so. Creatures not
immune to cold suffer 1d10 points of cold damage each
round in Avidarel. Winter clothing offers no real protec-
tion against cold this intense—even the hardiest visitor

must have magical abjuration or likely will freeze solid after
only a few minutes on the plane.

Second, it is dark. The darkness of Avidarel is not just
an absence of light, but the slowly diminishing concept of
light. There are no native sources of light (except, perhaps,
for the memories of statlight; see page 29). Those brought
from elsewhere, such as light spells or lanterns, give only a
dim, grey glow—

about half of what Planar Notes

one would expect. Name: Avidarel

Those who spend
time in Avidarel Common Conjunction Planes:
might even notice

sing a song of creation, slowly giving
birth to their own god.

that with each day
and week, their light

grows steadily dim-
by xorns and filled with floating masses
of minerals connected by crystal roads
(see Chapter Five).

mer. Those making
an Intelligence check
(DC 18) can calculate
that, at the light’s
current rate of

many others like an ocean connects to
many lands (see Chapter One).

The Wheels of Sostear—An alien realm

diminution, Avidarel °€15 0 wnatier
where xill build strange hive-cities on

will not be able to

abide any light at all occasionally colliding.

in 30 to 35 years.
Third, the gravity is

quite strong on the emy for wizards in a city of glass.

core star fragment, Yannis— When the stones rain from the
because it is so very their cave cities, waiting to search for

dense. Effectively, all gemstones when the rains stop.
corporeal creatures

standing upon it suf-

fer a —4 penalty to

Strength and a —

penalty to Dexterity.

Corporeal creatures reduced to o Strength or lower cannot
move. The DM and PCs should remember to recalculate car-
rying capacities for characters while in Avidarel.
Encumbrance penalties should be strictly assessed. Flying
creatures cannot fly if they have more than a light load.
Further, corporeal creatures with flying movement rates

Type: Alien realm (former alternate world)

Colaris—A heavenly realm where angels

Deluer—An earth elemental plane ruled

The Ethereal Sea—A plane connecting to

spinning wheels that float through space,

Wordor—An air elemental plane ruled by
a conclave of djinn who also run an acad-

sky on this world, the inhabitants hide in
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whose Strength scores are less than 6 cannot fly unless the
flight is magical in nature. All movement rates, including fly-
ing speeds, are reduced by half here. If a character flies more
than 200 feet away from the core, the penalties vanish.

As previously mentioned, explorers can find hidden
caches of gems and ore. Due to the darkness of the plane,
locating them is difficult. Assume that an active searcher
has a 1 percent chance to find something per four-hour
search period. If the DM rolls a 1 on do for the search peri-
od, a searcher must still make a successful Search check
(DC 20) to actually find the cache (do not allow “Take 20”
checks). To determine the type of find, roll d% again and
consult the table below:

MINING AVIDAREL

Roll Type Value Time to Extract
o120  Silver 1d20 gp 1d6 man hours
21-50 Gold 10d20 gp 1d10 man hours
51—55 Mithral 15d20+50 gp  1d20+10 man

hours
56—65  Ruby 3dow+s50 gp 1d20 man hours
66—75  Emerald s5dw+ioogp 1dio+5man
hours
76—90  Diamond 10d%+500 gp 3d20 man hours
91-00  Andrecite 1do% gp 3d20 man hours

Andprecite: Andrecite crystals look quite a bit like dia-
monds in the rough. Only an Appraisal check (DC 25) lets a
character distinguish the difference. Raw andrecite stones
are worth about 10 gp per pound. Cut and polished (using
the same processes as for diamonds), one of these gems is
worth double the value of a diamond of equivalent size—
assuming the buyer is familiar with andrecite and doesn’t
just think it is a diamond.

Andprecite can help power almost any spell. If a caster
adds andrecite worth 100 gp per spell level to the material
components of a spell, treat that spell as empowered (per
the metamagic feat, although the spell level does not
change). A successful Knowledge (arcana) check (DC 25)
allows a character to recall these properties of the stone. But
that’s not all: 300 gp worth of powdered and refined andre-
cite, consumed by a living creature (usually in food or
water), adds a +4 enhancement bonus to a randomly
assigned ability score for 1d4 hours.

SPARKS OF HOPE

Despite the ever-deepening darkness, the bitter cold, and
the soul-crushing aura of death that hangs over the entire
plane, Avidarel is not a place without hope. Strange beings
known only as the “memories of starlight” wander about

(see page 29) representing the light, the heat, and the spirit
the star once gave to the plane. Like sendings from the dis-
tant past, they hold the secret of new life for the plane, if
only someone could understand them and accept their gift.
These memories of starlight hold the key to restoring the
life and soul of Avidarel. But they cannot accomplish the
task without the missing starsoul: the very essence of the
lost life of the sun and, by extension, of the world that
circled it. If the sun that was Avidarel is the plane’s soul,
the starsoul is the sun’s.

When the sun cooled and broke apart, however, its
death gave birth to (or opened a door for, depending on
one’s viewpoint) a creature called a nightcrawler, the scion
of death and darkness (see page 34). It snatched the star-
soul and hid it away in a location now known by the mis-
nomer the Hagridden Mine.

If the starsoul could be recovered, the concepts of light
and life could return to the plane. The memories of
starlight, each pregnant with a tiny portion of the poten-
tiality of light, could literally reincarnate the plane. The
cycle of life and death of a plane is as natural as the cycle
of life and death of anything else. If allowed to continue
unopposed, the death of one creature often gives life to
another. The corpse decomposes to fertilize the ground
and feed the plants, which then nurture new life. So, too,
with planes. The memories of starlight would not resur-
rect Avidarel—at least not the plane as it was—but create
a whole new plane. Built upon the remains of the old
plane, a new sun would give life to a new world, new stars
would fill the heavens, and the cycle of life would begin

anew.

THE SUNLIGHT CALLING

Long ago, when Avidarel was a lifegiving sun with a world
circling it, the people of the world performed a complex rit-
ual called the Sunlight Calling. It focused the starsoul,
drawing its power not just for the people’s use in growing
their crops and living their lives, but to keep the sun burn-
ing in the sky each day. But the people grew complacent
and—as people do—forgetful. They forgot the Sunlight
Calling.

The effects were not felt immediately. Not by the genera-
tion that began to ignore the ritual, nor by their grandchil-
dren who neglected it completely. Not by the folk five gener-
ations hence who had no memory of the ritual except as a
phrase in ancient texts. Slowly, however, without the ritual,
the starsoul lost its focus, and the sun lost its fire. Avidarel
died a long, slow death.

The rite of Sunlight Calling, fortunately, was observed by
some planar travelers and recorded in a book stored in the



great library of the aasimar philosopher-king Jasoom III.
Although the library, located deep in the bowels of the
Underland (see Chapter One: The Countless Worlds), was
sacked by githyanki years ago, the ritual is still there for any-
one to find and learn—anyone, that is, who can get past the
rakshasas that now call the library home.

If used today on the plane of Avidarel, the ritual would
reveal the location of the long-lost starsoul and awaken it,
preparing it for the quickening of the memories of starlight.
Once it was found, they would converge upon it, igniting a
new sun from the cinders of the old.

THE CONSEQUENCES OF REBIRTH
Restoring life to Avidarel—in effect, giving birth to a whole
new plane—would have great ramifications not just for the
plane itself, but for those who take part in its creation. Such
individuals would, at least in some small way, become cre-
ators of a new world. With such responsibility also would
come power: divine power direct from the Divine Voice, the
progenitor of the multiverse. At minimum, the creators each
would be granted the effects of one wish with far-reaching
effects within the plane. They could use it to shape the laws,
appearance, and nature of the virgin plane. A creator could
ensure for himself a land of milk and honey in the new
world, some power and influence among the people who
would one day live there, or even a hand in molding who
those people would be and what they would be like.

Obviously, if such power ends up in the hands of the play-
er characters, DMs should be cautious about how they use it.
It should affect the new plane, not the characters themselves
(or at least affect them only when they are present in the
new plane). The PCs do not become gods, but a sort of demi-
urge or prime mover—a raw force of creation. They are the
force that set things in motion, not the force that maintains
long-term control.
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INHABITANTS

Few creatures still call the plane of Avidarel home. The vast
majority are undead creatures or alien things too awful to die
even when the world fell apart and the sun’s fires faded away.
The only creatures PC visitors may want to find are the enig-
matic beings known as memories of starlight. Player charac-
ters might encounter any of the creatures in the table here
while mining, searching for gems, or elsewhere.

MEMORY OF STARLIGHT

Large Aberration

Hit Dice: 9d8+9 (49 hp)

Initiative: +2

Speed: Fly 40 feet (good)

Armor Class: 19 (1 size, +2 Dexterity, +8 natural), touch 11,
flat-footed 17

Base Attack/Grapple: +6/+14

Attack: Bite +9 melee (1d8+4)

Full Attack: Bite +9 melee (1d8+4)

Space/Reach: 10 feet/10 feet
(Face/Reach: 10 feet by 5 feet/10 feet)

Special Attacks: Dazzle, spell-like abilities

Special Qualities: Song of remembrance, damage reduction
5/magic (or 5/+1), immune to fire and cold, darkvision 60
feet, flight

Saves: Fort +4, Ref +7, Will +7

Abilities: Str 19, Dex 14, Con 13, Int 11, Wis 13, Cha 25

Skills: Listen +16, Spot +16

Feats: Alertness, Flyby Attack, Lightning Reflexes

Environment: Avidarel

Organization: Solitary

Challenge Rating: 5

Treasure: None

Alignment: Always neutral good

Advancement: 10—12 HD (Large) 13-15 HD (Huge)

Level Adjustment: —

INHABITANTS OF AVIDAREL

Creature CR Source Notes

Howling abomination 8 CC2 Immune to cold
Memory of starlight 5 BCD Page 29
Nightwalker 16 MM —

Nightwing 14 MM —

Shadow 3 MM —

Soul eater 7 ToH Immune to cold
Spectre 7 MM —

Wraith 5 MM —

Unlife 1/2 CC2 —

)
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“The creature of light swam toward us through the darkness,
preceded by its soft, melodious song. At first we thought it was a
monstrous dragon, but then we saw its benign nature in its eyes. It
flew up to us and studied us for a time, as if it thought we might
find some pleasure or meaning in its music. We didn’t. Then, with-
out warning or asking his leave, the creature touched Nevor with a
thin tendril and healed his wounds. We tried to thank it, but it
paid us no heed, flying off into the cold night of the plane, never
pausing for a moment in its song.”

—Taebor the Dauntless, in his book Avidarel, the Dead Plane

As remnants of the sun’s former glory, memories of
starlight are strange creatures that hold within them the
only chance for life this plane will ever have. Each of them
is a fragment of the seed of a new plane that could be
born within the corpse of dead

Memories of starlight never speak or attempt to commu-
nicate, except for their continual song of remembrance.

COMBAT

A memory of starlight avoids combat when possible. The
only exception to this rule is that it will attack undead on
sight. When it must fight, it swoops into battle with fervor,
retreating upward if seriously threatened.

Dazzle (Su): As a free action once per round, the memory
of starlight can shed a dazzling cascade of twinkling lights.
All within 25 feet of the creature when it does this must
make a Fortitude save (DC 21) or become dazzled for 4
rounds. A dazzled creature suffers a —1 penalty on attack
rolls, Spot checks, and Search checks. The save DC is
Charisma based.

Spell-Like Abilities: At will—detect

Avidarel. But for them to come
together, they must converge upon
the starsoul, the heart of the dead
sun. The ritual known as the Sunlight
Calling activates the starsoul and ini-
tiates the convergence of the memo-
ries of statlight, or the quickening.
Until that time, however, the mem-
ories of starlight flit about Avidarel
like tiny candles in a vast, dark void.
Because Avidarel is losing its concept
of light, the creatures’ sparkling,
luminescent nature cannot be seen

¢

We saw its benign

nature in its eyes.

evil, light; 1/day—charm monster, cure
serious wounds, daylight, locate creature,
locate object, remove blindness/deafness,
remove disease. Caster level gth. Saving
throw DC 17 + spell level. The save DC
is Charisma based.

Strike and Devour Incorporeal
Undead (Su): A memory of starlight
can always strike incorporeal undead

) with its bite attack as if they were cor-

poreal. When it devours an incorpo-
real undead creature, it gains a tem-
porary +2 enhancement bonus to

from very far away—perhaps a few
hundred feet at most. When they come close, however,
they are a welcome gift of light and song. They aid non-
evil creatures when they encounter them, if they need
assistance or healing.

Memories of starlight sing the song of remembrance in
the language of the people who once lived on this plane.
This language is not Common, so the listener may not
understand the song without the help of a spell. The song
describes the hope of rebirth that these creatures repre-
sent.

Wandering memories of starlight attack and consume
incorporeal undead. Although a memory of starlight sus-
tains itself with its own light (it does not need to eat or
breathe), when it devours an undead creature it gains physi-
cal power.

This creature looks like a glowing serpent that flies
through the air, propelled by its own force of will. Its body
is thick and segmented. Its wide head bears large eyes and a
wide mouth. While it has no legs, three rows of small ten-
drils run down the length of its form.

Strength, Dexterity, and Constitution
for 24 hours. This bonus stacks if it kills more than one
undead creature in a day.

Song of Remembrance (Su): Someone who hears and
understands the words of the song that the memories of
starlight sing at all times must make a Will saving throw
(DC 21) or fall victim to a kind of geas. This geas gives the
listener the understanding that Avidarel can live again, and
that the memories of starlight are the key, or at least part of
it. It also carries with it a compulsion—hence the saving
throw—to seek out the means to rekindle the sun and give
life to the plane once again. The listener must do so to the
best of his ability, but the song does not explain how to go
about it, other than to “seek the Sunlight Calling.” The save
DC is Charisma based.

Flight (Su): A memory of starlight can cease or resume
flight as a free action. A memory of starlight that loses this
ability falls and can petform only a single action (either a
move action or an attack action) each round. It is unaffected
by the gravity of Avidarel's core.
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THE LAST TOWER \

On the edge of the solid piece of Avidarel stands a single lonely

tower made of stone and covered in rusted iron plates. The 60-foot
tower is surrounded by an empty moat 15 feet deep and 2.0 feet
across. The tower itself measures 30 feet in diameter. A thin iron
bridge stretches across the moat to the tower’s iron door. It is
unlocked.

This structure is called the Last Tower, and within it dwell two
human nobles, Lord Newst and Lady Estra, along with their
entourage. Not long ago, these two made a wager among some of
their aristocratic friends on their homeworld. The bet was that
Newst and Estra could not survive for a year on an inhospitable
plane—Avidarel. If they could, they would win a scepter worth
10,000 gp. Newst and Estra accepted the wager but, to be sure, it
wasn't for the money. In fact, they spent far more than the prize’s
value commissioning a team of powerful mage-priests to magi-
cally refurbish the tower for them. The lord and lady do this for
the fame, for the glory, and for the challenge. Truly, though, their
sacrifice is not so great.

Their scouts found the Last Tower, an old stone structure cre-
ated by some plane-traveling githzerai. Their magical agents
then ensorcelled the tower to make it far more comfortable. The
bottom three levels house guards bearing magic weapons to
ward off attacking wraiths or spectres. These levels are crude,
cold (magically warmed just enough to keep the guards from
suffering damage), and dreary. But the magical top level of the
tower is almost 1,000 feet in diameter and filled with many
well-appointed corridors, dining halls, ballrooms, parlors, and
apartments. These chambers are heated and maintain normal
gravity.

The inhabitants have a huge supply of special extended-
duration potions of resist cold 10. If the PCs succeed at a Diplomacy
check (DC 20), the lord and lady will sell them a potion for 1,200
gp. Otherwise, they charge travelers 1,800 gp. The special potions
last for four hours.

Newst is a bumbling fop of a man, more interested in preening
than just about anything else. He wears his sandy brown hair long
and has a wiry frame and blue eyes. On his home plane he is an
avid hunter, but he is afraid to go outside in Avidarel. He keeps a
potion of resist cold with him at all times, just in case he is forced
outdoors. He spends his days fencing with the servants. He’s
good, but not as good as he thinks he is.

Estra is a beautiful young woman who would be even more
beautiful if she did not always wear a sneer of nobility. Unlike her
brother-husband Newst, Estra is devious and involved in nefari-
ous schemes for the sheer thrill of it (she doesn’t care about the
money). She always avoids direct physical threats if she can, yet
she flirts with danger all the time.
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Lord Newst, male human Nob10: CR 9; Medium humanoid;

HD 10d8; hp 53; Init +2; Speed 30 feet; AC 12 (+2 Dex,
+2 armor) touch 12, flat-footed 12; BAB +7; Grapple +8;
Attack +9 melee (1d6+1, critical 18—20/X2, rapier) or +10
ranged (1d8+2, critical 20/X3, longbow); Full Attack +9/+4
melee (1d6+1, critical 18—20/%2, rapier) or +10/+5 ranged
(1d8+2, critical 20/%3, longbow); AL N; SV Fort +3, Ref +5,
Will +9; Str 13, Dex 14, Con 11, Int 8, Wis 9, Cha 16

Skills and Feats: Diplomacy +18, Forgery +15, Gather
Information +18, Hide +4, Knowledge (the planes) +13;
Leadership, Point Blank Shot, Skill Focus (Diplomacy),
Skill Focus (Forgery), Skill Focus (Gather Information)

Possessions: +2 bracers of armor, +1 rapier, +1 mighty longbow,
arrows (24), extended potion of resist cold 10, diamond cuf-

flinks (1,000 gp), ruby ring (800 gp), 120 pp

Lady Estra, female human Nob1o: CR 9; Medium humanoid;
HD 10d8-10; hp 32; Init +1; Speed 30 feet; AC 11 (+1 Dex,
+2 armor), touch 13, flat-footed 12; BAB +7; Grapple +6;
Attack +7 melee (1d4, critical 19—20/%2, dagger), or +9
ranged (1d6+1, critical 20/X3, shortbow); Full Attack +7/+2
melee (1d4, critical 19—20/X2, dagger), or +9/+4 ranged
(1d6+, critical 20/%3, shortbow); AL CN; SV Fort +2,

Ref +4, Will +8; Str 9, Dex 13, Con 8, Int 10, Wis 12,
Cha16

Skills and Feats: Climb +1, Craft (stonecarving) +6, Handle
Animal +12, Intimidate +15, Knowledge (the planes) +7,
Knowledge (nobility and courtesy) +14, Perform (flute)
+16; Endurance, Leadership, Point Blank Shot, Skill Focus
(flute), Skill Focus (Handle Animal)

Possessions: +2 bracers of armor, +1 dagger, +1 shortbow,
arrows (12), +1 flute (adds to Perform), extended potion of
resist cold 10, emerald necklace (2,000 gp), emerald ring

(500 gp), emerald bracelet (500 gp)

Unbeknownst to the rather dim-witted Newst, Estra also
uses the Last Tower as a secret way-station and storehouse
for a cross-planar illegal goods trade. She has a number of
shady connections, some of which extend to rather unsa-
vory planes. Estra’s agents trade in cargo ranging from
dangerous narcotics and poisons to material components
for rare and particularly evil spells.

Estra’s agents include Jodimble, a gnome bard who pre-
tends to be a buffoon but is actually a hardened criminal,
and Nera, a half-demon fighter who is also an expert in
trading and smuggling. Jodimble is addicted to a drug
called shivvel, supplied to him by Nera, whom he now
must serve. He bears a shivvel addict’s tell-tale dark blue
rings under his eyes . He is otherwise unremarkable look-
ing, with white hair and a small wispy beard. Nera has

undergone serious magical procedures that have perma-
nently altered her appearance to hide her fiendish nature.
In these operations she lost her wings, but she can now
operate as a smuggler and a thief with much greater effi-
ciency. She appears to be a strikingly tall and muscular
human woman with dark, ruddy skin, piercing black eyes,
and long, tangled black hair. She speaks Abyssal as well as
Common.

Jodimble, male gnome Brd4/Rog3: CR 7; Small humanoid;

HD 4d6+8 + 3d6+6; hp 43; Init +3; Speed 20 feet; AC 17
(43 Dex, +1 size, +3 armor), touch 14, flat-footed 14;
BAB +5; Grapple +2; Attack +6 melee (1d4, critical
19—20/X2, small short sword), or +10 ranged (1d6, critical
19—20/X2, small light crossbow); Full Attack +6 melee
(1dg, critical 19—20/X%2, small short sword), or +10 ranged
(1d6, critical 19—20/%2, small light crossbow); SA Spells,
+2d6 sneak attack; SQ Bardic knowledge, evasion; AL CE;
SV Fort +6, Ref +10, Will +5; Str 10, Dex 16, Con 14,
Int 10, Wis 11, Cha 13

Skills and Feats: Appraise +2, Craft (alchemy) +2, Craft
(leatherworking) +4, Disable Device +4, Forgery +6, Hide
+12, Listen +5, Move Silently +8, Open Lock +10, Perform
(act) +9, Perform (dance) +8, Perform (wind instruments) +7,
Search +5, Use Magic Device +7; Great Fortitude, Point
Blank Shot, Precise Shot

Possessions: Masterwork studded leather armor, masterwork
light crossbow, bolts (20), short sword, boots of levitation,
extended potion of resist cold 10, 34 gp

Spells (3/3; save DC 11 + spell level): o—dancing lights, daze,
mending, open/close, read magic, resistance; 1st—charm

person, expeditious retreat, Tash’s hideous laughter

Nera, female half-fiend human Ftr5/Exp3: CR 9; Medium out-
sider (evil); HD 5d10+10 + 3d6+6; hp 58; Init +2; Speed
30 feet; AC 20 (+4 Dex, +4 armor, +1 deflection, +1 natu-
ral), touch 15, flat-footed 16; BAB +7; Grapple +9; Attack
+13 melee (2d6+8, critical 19-20/X3, greatsword); Full
Attack +13/+8 melee (2d6+8, critical 19—20/%3, great-
sword); SA Smite good; SQ Darkvision 60 feet, spell-like
abilities, immune to poison, resistance to acid 10, cold 10,
electricity 10, fire 10, DR 5/magic (or 5/+1), SR 18; AL CE;
SV Fort 47, Ref +6, Will +5; Str 18, Dex 19, Con 14, Int 13,
Wis 12, Cha 14

Skills and Feats: Bluff +7, Climb +11, Diplomacy +7, Handle
Animal +9, Hide +7, Intimidate +4, Jump +4, Knowledge
(the planes) +9, Move Silently +6, Sleight of Hand +8;
Cleave, Combat Reflexes, Dodge, Improved Sunder,
Persuasive, Power Attack, Skill Focus (Knowledge [the

planes])



Possessions: +1 studded leather armor, +1 ring of protection, +2
greatsword, potion of cure serious wounds, lucent boxf (keyed
to Last Tower; see Chapter One), 50 feet of silk rope

Smite Good (Su): Once per day this half-fiend can make a
normal melee attack to deal 8 points of extra damage
against a good foe

Spell-Like Abilities: 3/day—darkness, poison (DC 16); 1/day—
desecrate, unholy blight (DC 16). Caster level 8th. The save
DCs are Charisma based.

Since characters likely will encounter the NPCs of the
Last Tower on its magical top level, the NPCs’ Strength
and Dexterity scores have not been modified for Avidarel’s
gravity.

It’s worth noting that the lord and lady of the Last
Tower have no concept of the nature of the memories of
starlight and are unaware of the starsoul. In fact, while
both know about the Hagridden Mine (see below), they
believe the fallacious notion that it is an old dwarven
mine, now haunted. If planar adventurers came to
Avidarel and took steps to restore the plane, Newst and
Estra—assuming they understood what was going on—
would oppose them. Not because they had something
against the idea, but because it would almost certainly
destroy their tower and foil their wager. At the very least,
they would attempt to convince the adventurers to wait
until the two of them can leave Avidarel; at this point,
they've been there only five months. (Estra might be curi-
ous, in the meantime, to look into the potential results of
the adventurers’ plan. The idea of being responsible for
the creation of a new plane—solely responsible—might

intrigue her.)

THE HAGRIDDEN MINE

An explorer making her way along the core of Avidarel may
find a wide, open shaft leading down into the core’s heart.
Legends say that this shaft is a mine created by some enter-
prising dwarves who brought a delver with them to
Avidarel. While they have removed great wealth from the
mine already, it’s said, plenty of valuable ore and minerals
remain to be found.

These stories are all fabrications. The hole isn’t a mine at
all, but the beginning of a series of tunnels created by a
powerful undead nightshade called a nightcrawler (see next
page). Moreover, the creature’s presence, coupled with the
nature of the dying plane, has imbued the mazelike “mine”
with a horrible effect called the waking nightmare. This
effect has left the labyrinthine network of tunnels and caves
filled with slain treasure-seekers, each dead face gripped in

a rictus of sheer terror.
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THE WAKING NIGHTMARE

All the lost but lingering emotions of the dead inhabitants of
this plane have pooled and collected like rainwater in a puddle
in the Hagridden Mine. These emotions, initially given life
by the place’s undead master, have taken hideous form. This
sentient nightmare reads the thoughts of any creature enter-
ing the mine and conjures up her dearest loved ones and
greatest fears.

Anyone wandering the winding, seemingly endless tun-
nels of the mine must make a Will save (DC 20) every half
hour. Those failing the save begin to fall under the effects of
the waking nightmare. They begin to experience hallucino-
genic flashes of disturbing imagery. For the next 10 minutes,
they suffer a —2 morale penalty to attacks, saves, and checks
due to these distracting visions.

After 10 minutes, the affected character must make
another Will save (DC 20). Now the images become quite
constant and involve the character’s loved one(s). She sees
the loved one suffering through terrible agony or commit-
ting acts that she finds repulsive and almost certainly
uncharacteristic. For the next 3d20 rounds, the character
can do nothing but bear witness to these terrible waking
nightmares. An affected character can attempt to ignore
the visions, which requires yet another Will save (DC 20).
Only one attempt is possible.

But the worst part is that these visions are not just unreal
images. The waking nightmare sends out mystical tendrils
through the Countless Worlds to actually find the character’s
loved ones and make them part of the tableau via a sympa-
thetic magical connection. What the character sees actually
happens to the loved one(s). This usually results in the
affected loved one participating in some hideous act real
only to the character and the loved one, or in the loved one
actually suffering real harm (usually about 1d6 points of
damage per round depending on the situation). The loved
one experiences this harm even though observers can see no
perceptible physical reason for it (the loved one, pulled into
the delusional, inner world of the nightmare, is fully aware
of the cause).

If the character ignores the visions, the loved one con-
tinues to actually suffer or act in the debased and unseem-
ly manner for the duration of the nightmare. If the char-
acter does not disregard the nightmares, but instead
attempts to get involved and stop them, she actually has a
chance. Within the mix of negative emotions left over
from Avidarel’s inhabitants, there are also some positive
feelings and aspirations as well. If she succeeds at still
another Will save (DC 20), she can tap into the power of
these semi-sentient emotions, freeing the loved one and
ending the nightmare. In such a case, all negative effects
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end, any damage to the loved one disappears, the loved
one’s memory is purged of any thoughts of the nightmare,
and the character herself gains a +2 morale bonus to all
attacks, saves, and checks for 1d4+1 days afterward. If she
fails this saving throw, however, the character dies of ter-
ror immediately.

A character with no loved ones presents a danger to
herself. Her nightmares manifest themselves physically
within the Hagridden Mine in the form of wraiths, which
appear to the character as people from her past. Only the
character can interact with these all-too-real phantoms. If
she can defeat them, she gains a +2 morale bonus to all
attacks, saves, and checks for 1d4+1 days afterward. If she
cannot, the nightmares slay her and carry her soul off into
the Ethereal Sea forever. Only true resurrection can bring
her back.

The number of wraiths that appear depend on the char-

acter’s level:

Level Wraiths
1-5 1
6—7 2
8—9 3
1011 4
12—13 5
1415 7
1617 9
18—19 11
20+ 12

Wraith: CR 5; Medium undead (incorporeal); HD 5d12; hp 32;
Init +7; Speed 30 feet, fly 60 feet (good); AC 15 (+3 Dex, +2
deflection), touch 15, flat-footed 12; BAB +2; Grapple —;
Attack +5 incorporeal touch (1d4 and 1d6 points of perma-
nent Constitution drain); Full Attack +5 incorporeal touch
(1d4 and 1d6 points of permanent Constitution drain);

SA Constitution drain (Fortitude save, DC 14, to resist);
SQ Undead, incorporeal, +2 turn resistance; AL LE;
SV Fort +1, Ref +4, Will +6; Str —, Dex 16, Con —, Int 14,
Wis 14, Cha 15

Skills and Feats: Diplomacy +6, Hide +11, Intimidate +10,
Listen +12, Search +10, Sense Motive +8, Spot +12,
Survival +2 (+4 following tracks); Alertness, Blind-Fight,
Combat Reflexes, Improved Initiative

Note: Unlike standard wraiths, these never risk experiencing
sunlight in Avidarel, never appear to animals, and do not

Create spawn.

THE NIGHTCRAWLER

Deep within the Hagridden Mine, the creator of the tun-
nels still dwells. This terror is almost certainly the most
horrid thing in the plane: a hideous worm of terrible size
and a blackness darker than even the darkness of the
plane around it. The nightcrawler has adapted to the
strong gravity of Avidarel’s core and suffers no penalties
here. It can burrow through the hardened core of the sun
at a speed of 10 feet per round.

The nightcrawler is no simple mindless beast, however. It
is as intelligent as it is malevolent. Meaning only ill to all
that live, the nightcrawler hides the starsoul, the one object
required to rekindle the sun and allow life to return to the
dead plane of Avidarel. The starsoul takes the form of a deli-
cate snowflakelike crystalline construct about 18 inches in
diameter. It has no hardness and only 4 hit points and gives
off a faint glow. If activated using the Sunlight Calling ritual,
it glows with a continual luminescence like a daylight spell
with four times the radius.

Although the starsoul is delicate, the nightcrawler wishes
no harm to come to it for two reasons. The first is that the
broken object would disintegrate but soon reform in the
exact center of the plane, where the sun once burned—the
piece of dark rock that was the sun’s core was blasted from
that position when the star cooled and shattered. This now
empty spot in space would not hide the starsoul’s bright
light, and the memories of starlight would converge upon
it even without the ritual and rekindle the sun. Second,
and perhaps even more important, without the starsoul to
feed upon, the nightcrawler would cease to exist. It owes
its very existence to the sun’s death, and draws much of its
dark sustenance from the void left by the continued
absence of the starsoul’s light and life.

At the core’s heart, where the nightcrawler makes its lair
and hides the starsoul, it has collected a number of magical
tools to help it protect its treasure. Wrapped around the
starsoul itself is a cloak of nondetection (like an amulet of
proof against detection and location, but a cloak), keeping
divinations from finding the important object. Further, a
gem of forbiddance has a continual effect that keeps out
good creatures as the spell forbiddance. Lastly, it has placed
an object called an idol of lust next to the starsoul. The idol
is a 6-inch-high figurine of a succubus made of jade.
Anyone viewing the idol must make a Will saving throw
(DC 19) or desire the idol more than anything else. This
cursed item will make anyone under its spell ignore the
starsoul and any other magic items (affected characters
actually will discard all possessions except those that
might be protecting them from the cold or that might help
them return to their home plane). If the idol affects



multiple characters, they will fight over it unless prevented

(not necessarily using lethal force, but doing whatever they
must to keep others from possessing it).

Nightshade, nightcrawler: CR 18; Gargantuan undead;

HD 25d12; hp 212; Init +4; Speed 30 feet, burrow 60 feet;
AC 35 (—4 size, +29 natural), touch 6, flat-footed 35;
BAB +12; Grapple +45; Attack +29 melee (4d6+21/19—20
bite); Full Attack +29 melee (4d6+21/19—20 bite) and +24
melee (2d8+11/19—20 sting plus poison); Space/Reach 20
feet/15 feet (Face/Reach 30%30 feet [coiled]/10 feet);
SA Nightshade abilities, improved grab, swallow whole,
energy drain, poison, spell-like abilities; SQ Undead, night-
shade abilities, tremorsense; AL CE; SV Fort +8, Ref +8,
Will +23; Str 45, Dex 10, Con —, Int 20, Wis 20, Cha 18

Skills and Feats: Concentration +32, Diplomacy +6, Hide +16,
Knowledge (arcana) +33, Listen +33, Move Silently +28,
Search +33, Sense Motive +23, Spellcraft +35, Spot +33,
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Survival +5 (+7 following tracks); Blind-Fight, Combat
Casting, Great Fortitude, Improved Critical (bite),
Improved Critical (sting), Improved Initiative, Iron Will,
Power Attack, Quicken Spell-Like Ability (cone of cold).

Energy Drain (Su): Living creatures inside a nightcrawler’s

gizzard gain one negative level each round. Removing a
negative level requires a Fortitude save (DC 26). The save
DC is Charisma based. For each such negative level

bestowed, the nightcrawler gains 5 temporary hit points.

Improved Grab (Ex): To use this ability, a nightcrawler must

hit with its bite attack. It can then attempt to start a grap-
ple as a free action without provoking an attack of oppor-
tunity. If it wins the grapple check, it establishes a hold
and can try to swallow the opponent in the following

round.

Poison (Ex): Injury, Fortitude save, DC 22, initial and sec-

ondary damage 2d6 points of Strength. The save DC is

Constitution based.
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Spell-Like Abilities: At will—contagion (DC 18), deeper dark-
ness, detect magic, greater dispel magic, haste, invisibility, see
invisibility, unholy blight (DC 18); 3/day—cone of cold (DC
19), confusion (DC 18), hold monster (DC 19); 1/day—finger
of death (DC 21), mass hold monster (DC 23), plane shift (DC
21). Caster level 25th. The save DCs are Charisma based.

Summon Undead (Su): A nightcrawler can summon undead
creatures once per night: 9—16 shadows, 3—6 greater shad-
ows, or 2—4 dread wraiths. The undead arrive in 1d10
rounds and serve for one hour or until released.

Swallow Whole (Ex): A nightcrawler can try to swallow a
grabbed opponent of Huge or smaller size by making a
successful grapple check. Once inside, the opponent
takes 2d8+12 points of bludgeoning damage plus 12
points of acid damage per round from the nightcrawler’s
gizzard and is subject to the creature’s energy drain. A
swallowed creature can cut its way out using a light
slashing or piercing weapon to deal 35 points of damage
to the gizzard (AC 21). Once the creature exits, muscular
action closes the hole; another swallowed opponent must
cut its own way out. A nightcrawler’s interior can hold
2 Huge, 8 Large, 32 Medium, 128 Small, or 512 Tiny or

smaller opponents.

USING AVIDAREL

Avidarel sets a dark, creepy mood. As the PCs first find
their way into the cold void, their lights dimmed, the whis-
per of spectres all around them, they should be frightened.
To learn (eventually) that there is a way to bring light and
life back to this place of darkness and death should stir the
soul of any hero worthy of the title.

Avidarel might just be a plane the PCs need to pass
through on their way to someplace else. Although the void
is vast, the easily traversable portion of the plane is a only
a few miles across. There isn’t much here, and it’s a dan-
gerous place to linger. It’s also a place of secrets. Do frag-
ments of the world that circled the Avidarel sun still float
in the darkness? If so, what secrets do they hold? What
became of the world’s moon? Was it inhabited? These are
questions DMs can provide their own answers to, if they

wish.

ADVENTURES

Perhaps the most obvious adventure in Avidarel is the sun-
dered star itself—restoring the dead plane to life using the
starsoul and the memories of starlight. To accomplish this,
as an initial hook the PCs probably need to either
encounter a memory of starlight, understand the song of
remembrance, or hear of the potential path to power that
lies in restoring the plane. Either way, they must first dis-

cover the details of the Sunlight Calling in the ruined
library of Jasoom III in the Underland (guarded by rak-
shasas). Then, they need to use the ritual and, in so doing,
learn the location of the starsoul. Braving the waking night-
mare, they then confront (or simply avoid) the night-
crawler to gain the starsoul for themselves—although just
damaging the fragile crystalline structure actually would
suffice. A difficult adventure, to be sure, and not one to be
attempted by characters below 14th level. But it offers great
rewards, as successful characters have a hand in shaping
the new plane.

The quest to reincarnate the plane is only one potential
scenario, however. Many other adventures that have nothing
to do with anything so grand (or dangerous) could be set in
Avidarel.

STOP THE SMUGGLERS (6TH TO 7TH LEVEL)
Illegal goods of a nefarious nature—dangerous drugs or evil
magic items—begin showing up in the PCs” homeland with
greater regularity than ever. A little investigation (and per-
haps divination) reveals that the wares come from mer-
chants from another plane. The “merchants” are none other
than Jodimble and Nera. If the PCs successfully deal with
these criminals, they can use Nera’s lucent boxf to head
directly to the Last Tower to deal with their employer.

GEM HUNT (7TH TO 8TH LEVEL)

Iyuxical, Xorn King of Deluer (see Chapter Five), tired of
feeding only on the minerals and ores of his home plane,
puts out a call for mercenaries. He wants the characters, if
they are willing, to travel to Avidarel to recover some
andrecite. Of course, unless the PCs are lucky, this is a fair-
ly long-term undertaking with a lot of searching, all the
while braving the cold and the undead that haunt the
plane. Successful adventurers probably will ally themselves
with the forces of the Last Tower just to have a warm and
safe base of operations. Of course, where the lord and lady
of the Last Tower are concerned, nothing is truly free. The
PCs may need to perform some service for Newst and Estra
in exchange for succor in their tower. Such a task might
involve leaving Avidarel to bring back some comfort to help
them “rough it” in the hostile plane. Estra might also
demand that they help her agents on some smuggling-
related mission.
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Carrigmoor

Times change. Fortune blows good tidings to some and ill winds to others, and every coin that lands heads up has

a tatl pressed hard to the ground. Ask any old sphere-skipper, and she’ll tell you that there were bright lights among
the nexii in her day, planar hubs that spilled forth riches every time a doorway opened. And every time she remem-

bers them, she'll remember that one of the brightest was Carrigmoor, the Jeweled City, the place that made every
traveler who walked its streets richer. And then she’ll heave a sigh. Carrigmoor doesn’t shine so bright now, and what
spills out of the doorways these days is best avoided. No, a traveler doesn’t want to visit Carrigmoor. It’s full of
thieves and bandits, and if you're lucky, it's only your purse you'll lose.

arrigmoor is one of the last cities of a destroyed Life of a sort does manage to eke out an existence on the

planetoids that circle endlessly above the ball of molten

C world, existing under a jeweled dome on an asteroid
that circles the planet’s old core. Once one of the
most powerful trading cities of the Countless Worlds, it fell
to plague, and its doors closed. Now the elite merchants and
old nobles of this corrupt city struggle among themselves
for dominance, and they use any tools at their disposal—
including poison, mercenaries, slaves, and dark pacts—to
scratch out an advantage. Outside the dome, flying ghoul-

earth. Bands of afghtil—leather-winged carrion-eaters (see

page 41)—travel from
rock to rock, tearing
each other apart in
battle or falling upon
each other when

Planar Notes
Name: Carrigmoor

Type: Alternate world

times are lean. They Common Conjunction Planes:

Cryllt—This vast underground complex, a
shelter from the devastated world above,

is under siege from denizens of the deep

reaches of the world.

like creatures and outlaws fight for survival against the also survive on the

harsh elements and each other, and miners hack out valu- meager, stunted

able minerals for the newly reopened portals. It’s a place plants that occasion-

that requires cunning and a quick blade, because the ally sprout from the Emmasaulis —An enormous castle hangs
in the sky like a satellite over this pastoral
world. Its orbit decays a little more year
dfter year, however, and there’s no means

of exit for its residents.

unwary always feed someone’s appetite in Carrigmoor. near-barren soil, and,
ry % pPp g

of course, on visitors

PHYSICAL DESCRIPTION

Hundreds of years ago, sorcerers and technologists battled

who wander from the

safety of Carrigmoor Kindapesh—A mountainous land of

treacherous slopes and dangerous weath-
er, with rope bridges strung across the
chasms that break this land apart.

for control of a wotld whose name has been lost to history. to witness the devas-

Neither side would admit defeat, and both turned to increas-  tated planet and the

ingly savage methods to secure their victories. In the end, magical sphere that

Lortaan—A loose confederation of tropi-
cal city-states run by thaumaturges. The
cities face annihilation at the hands of
intelligent primates, escapees from the

their struggle tore the planet apart, shattering it into mil- contains its remains.

lions of asteroids. Yet some arcane magic or technological Some humans and

marvel surrounded the planet, holding its pieces within a
rough orbit of their former center. The core of the planet still

humanoids have fled
from the city—or

wizards' laboratories.

Toorantis—A calm and wooded land with
a peaceful agrarian economy, this world
has no clue as to the chaos the Phrengal
family of traders is about to bring them

burns brightly, casting magma-tinted light and heat through ~ from enemies made

this cosmic sphere. Thus, the sky above the city of Carrig- beyond the city—and

moor is constantly a dusky, smoggy orange, the color of a now hide among the

boiling sunset. The burning lava below also belches forth its
unattractive odors, and the air of the sphere has become pol-
luted with sulfur and acid rain. The air is still breathable,
though prolonged exposure to it requires that a visitor make
a Fortitude save (DC 14) or suffer 1 point of temporary
Constitution damage per hour in the air.

Winds whip around the sphere, sometimes soft, some-
times fierce, bringing with them a stinging hail of fine grit
and, occasionally, larger stones. It is a rare storm that brings
water, and the water it brings is caustic, causing 1d4 points
of acid damage per round of exposure.

craggy, drifting earth- (see page 42).

bergs, using breathers

(see page 42) to pro-

tect themselves from

the air. Some of them,

it is said, have a huge

price on their heads. Rumor has it that they’ve built mem-
branous devices to allow them to catch the winds and travel
between bergs, and they raid the mining camps sent out
from the city. Finally, insect life is common, some of which

has grown to enormous size.
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Gravity is specific to each of the floating pieces, but it
extends to only a few feet above the ground. Those who leap,
fly, or are hutled into the air will continue in that direction.
Unless they have some means of changing their trajectory,
they’ll eventually collide with another earthberg or go
screaming into the gravity well of the dead planet’s core.

THE CITY OF CARRIGMOOR

Carrigmoor is to be found on one of the larger asteroids
(about 30 miles from tip to tip). The city-side is on the rela-
tively flat part of the chunk; the other side is a truly rugged
piece of ground. The city is located in a slight depression,
which keeps it isolated from the worst effects of the weather.
Itis called the Jeweled City, so named for the ruby- and emer-
ald-colored dome that protects it from acidic rain and harsh
atmosphere. Alloyed struts and intricate arabesques hold the
sheets of resistant glass in place, and the smoky orange of the
planet’s core below throws stomach-upsetting light through
the dome. Visitors must make a Fortitude save (DC 13) after
spending an hour here or suffer from nausea for 1d10 min-
utes. Nauseated creatures are unable to attack, cast spells,
concentrate on spells, or do anything else requiring attention.
The only action a nauseated creature can take is a single move
action per turn.

For hauling, riding, and afghtl-hunting outside the
dome, the locals use a flightless bird called the istrakh—an
omnivorous relative of the ostrich, adapted to breathe both
the somewhat sooty air of the city-dome and the acid-filled
air outside the town. They are generally filthy, raucous ani-
mals, and their leavings litter the streets even in the better
neighborhoods. Their cries echo throughout the dome, day
and night, mixing with the calls of carters, the pleas of mer-
chants, and the hundred other cacophonies of any trade city.

HISTORY

Carrigmoor was once one of the most renowned trading
hubs of a hundred worlds, a place of doorways and portals
to almost anywhere in the multiverse. At its height, thau-
maturges of the Door Openers’ Guild could fine-tune doors
to deliver goods and people to particular planes and dimen-
sions. The largest caravans emerged from the outermost
streets and wound through the town to stop at last in the
central plaza, where they could sell their wares. Some of
them used the portals to move on to another, more prof-
itable destination—for a fee, of course. Fortunes were made
here, and great families rose with the power of these cara-
vans. It was a bustling trade metropolis, driven by money,
power, and the lure of the unknown.

That was before a plague swept through the city, forcing the
closure of the doors and rerouting traffic for over 100 years.

No one knows the origin of the plague, though persistent
rumors suggest it was the result of one of the now-defunct
Great Families and its dealings with a nether power. But no
matter who started it, the plague did its damage, ravaging the
city’s people and turning away its trade to other, more hos-
pitable hubs. When the plague had passed, the trade did not
return, and the city began to fall into disrepair. Now the best
Doormakers have moved on or forgotten their art, as their
portals have become too difficult to change (the rusted con-
trols are harder to fine-tune) and the city has developed into a
cesspool of power-hungry tyrants and petty thieves. The mer-
chants who move their wares through the city are either des-
perate or criminals.

This is Carrigmoor, once-proud jewel of the spheres, now
rotting slowly under the weight of corruptions physical,
economic, and spiritual.

LOCATIONS OF INTEREST

The city’s layout is generally simple. In the center is a huge
courtyard that serves as the primary market, where locals con-
verge for their needs. From this courtyard, seven broad streets
run outward to seven enormous archways near the edges of
the surrounding dome. The areas of the city lie scattered
between these avenues, and each portion has evolved into its
own smaller city, with wealthier areas in their hearts sur-
rounded by slums. The streets in these areas wind and twist,
with houses and shops pressing in close on the cobblestone
streets, and the occasional manor house surrounded by tall
walls topped with shards of shattered glass to deter intruders.
Buildings are constructed mainly of stone; wood must be
imported and is a luxury.

THE SEVEN GREAT PORTALS
These seven rusting archways stand on the perimeter of the
town, their enormous, exposed cogs inside criss-crossing
metal frameworks. The arches, like the avenues they span, are
wide enough to fit three double-horse-drawn carts through
at a time. A huge keyhole is located at the base of each arch.
When the lock is turned, crackling blue lightning fills the
entirety of the archway, and the portal activates. The knowl-
edge necessary to tune the portal’s cogs to a proper, life-
sustaining environment has been lost to time and apathy,
and so the seven portals have become more-or-less perma-
nent doorways to seven different wotlds. These worlds are
left to the DM to develop or select from this book, but
remember that they must provide goods, services, or impor-
tant materials, such as foodstuffs or metals.

Beyond the arches, the avenues extend to the edge of the
dome, passing through enormous airlocks into the outer air.
The roads die out not far from the edge of Carrigmoor, but



it’s clear that at one point, someone thought it might be
worthwhile to attempt to colonize the other remnants of the
dead world. Whether these would-be colonists ever succeed-

ed is entirely lost to history.

CENTRAL MARKET

The seven avenues converge on the central market, a huge,
stone-walled, sunken courtyard in which the city’s mer-
chants, great and small, gather daily to show and sell their
wares. It’s also where the city’s pickpockets and other
lowlifes come to augment their own fortunes. A central
building serves the main moneychanger for the area, deter-
mining which foreign coin is valuable and which is worth-
less, and equipping the merchants for their ventures into
the open portals. The vault below is heavily guarded, and
for a change in this town, its guards have not yet been suc-
cessfully bribed.

The market is arranged in rings, with the most important
merchants arranged around the moneychanger, and contin-
uing in such a fashion to the wall. This is where the off-
world traders who have followed the Carrigmoor caravans
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home set up their own stalls—assuming they’ve paid the
1,000 gp fee for the privilege.

TIRRAGAUNT

This section, in the northern section of town, is the city’s
second-most settled and calm section. The homes here are
larger and better appointed than most. It is also the home
of the Door Openers’ Guild, and their influence, though
much dissipated, keeps the worst of the city out. The money
the Guild spends on guards has some effect here, as do the
pikes adorned with the heads of would-be thieves marking
the main roads into Tirragaunt. The area is mainly residen-
tial, though a few businesses have cropped up here and
there.

UPSWICH

Across Triumphal Way, south of Tirragaunt, lies Upswich.
This area suffers a marked degradation in the standard of
living, though not the utter collapse of Traitortown, just to
the south. This is definitely a lower-class neighborhood, and
the locals are not to be trifled with. Life is hard here, and

W
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pubs are frequent—those who live here have little else to do
for entertainment when they return from their backbreaking
labor in the slaughterhouses or warehouses. For the most

part, the residents are hard workers and relatively honest for

this city.

TRAITORTOWN

Traitortown is the slum of Carrigmoor, a place where lives
are cheap. It is full of crumbling huts, teeming tenements,
narrow streets, and festering alleys. Lepers and beggars line
the streets, and squatters protect their hovels with incredible
ferocity. The locals are full of hate and empty of hope.
Intrepid explorers can find back-alley gladiatorial arenas and
animal-fighting pits. Outsiders—especially those who
appear to have any money whatsoever—are regarded with
suspicion, loathing, and envy. Disappearances and deaths
are the norm here.

CITY CENTER

South of the market lies the city’s administrative heart,
home to the main Barracks of the Sorpic Guard (see page
45), the Justice Hall, and the offices of the bureaucracy. The
streets are clean, which is more than can be said for much
of the rest of Carrigmoor, though the buildings are becom-
ing dilapidated and unsafe. During the day, the City
Center’s residents are the financiers and trademasters of
the city, the accountants and secretaries and clerks who
keep the businesses running and the wealth flowing
through the local plutocrats. Many of the buildings have
vaults hidden within them, most of which hold treasures of
coin, magic, and knowledge. This area is almost entirely
deserted at night. The few who populate it in the evening
hours drift in from Traitortown or Upswich, and their pres-
ence makes the City Center much more dangerous. The
bodies of those murdered here are hauled outside for the
afghl to devour.

SACKEND

Sackend, in the southwestern section of town, is the
slaughterhouse quarter, where myriad creatures of many
worlds are brought to meet their fates. The stench of
blood and fear that overhangs the area permeates the
clothes of even casual visitors, and those who labor here
are never free from it. The streets are wide enough for
herds of creatures, and those who work here always go
armed to protect themselves from stampedes or escaping
victims. Few live in Sackend, and those who do don’t do it
by choice. Many of the city’s warehouses are here as well,
warded with spells to keep the smell of death from the
goods stored within.

CAVALL

Cavall, home to the wealthy Cavendish family, is the best
area in town. Though the city’s power is fragmented in many
ways, the wealthy live in relative harmony among their
manors and brownstones, each of which holds treasures to
make the rest of Carrigmoor’s residents bleed with envy.
Their wars and betrayals play out in the business buildings
of the City Center east of here. Much of the politics of the
city transpires in the parlors and social clubs of the elite. It is
a treacherous nest in Cavall, and visitors are always used as
pawns in one scheme or another.

TEMPLE ROW

Crumbling houses of worship where the old gods had
their homes fill this district northwest of the market. It
seemed that when the plague closed the city, the gods
turned their heads away, and their priests were unable to
deal with the spreading sickness. In turn, many residents
of Carrigmoor drifted away from the gods, and so this
area has slipped into ruin. Only a few temples (left to the
DM to choose) are still visited by any number of people.
The priests here are old and seem more interested in pre-
serving their temples from decay than in proselytizing.
The streets are largely deserted, though some of the dilap-
idated temples have become headquarters for various
small groups that move furtively about their business. The
silence in this part of town is eerie, even on the holy days
of the gods still represented here. Rumor has it that the
temples are haunted, or that the gods have set guardians
to watch over their still-consecrated homes—invisible
killers who strike down infidels and invaders. Of course,
these killers might just be the new residents, seeking to

preserve their privacy.

INHABITANTS

Despite having been a trade nexus for so many years,
Carrigmoor is almost purely populated by humans. There
are certainly traces of other species here, mainly plane-
touched, but many of them fled or died when the plague
struck, and they’ve had no inclination to return to this
festering carcass. Nonhumans who come here attract
some attention, mostly unwanted, but there is no overt
prejudice against them. Still, they are remarkable, and
they’ll find it hard to pass unnoticed.

The city’s power is divided many ways, from the machi-
nations of the Great Families to the cunning schemes of
the lone merchants who ply their trades among the door-
ways and back streets of Carrigmoor.

The “Inhabitants of Carrigmoor” table on page 42 lists
some common creatures of the city and its surroundings.
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AFGHUL Skills: Hide +5, Move Silently +5, Spot +8 N

Medium Magical Beast Feats: Multiattack
Hit Dice: 3d10+3 (19 hp) Environment: Carrigmoor (outside)
Initiative: +3 Organization: Pack (7-12)
Speed: 30 feet, fly 60 feet (average) Challenge Rating: 3
Armor Class: 16 (+3 Dexterity, +3 natural) Treasure: Standard
Base Attack/Grapple: +3/+5 Alignment: Always chaotic evil
Attack: Bite +5 melee (1d8+3 plus paralysis) Advancement: 4—6 HD (Large)
Full Attack: Bite +5 melee (1d8+2 plus paralysis) and Level Adjustment: +2
2 claws +3 melee (1d4+1 plus paralysis) Afghtl are native to the destroyed rocks that surround
Space/Reach: 5 feet/5 feet Carrigmoor. They are leather-skinned humanoids born
(Face/Reach 5 feet X 5 feet/5 feet) with enormous batlike wings. They travel in packs, flying
Special Attacks: Paralysis from rock to rock in search of sustenance, eating what bits
Special Qualities: Darkvision 60 feet, low-light vision, of living matter they can find. Their society, such as it s, is
immune to poison, acid resistance 20 hierarchical, like a lions’ pride. The superior members eat
Saves: Fort +4, Ref +6, Will +3 first, and the lesser creatures wait their turns, though dom-
Abilities: Str 15, Dex 16, Con 13, Int 8, Wis 14, Cha 12 inance challenges are frequent. They are omnivorous but
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INHABITANTS OF CARRIGMOOR

Creature Location CR Source Notes

Afghal Outside 4 BCD Page 41

Ankheg Outside 4 MM Confined to a few earthbergs

Devils Traitortown varies MM Very rare; types include hamatulas, osyluths, and barbazu

Gangs Dome varies — See descriptions above

Giant vermin Outside varies MM Includes bombardier beetle, fire beetle, wasp, centipede,
and scorpion

Human Dome varies — Generally nonthreatening unless paid to be or bored

mercenaries

Human miners Outside 1 — Usually attack strangers on sight due to paranoia

Istrakh Dome/outside 1 MM Use statistics for light horse

prefer meat, even if it means cannibalism. They are the

end-product of an attempt by one of the dead planet’s

mages to help human life survive the devastation; in the

Breather

The breather is a nonconscious, magically
created symbiote designed for use out-
side the dome of Carrigmoor. It resembles
a spider with two long, razor-tipped
tentacles, covered with shiny, jewel-like,
porous facets that rise and fall in constant
rhythm. When placed on the face of its
owner, it slips its legs around its master’s
head and injects its tentacles into his or
her lungs. Though its operation is horrify-
ing to witness, it causes no actual dam-
age to its owner. The tentacles inject a
healing agent at the same time that they
slice into the skin.

The breather filters out polluted or acrid
air, allowing its wearer to breathe normal-
ly in environments that might otherwise
sicken a person. It lasts for five hours,
and then the breather drops off, sated,
and cannot be worn again for 24 hours.
The symbiote doesn’t allow its wearer to
breathe underwater or in other elements.

Moderate transmutation; caster level 7th;
Craft Wondrous Item, water breathing;
Price 7,500 gp

THE GREAT FAMILIES

time since, they have
managed to reproduce
and evolve as their cli-
mate changed.

They are ferocious
hunters, but they’re not
exceptionally smart.

COMBAT

Afghul rely on speed,
surprise, and the sheer
weight of numbers to
defeat their prey. They
swoop from above or
swarm from their cave

lairs, moving swiftly to

overwhelm their victims.

Paralysis (Ex):
Anyone bitten by an
afghtl must make a
Fortitude save (DC 12)
or be paralyzed for 2d6
rounds from the poison
in the creature’s mouth.
The saving throw DC is
Constitution based.

From the Door Openers’ Guild to the Phrengal slave-traders

to the drug-peddling Cavendishes and beyond, the Great

Families of Carrigmoor struggle openly and covertly for con-

trol of the fallen city.

THE DOOR OPENERS’ GUILD

The Guild has fallen on hard times since the plague. The
sickness appeared to target especially those with the magical
knowledge necessary to fine-tune the portals, and thus the
Door Openers’ Guild suffered greatly. In order to protect
their knowledge, they sent their technicians through the
portals and never heard from them again. Those who remain
in the Guild are the descendants of the Guild’s treasurers—
who, it should be noted, knew none of the Guild’s magic.
These people are administrators, clerks, and political beings,
not mages. Their position in the city now depends on their
ownership of the seven major arches, which they lease to the
other families of the city. They play a delicate balancing game
between the other local power brokers. Rumor has it that
they’re building a secret mercenary army through a hidden
portal in their manor grounds, and that they're looking for
adventuring types to recruit and train their thugs in prepara-
tion for upsetting the balance of power in Carrigmoor.

It's odd that the Door Openers’ Guild hasn't produced a
mage capable of reading the old documents left behind by
the original Doormakers. The technical specifications and
magical preparations necessary for the long-term upkeep and
precise control of the wheels and gears on the seven arches
are said to languish in a lockbox deep beneath their house.
But they sit unread as their current owners attempt to con-
solidate and increase the Guild’s power.

The leaders of the Guild are ordinary humans. Even
Guildmaster Loernzo, the head of the house, is completely
unremarkable (3rd-level expert), except for his considerable
intelligence and his great wealth.

Their colors are brown and green, and they control the
northeastern portion of town.

THE PHRENGALS
The Phrengals run the slave trade of the city. Since they have
a steady supply of victims from a wide variety of other
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worlds, and since they don’t use the archways provided
by the Door Openers’ Guild, people believe that they
must have found another means of travel. This is cor-
rect: They have acquired a fiendish patron from the
plane known as the Hellwell. Their portal opens from
the old church they run in Traitortown, and they
beseech their patron to change its destination when the
pickings become too slim or when the locals of the
places they raid mount an effective defense against their
press gangs. In return, the Phrengals sacrifice one in
five of their victims to their patron’s dark power.

The Phrengals seem to be devolving somehow,
becoming more feral, more fiendish, more base. They
hold their power because slaves are a useful commodity
in this town, and because they defend themselves
against would-be challengers with ferocious, blood-
thirsty tenacity. The press gangs are comprised of ordi-
nary 3rd-level fighters. Their leaders are priests who
fight duels among themselves for the right to marry
into the pure blood of the Phrengal family. They are a
nest of asps, and anyone who deals with them should
be sure to watch their purses, their backs, and their
honor. The Phrengals are notorious for luring clients
into morally questionable behavior. This isn’t unusual
activity for Carrigmoor’s current natives, but those who
visit the city should be warned.

Their colors are black and blood-red. Their strong-
hold lies in the southeastern section of the city.

High Priest Salendic, male human Clr12 (infernal pow-
ers): CR 12; Medium humanoid; HD 12d8+12; hp 85
Init +0; Speed 20 feet; AC 19 (+9 armor), touch 10,
flat-footed 19; BAB +9/+4; Grapple +9; Attack +12
melee (1d10+3, critical 19—20/%2, +2 heavy flail); Full
Attack + 12/+7 melee (1d1043, critical 19—20/%2,
+2 heavy flail); SA Spells; AL LE; SV Fort +9, Ref +6,
Will +15; Str 11, Dex 10, Con 13, Int 12, Wis 20, Cha 16

Skills and Feats: Concentration +12, Diplomacy +10,
Intimidate +6, Knowledge (arcana) +6, Knowledge
(the planes) +7, Spellcraft +12; Combat Reflexes,
Diehard, Iron Will, Lightning Reflexes, Martial
Weapon Proficiency (heavy flail), Weapon Focus
(heavy flail)

Possessions: +2 half-plate, +2 heavy flail, figurine of won-
drous power (goat of travail), potion of cure moderate
wounds, potion of neutralize poison, 345 gp

Spells (evil, war; 6/8/6/6/5/5/3; save DC 15 + spell
level): o—cure minor wounds (2), light (2), resistance
(2); 1st—cure light wounds (2), detect good, divine favor,
doom, magic weapon, sanctuary, shield of faith; 2nd—
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align weapon, cure moderate wounds, darkness, desecrate, death
knell, hold person; 3rd—animate dead, bestow curse, blindness,
dispel magic, magic vestment, wind wall; 4th—dimensional

anchor, divination, poison, spell immunity, unholy blight; 5th—
command (greater), dispel good, slay living (2), symbol of pain;

6th—antilife shell, blade barrier, summon monster VI

Underpriest, male or female human Clr4 (infernal powers):
CR 4; Medium humanoid; HD 4d8+4; hp 22; Init +o;
Speed 20 feet; AC 16 (+6 armor), touch 10, flat-footed 16;
BAB +3; Grapple +3; Attack +5 melee (1d10, critical
19—20/%2, heavy flail); Attack +5 melee (1d10, critical
19—20/%2, heavy flail); SA Spells; AL LE; SV Fort +5, Ref +1,
Will +8; Str 10, Dex 11, Con 12, Int 12, Wis 15, Cha 13

Skills and Feats: Concentration +2, Gather Information +3,
Intimidate +3, Knowledge (religion) +8, Spellcraft +4; Iron
Will, Martial Weapon Proficiency (heavy flail), Weapon
Focus (heavy flail)

Possessions: +1 breastplate, masterwork heavy flail, potion of
levitate, potion of invisibility, 35 gp

Spells (evil, war; 5/5/4; save DC 12 + spell level): o—cure minor
wounds, detect magic, light, resistance (2); 1st—cure light wounds
(2), divine favor, doom, magic weapon; 2nd—darkness, death

knell, hold person, spiritual weapon

CAVENDISH

The members of House Cavendish were royalty on the long-
dead world that smolders below Carrigmoor. They were
indolent rich, controlling their fortune through wealth, force
of arms, and that particular focus that comes to some fami-
lies with the confluence of too much money and too much
time. Now they traffic in mind-enhancing and performance-
altering substances, many of which also have the side effect
of addiction, sickness, and eventually death. They provide
the drugs necessary to keep the Phrengals’ slaves subdued
and they sell to certain street gangs in the poorer sections of
town. The ruthless Cavendishes remain active in the deca-
dence that passes for high society in Carrigmoor.

Lord and Lady Cavendish are in nominal control of the
family’s business, but they generally allow their ambitious sub-
ordinates to take care of the day-to-day matters necessary to
keep it afloat. As magicians, their main interest lies in magical
research—specifically, in the best ways to gain control of the
city’s portals. Rumor has it that they are willing to pay hand-
somely for the documents hidden by the Door Openers’
Guild.

Their family colors are gold and scarlet. Their manor
house is to the west of the Central Market, and their hench-
men pass through the districts to the north and the south

without much challenge.

Lord and Lady Cavendish, male and female human Wizi15:

CR 15; Medium humanoid; HD 15d4; hp 42; Init +2; Speed
30 feet; AC 18 (+2 Dex, +2 armor, +4 deflection), touch 16,
flat-footed 16; BAB +7/+2; Grapple +7; Attack +8 melee
(1dg+1, critical 19—20/%2, +2 dagger); Full Attack +8 melee
(1dg+1, critical 19—20/%2, +2 dagger); SA Spells; AL LN;
SV Fort 47, Ref +7, Will +11; Str 9, Dex 15, Con 11, Int 18,
Wis 14, Cha 14

Skills and Feats: Concentration +14, Decipher Script +14,

Gather Information +6, Knowledge (arcana) + 22,
Knowledge (architecture) +15, Knowledge (local) +17,
Knowledge (the planes) +18, Listen +5, Spellcraft +24,
Spot +5, Use Magic Device +4; Alertness, Augment
Summoning, Craft Magic Arms and Armor, Craft Wand,
Craft Wondrous Item, Great Fortitude, Greater Spell
Penetration, Heighten Spell, Magical Aptitude, Scribe

Scroll, Spell Penetration

Possessions: +2 bracers of armor, +4 ring of protection, wand of

fireball (5d6, 10 charges), dust of disappearance, mask of the
skull, +2 dagger

Spells Prepared (4/5/5/5/5/4/3/2/1; save DC 14 + spell level):

o—arcane mark, flare, mending, read magic; 1st—hold portal,
magic missile (2), shield, unseen servant; 2nd—detect thoughts,
invisibility, locate object, protection from arrows, shatter; 3rd—
Sfireball, fly, haste, lightning bolt; sth—arcane eye, dimensional
anchor, polymorph, scrying; sth—break enchantment, mind
fog, Mord’s faithful hound, symbol of pain; 6th—disintegrate,
legend lore, mass suggestion; 7th—greater arcane sight, mass

hold person; 8th—summon monster VIII

Cavendish Spellbook: o—arcane mark, detect poison, detect

magic, flare, mending, message, open/close, read magic; 1st—
alarm, comprehend languages, disguise self, hold portal, identify,
mage armor, magic missile (2, shield, Ten’s floating disk,
unseen servant; 2nd—arcane lock, detect thoughts, invisibility,
knock, locate object, misdirection, obscure object, protection
from arrows, shatter, summon monster II; 3rd—clairvoyance,
dispel magic, explosive runes, fireball, fly, haste, illusory script,
lightning bolt, nondetection, ray of exhaustion, secret page;
ath—arcane eye, detect scrying, dimensional anchor, lesser
geas, locate creature, polymorph, rainbow pattern, remove curse,
scrying; sth—break enchantment, dismissal, Leo’s secret chest,
lesser planar binding, mind fog, Mord’s faithful hound, symbol
of pain; 6th—analyze dweomer, disintegrate, greater dispel
magic, guards and wards, legend lore, mass suggestion, Mord’s
lucubration; 7th—Dbanishment, greater arcane sight, greater
scrying, mass hold person, summon monster VII; 8th—
dimensional lock, discern location, greater prying eyes,

summon monster VIII
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SORPIC Justice lies in the southern part of town; they maintain watch

The Sorpic family allows outsiders to join its ranks (though stations and smaller courtrooms throughout the city.
only after rigorous testing to the Sorpic creed, naturally).

They are the justiciars of the town, controlling both the town ~ GANGS

guard and the judicial system. They are, of course, eminently ~ Hope is essentially dead in Carrigmoor. With the city so

bribable, from the lowest patrol to the highest adjudicar. socially stratified, none from the lower classes can hope to
They are thus the tools of the other families, who use the advance except through exceptional cunning or brutality.
Sorpic Guard to punish their enemies, create distractions, Thus it is that gangs run rampant in the poorer sections of
and enforce the whims of the wealthy. Sometimes they even town. Outsiders who are not familiar with the area or who do
dispense actual justice, but only when there’s no serious not appear tough enough to defend themselves should take
money to be had by going the other way. Of course, the level  special care to avoid wandering into the wrong parts of town.
of money required to escape an offense increases dramatical-  There are a number of sizable gangs, some smaller ones, and
ly at each level of the justice system. some that are collections of otherwise ordinary citizens who
The higher-level members of the family tend to be lower- have gathered together to protect their neighborhoods,
level mages, men and women accustomed to lives of debate blighted though these homes may be.
and study, not adventure. There are a few exceptions—some The larger gangs are the Sackend Blades to the southwest
Sorpics who have risen through the ranks due to hard work (blue and black are their colors), the Traitortown Thugs to the
on the streets and healthy donations to the family fund southeast (green and grey), the Upswich Choir to the east
(often obtained through misappropriation of evidence or (brown and orange), and Plaguestop to the northwest (pale
bribes from other family members apprehended in the yellow). Each of them wears a distinctive outfit or colors, but
course of some heinous crime). otherwise they look similar. They vie for power and control of

The guards tend to be fighters or thieves, usually of 3rd to  their specific territories, and they have fought a number of
5th level. The family’s colors are white and silver, meant to vicious gang wars to advance their positions, none of which
symbolize purity of intent and freedom from corruption. This  have accomplished anything lasting. The Great Families use

was laudable a century past, but now it’s a joke. Their Hall of  the gangs as proxies in the poor parts of town, hiring them to
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disseminate their goods and as cheap mercenaries. Only the
leaders of the gangs know this truth, inducted into it as they
assume their positions and their silence guaranteed with gifts
of wealth and weaponry.

The gangs deal in prostitution, mind-altering substances,
and casual murder. Anyone looking for these questionable
pleasures and not choosy about the source or the victim can
find them in Carrigmoor’s slums.

The gang members tend to be 1st-level and 2nd-level
fighters, with a smattering of thieves in their number. Their
leaders are tougher, generally 6th to 7th level.

THE GUARD
One gang deserves special mention—the Guard. These are the
descendants of some of the people whose fortunes plunged
with the closing of the gates, but who refused to give in to the
squalor and degradation that followed on the footsteps of the
plague. They now work in the shadows as a vigilante group,
dispensing the justice that the Sorpic Guard denies to the vic-
tims of Carrigmoor. The Guard come from all walks of life,
meeting in an abandoned warehouse in the slaughterhouse
district in the southwestern part of town. They are masked at
all times to prevent betrayal; it is said that not one of them
knows another’s identity. It is due to their efforts that
Carrigmoor has even a chance of turning itself around.

They are members of all classes of 4th to 10th level. Their
hidden leader is a 12th-level sorcerer.

COVEN-KEEPER

The premier source of magic supplies in Carrigmoor, Coven-
Keeper came here in a Phrengal slaving caravan. She won her
freedom in the mage-gladiator halls in the eastern portion of
the city, and she now cuts deals with the caravans that come
through town for space aboard their wagons, importing
herbs, creatures, and certain unspeakable items for magical
practitioners. This attractive middle-aged woman wears
robes of tattered black; her shop is hung with dried animal
parts and herbs of indeterminate origin. She keeps her magi-
cal tools and items in the back of the shop, under ensor-
celled lock and key. She looks and acts frail, but she is one of
the tougher, smarter spellcasters in town. Many who have
thought to rob or defraud her have discovered this fact to
their chagrin.

Coven-Keeper, female human Wizi1: CR 11; Medium humanoid;
HD 11d4+13; hp 33; Init +3; Speed 30 feet; AC 14 (+3 Dex,
+1 deflection), touch 14, flat-footed 11; BAB +5; Grapple +4;
Attack +4 melee ; Full Attack +4 melee; SA Spells; AL N;
SV Fort +4, Ref +6, Will +10; Str 8, Dex 17, Con 12, Int 18,
Wis 16, Cha 13

Skills and Feats: Bluff + 10, Concentration +14, Knowledge
(arcana) +17, Knowledge (local) +16, Profession (shop-
keeper) +13, Spellcraft +22, Use Magic Device +5; Brew
Potion, Craft Wondrous Item, Forge Ring, Lightning
Reflexes, Magical Aptitude, Scribe Scroll, Skill Focus
(Bluff), Spell Penetration

Possessions: +1 ring of protection, +2 gauntlets of dexterity, rope
of entanglement, eyes of doom

Spells Prepared (4/5/5/5/4/2/1; save DC 14 + spell level):
o—acid splash, daze, detect magic, flare; 1st—expeditious
retreat, mage armor, magic missile (2), shield; 2nd—alter self,
arcane lock, obscure object, summon swarm, web; 3rd—dispel
magic, lightning bolt, suggestion, vampiric touch; 4th—
confusion, fire shield, stoneskin, wall of ice; 5th—cone of cold,
dismissal; 6th—repulsion

Coven-Keeper’s Spellbook: o—acid splash, daze, detect magic,
detect poison, flare, mage hand, open/close, resistance; 1st—
alarm, expeditious retreat, hold portal, mage armor, magic
missile (2)), magic weapon, shield, shocking grasp, sleep, true
strike, unseen servant; 2nd—alter self, arcane lock, Mel’s acid
arrow, obscure object, rope trick, summon swarm, web; 3rd—
dispel magic, fireball, haste, lightning bolt, protection from
energy, secret page, stinking cloud, suggestion, vampiric touch,
wind wall; 4th—confusion, contagion, fire shield, fire trap,
phantasmal killer, remove curse, stoneskin, wall of ice; 5th—
cone of cold, dismissal, dominate person, magic jar; 6th—

acid fog, Otil's freezing sphere, repulsion

EMMASON KORVUS

A few independent caravan masters still base themselves out
of the city, and some of them do quite well for themselves—
mainly because they know the right palms to grease. One of
the best is Emmason Korvus, one of the city’s native sons.
He has cut deals with each of the Great Families, both sup-
plying and being supplied by them. He leads many of his
caravans personally and is always looking for skilled folk to
help guard his wares or manage dangerous affairs that he
can't see to personally. He rose up from the slums in the west
part of the city, making his way without the benefit of the
established gangs.

By keeping his head down and his operations subtle, he
managed to avoid their notice until he was too big for
them to tackle. He is a quiet man of slim build and sharp
features, with a reputation for a volcanic temper that
explodes at a moment’s notice, which he employs to careful
effect. He also has a reputation for seeking out danger,
especially when there’s a profit to be had in it. He is a
handy fighter, and he keeps a number of weapons secreted

about his person.



Emmason Korvus, male Ftr12: CR 12; Medium humanoid;

HD 12d10+12; hp 95; Init +2; Speed 20 feet; AC 22 (+1 Dex,
411 armor), touch 12, flat-footed 20; BAB +12/+7/+2;
Grapple +15; Attack + 19 melee (2d6+10, critical 19—20/X%2,
+2 greatsword); Full Attack +19/+14/+9 melee (2d6+10, crit-
ical 19—20/X2, +2 greatsword); AL CG; SV Fort +9, Ref +6,
Will +7; Str 17, Dex 15, Con 12, Int 15, Wis 16, Cha 15

Skills and Feats: Climb +13, Handle Animal +17, Intimidate
+10, Ride +13, Use Rope +9; Combat Reflexes, Great
Fortitude, Greater Weapon Focus (greatsword), Greater
Weapon Specialization (greatsword), Quick Draw, Weapon
Focus (greatsword), Weapon Specialization (greatsword)

Possessions: +2 greatsword, +3 full plate, beads of force (5),
boots of striding and springing, hat of disguise

USING CARRIGMOOR

Carrigmoor is full of adventure opportunities for the player
characters. The politics of the city—whether it be the
scheming between the Great Families or the more base
maneuvering between the various street gangs—can entice
anyone who travels through. There is strange magic to be
found here, and great wealth as well.

The party can become involved with the Guard in pursu-
ing a murderer who has fled through one of the constantly
open portals that lead to this city, or the group can attempt
to rescue friends who have been enslaved by the Phrengals.
As a mini-nexus, Carrigmoor can also open the way to any
number of other planes. You can choose to make the city a
place for hack-and-slash adventures as the gangs attempt to
take the PCs’ lives. It can be a place of stealth and recovery,
as the player characters take on retrieval jobs from one Great
Family or another, each seeking valuables and secrets from
the other houses. It can be a place for priests of any gods to
convert the unbelievers, do good works, or promote the wor-
ship of a particular deity. You also can base recurring villains
here, as Carrigmoor has no shortage of ambitious ne’er-do-

wells who travel across the Countless Worlds.

ADVENTURES

The scenarios described below combine action and intrigue.
The PCs have a chance to help restore the Door Openers’
Guild to power and are tricked into fighting a horde of
afghtil to make a rich caravan leader even richer.

KORVUS’ HUNT (5TH TO 7TH LEVEL)

Emmason Korvus has returned from a poor caravan run,
and he is looking for a way to relieve his anger. He's gather-
ing a hunting party of retainers, handlers, and others who
might be interested in hunting the afghtl outside the city,
and it’s an open invitation. The party can fall into any one
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of these three categories to take part in the adventure.

Korvus is looking for about 15 people total, and he’ll outfit
the group with istrakh and two breathers apiece (to be
returned at the close of the expedition); the pay for hench-
men is 1,000 gold each.

Once away from the city, Korvus reveals his plan. He
claims to have heard that the Openers left a portal in the
mountains outside Carrigmoor, and he wants to see if it has
potential for one of his caravans. But the real truth is that
his spies have discovered that the Cavendishes secreted a
large store of their stock in an old afghdl lair, and Korvus
wants to steal it and sell it offworld. It turns out that the
Cavendishes have discovered a substance that pacifies the
monsters, and the lair is still active. The 20 afghtl inside act
as guards for the Cavendishes, and they’ll fight desperately
to protect the stash. Farther inside the cave lies the afghtl
king, a bloated old thing, protected by 10 more afghil and
an array of traps. If the party chooses to raid the stash and
kill the king, they earn the enmity of both the Cavendishes
and the afghtl. Indeed, if the king dies, the afghdl will come
to take their vengeance on the city, a thing unheard of in all
its centuries.

THE LAST OPENER (8TH TO 10TH LEVEL)

A half-elf named Tanzic Vile has returned to Carrigmoor
from a century-long absence. One of the famed Door
Openers (male half-elf wizard, 11th level), he has at last
found a way to return to his city from the exile imposed on
him by the plague. He approaches the party to obtain the
PCs’ services as bodyguards. He doesn’t know what the past
century has wrought on his beloved city, and he wants to be
sure he’ll be in no danger, as his spells are mainly defensive
or divinatory.

When the party arrives in the city, Vile is horrified and
insists on visiting the Door Openers’ Guild to discover how
the city has degraded so. When the party arrives at the
Guildhouse, the guards attempt to take Vile prisoner. If they
succeed, the party must rescue him if it is to recover the rest
of the gold Vile promised them. Should the PCs manage to
defend Vile from the guards, he asks for their help in restor-
ing the Guild. That means recovering the ancient documents
hidden in the magically sealed vaults.

If Vile recovers these documents, he tries to retune one of
the doorways to the plane where he spent his exile, a place
of powerful warriors and mages for the cause of good, in
order to cleanse the city. If not, Vile begins a guerrilla war
on the Great Families until he can mount an effective
assault on their power. The party will be instrumental in
this effort.



CHAPTER FOUR

urnorost is a relatively small plane where angelic
spirits go when they die. It is a place of gloom and
sadness, but it holds many strange treasures, for
unlike mortals, angels carry not only secrets but belongings
with them when they die. While travelers cannot truly reach
the spot where the angels spend eternity, they can visit near-
by areas, which are strange indeed.

THE NATURE OF CURNOROST

In aeons long past, when celestials filled the heavens and the

beating of angel wings was a familiar sound to most beings,

the first spark of deadly violence sprang to life amid the

beatific hosts. Blood spattered upon the silver streets of a

city of golden palaces. Worse still, it was not the act of a

craven devil or rampaging demon that spilled angelic blood,

but the piercing of heavenly flesh by celestial steel. One

Planar Notes

Name: Curnorost

Type: Alternate world
Common Conjunction Planes:

Colaris—A heavenly realm where angels
sing a song of creation, slowly giving
birth to their own god.

Dedic—As part of a study of morality,
titanic angels split all visitors into good
halves and evil halves that exist inde-
pendently but remain psychically linked.
Each pair must petition the angels to be
rejoined before they can leave the plane.

The Indigo Isles—A series of idyllic
islands located in a glistening sea and
populated by lammasus, celestial eagles,
and dolphins with feathered wings.

Justiral—A rigid plane of celestial hosts

organized into militarylike regiments. The
angels sometimes hire themselves out as
mercenary companies to deserving allies.

The Nexus—A transdimensional cross-
roads filled with doorways (see Chapter
One: The Countless Worlds).

The Silver Sea—Angels on ships of glass
with sails of smoke ply a sea of silver holy
water in this heavenly plane.

brother angel betrayed
another, and vengeance,
jealousy, and rage were
all given birth in that
heaven with one
momentary act of vio-
lence and passion. Two
angels fought and died
at the ends of each oth-
ers” holy blades—one
betrayer and the other
betrayed.

That day, the spirits
of these two slain beings
found no purchase in
their heavenly realm and
were cast out in the
same way that a mortal’s
soul leaves its own ter-
restrial world when its
time has come. But no
one had prepared a place
for the spirit of an angel.
No eternal rest, reward,
or even punishment
awaited them. These two
celestial wraiths, Falerel
the Betrayer and
Nephelicent the

Curnorost, Realm of Dead Angels

“Even the angels die. But where is their heaven? Where is their hell?”

—Nellia Harvestlong, poet

Betrayed, were forced to do what no dead spirit has ever
done before or since. They created their own afterworld.

Thus Curnorost was born.

Curnorost lies sequestered from most mortal worlds, sep-
arated from them by the heavenly realms. It also lies beyond
the bounds of the Ethereal Sea, and no known path through
the Underland leads to it. Most of the time, a planar traveler
wishing to reach Curnorost must pass through a heavenly
plane to do so. But this is no silvered land of milk and rose
petals. Curnorost owes its existence to the anger of Falerel
and the sorrow of Nephelicent. It is a dark place of brood-
ing, weeping, and regret. Celestials never like to speak of
Curnorost, and they do their best not to even think about
what it holds for them.

Death offers an angel only torment and sadness—an
unfair end, but not an inevitable one, thanks to their immor-
tality. In fact, the dire nature of Curnorost makes the bravery
of angels who risk death all the more poignant.

When the soul of a slain angel appears in Curnorost, it
arrives in a land called the Inner Reaches. It has no corporeal
form, although it carries with it any belongings it carried
when it died. If it drops any of these treasures, they instantly
become corporeal, and the angel can no longer interact with
them. The spirit cannot use any of its abilities (magical or
otherwise) and cannot interact with corporeal objects or
creatures. The angel can travel about Curnorost, but eventu-
ally it feels an ever-stronger compulsion to head toward the
distant peaks called the Mountains of Eternal Grief. The
number of angelic spirits floating about the Inner Reaches at
any given time is relatively small for, in truth, angels rarely
die. Curnorost is so ancient, however, that it nevertheless
holds signs of uncounted billions of angels having passed
through the realm over the aeons.

Visitors to Curnorost find it a dry, desolate place. Gray
clouds hang motionless in the air, obscuring the sun (if
indeed there is a sun here). There is no noticeable difference
between night and day. The cold air feels like needles against
one’s skin. The land is relatively flat, although dark moun-
tains appear on the horizon in all directions. However, no
matter how long one travels across the barren landscape, the
mountains never grow any closer. (Only dead angels can
reach them, and once they do, they never return.)

Constants like gravity, air, and magic suffer no change or
distortion in Curnorost—planar travelers will not find these
elements challenging. Orientation is strange, in that the




Mountains of Eternal Grief lie in every direction but one can
never travel toward them and hope to reach them. For the
purposes of the planar traveler to Curnorost, from the Inner
Reaches one can travel only to the Field of Broken Avengers
or to the Garden of Affliction and the Citadel of
Reminiscence.

INHABITANTS

The plane of Curnorost has given many creatures life, usually
spawned from the gloom and lingering grief of the place.
These creatures, collectively known as “hatebeasts,” live only
to capture and punish errant angelic ghosts. Of course, they
are eager to attack and torment living visitors as well. They
include manticores, gargoyles, harpies, and worse creatures.
Each hatebeast can interact with and attack incorporeal crea-
tures as if they were corporeal, but the angelic ghosts remain
helpless to fight back.

Of course, a place such as this, while devoid of all but the
rarest living angelic visitors, sometimes sees a traveler from
an infernal realm. Demons and devils occasionally come to
Curnorost on errands of their own—often to steal the
treasures of the place or just to see it for themselves.

REPHIDIX, EATER OF ANGELS

Gargantuan Outsider (Evil)

Hit Dice: 18d8+144 (225 hp)

Initiative: +4

Speed: 30 feet

AC: 35 (—4 size, +4 Dexterity, +25 natural), touch 10,
flat-footed 31

Base Attack/Grapple: +18/+44

Attack: Claw +29 melee (2d8+14+2d6 acid)

Full Attack: 2 claws +29 melee (2d8+14+2d6 acid),
bite +26 melee (3d8+7+3d6 acid)

Space/Reach: 20 feet/20 feet
(Face/Reach: 15 feet by 15 feet/20 feet)
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Special Attacks: Spell-like abilities, aura of debilitatio,\\

improved grab, swallow spirit, swallow whole
Special Qualities: DR 15/holy (or 20/+4), SR 30, fast

healing 10, immunities, darkvision 60 feet, acidic flesh
Saves: Fort +19, Ref +17, Will +13
Abilities: Str 38, Dex 18, Con 27, Int 12, Wis 11, Cha 13
Skills: Concentration +29, Intimidate +22, Knowledge

(arcana) +22, Knowledge (local) +22, Knowledge (the

planes) +22, Knowledge (religion) +22, Listen +23,

Search +22, Spot +23
Feats: Awareness, Cleave, Iron Will, Lightning Reflexes,

Multiattack, Power Attack, Weapon Focus (claw)
Environment: Curnorost (or any)

Organization: Solitary
Alignment: Neutral evil
Challenge Rating: 18
Treasure: Triple standard
Advancement: N/A

Level Adjustment: —

Rephidix is a singular being that wanders Curnorost,
often scouring the Field of Broken Avengers or the Inner
Reaches for lost angelic souls to devour. Born on a hellish
plane, the result of some demonic seed implanted into the
dying body of a tortured angel, Rephidix grew quickly,
feasting on the remains of its host. It wandered the
planes, an emaciated creature of ill temper and dark
hungers, seeking more celestial flesh upon which to feed.
Driven out of a heavenly plane it had hoped to make its
hunting grounds, Rephidix found itself in Curnorost,
where it discovered that the spirits of dead angels are
almost as savory as the flesh of living ones. It has grown
fat in Curnorost, often lying in a pit that it digs for itself,
waiting for its quarry to flitter by on its way to the
Mountains of Eternal Grief.

The immortal souls devoured by Rephidix spend their
eternity within its befouled essence, trapped among the fetid

INHABITANTS OF CURNOROST

Creature CR Source Notes

Angelic ghost N/A MM Anger of Angels can also be used as a source
Blade troll* 7 LoD Only in the Field of Broken Avengers
Gargoyle* 4 MM —

Harpy* 4 MM —

Hieractosphinx® 5 MM —

Manticore* 5 MM —

Monstrous spider, huge* 5 MM —

Monstrous spider, large* 3 MM —

Monstrous spider, medium* 1 MM —

Nightwalker 16 MM Only in the Field of Broken Avengers
Otyugh 4 MM Only in the Garden of Afflictions
Rephidix 18 BCD Page 49

Snake, giant constrictor” 5 MM —

Snake, large viper* 2 MM —

* Hatebeast; see “Inhabitants,” above.



fibers of its loathsome soul. Slain angels find this fate even

worse that the sorrow of the Mountains of Eternal Grief.
Rephidix is a seething creature of bile and acidic spews.
Ventlike pustules cover its fat, bloated body, spurting out
green caustic excretions that cover its flesh in sticky globs.
Thus, Rephidix also burns anything it touches—or that
touches it. Surrounding Rephidix’s sickly yellow form is a
greenish haze of acidic vapor mixed with demonic energies.
Large, glistening eyes filled with hate stare out from its wide,
misshapen head above its grisly cavern of a mouth.

COMBAT

For all its fat and bursting pustules, Rephidix’s reflexes are
quick and its claws surprisingly nimble. It harbors no elabo-
rate strategies—it simply grabs its prey and attempts to eat
it. If angels are present, even the spirits of dead angels, it
attacks and devours them first.

Improved Grab (Ex): If Rephidix hits an opponent with
its claw attack, it may initiate a grapple as a free action that
does not provoke an attack of opportunity. If it successfully
grabs a foe, it can make an immediate bite attack.

Swallow Whole (Ex): If Rephidix hits with its bite attack,
it can try to swallow a Huge or smaller opponent. It must

make a successful grapple check to force an opponent down
its gullet. Once inside, the opponent takes 2d8+2 points of
damage as digestive fluids and acids eat away at it. A swal-
lowed creature can cut its way out using a light slashing or
piercing weapon to deal 30 points of damage to Rephidix’s
gizzard (AC 10). Once the creature exits, muscular action
closes the hole; another swallowed opponent must cut its
own way out. Rephidix’s interior can hold 1 Huge, 2 Large,
8 Medium, 32 Small, 128 Tiny, or 512 Diminutive smaller
opponents.

Aura of Debilitation (Su): All within 30 feet of Rephidix
must make a Fortitude saving throw (DC 27) or become
debilitated, suffering the effects of nausea as well as 1 point
of temporary Strength damage each round. Nauseated crea-
tures cannot attack, cast spells, concentrate on spells, or do
anything else requiring attention. The only action such a
character can take is a single move action per turn, plus free
actions (except for casting quickened spells). The debilita-
tion lasts for as long as the creature remains within the aura.
If a creature succeeds at its save, it remains immune to the
debilitation as long as it is in the aura. Exiting the aura and
re-entering it requires the creature to make a new save. The
save DC is Constitution based.



Swallow Spirit (Su): Rephidix’s claw and bite attacks
ignore the miss chance to strike incorporeal beings and are
magical weapons for the purpose of striking them. Further, if
Rephidix bites an incorporeal being, the victim must make
an immediate Will saving throw (DC 20) or be consumed
forever. The save DC is Charisma based.

Acidic Flesh (Ex): Creatures that strike Rephidix in com-
bat automatically sustain 2d6 points of acid damage per
strike. If the creature strikes with a natural weapon, the crea-
ture suffers the damage. If it strikes with a weapon, the
weapon takes the damage.

Immunities (Ex): Rephidix is immune to fire and acid. It
has cold, electricity, and sonic resistance 20.

Spell-Like Abilities: At will—desecrate, see invisibility;
3/day—magic missile, telekiness, unhallow, unholy blight; 1/day—
forcecage, greater teleport, wall of force. Caster level 18th. Saving
throw DC 11 + spell level. Save DCs are Charisma based.

THE INNER REACHES

Most of the portals and entry points into Curnorost, for
either dead angelic spirits or planar travelers, lie within the
vast region known only as the Inner Reaches. The Inner
Reaches are dry, barren wastelands with strange rock forma-
tions that occasionally take the rough forms of huge holy
symbols. These symbols grow more distinct as more angels
cross over the Inner Reaches, influencing the lands with
their quasi-divine natures. The Inner Reaches lie between
the Field of Broken Avengers and the Garden of Affliction
(see map, page 53).

Small bands of nomads dwell in the Inner Reaches.
Varying races comprise these bands, from humans, elves,
halflings, and dwarves to githyanki or githzerai, bariaurs,
tieflings, aasimars, and other planar beings. These bands
subsist on hunting and gathering (even raiding each other),
but their real purpose involves the spirits of the angels that
pass by on their way to the Mountains of Eternal Grief. As
the spirits attempt to reach their afterlife, the nomads try to
communicate with them. Sometimes they offer to help com-
plete an undone task for the angel in exchange for informa-
tion or treasure it possessed while alive. Sometimes they
seek to trick a disoriented, newly dead angel into giving
away these things for free. These tricks can involve captur-
ing and coercing weak angels. The nomads are almost
always neutral or evil in alignment.

THE LAUGHLESS

One group of nomads traveling through the Inner Reaches
calls itself the Laughless. These hard, tough scavengers
aren’t outright evil, but their appearance and demeanor can
make it seem so. They cover their clothing and armor with
pieces of sundered weapons found in the Field of Broken
Avengers. The bits are woven into material or hung by short
threads. This has no effect on the nomads’ Armor Class, but

it gives them a distinctive and off-putting appearance. True
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to their name, the Laughless maintain a grim bearing and
speak only when absolutely necessary. The group uses hand
signals and a surprisingly complex system of whistles to
communicate simple ideas to one another. When they do
speak, they prefer to use a slang-filled debasement of
Celestial.

None of the Laughless are natives of Curnorost, of course,
but hail from extraplanar homes scattered throughout the
Countless Worlds. They allow only humans, elves, half-elves,
halflings, and tieflings into their band.

The leader of the Laughless is an elf named Ielenia. Once
attractive, Ielenia lost an eye in a fight with githyanki. The
battle left her as bitter and scarred as the plane on which she
lives. She hates angels for the beauty and joy they represent
and holds no pity for them as they make their way to their
afterlife here. Still, she inflicts no cruelty herself if she can
help it. She keeps the Laughless from resorting to the evil
tactics that some of the nomadic scavengers use—the
Laughless do not capture or coerce angel ghosts. Instead,
they trick dead angels into telling them a secret that they can
then use as currency elsewhere. They also spend a great deal
of time searching through the Field of Broken Avengers (see
next page), which means that they have developed a good
system for watching out for nightwalkers and fleeing quickly
when they need to.

The Laughless know of a hidden planar doorway in the
Inner Reaches that leads into the Nexus, through which
they travel to sell their ill-gotten secrets or scavenged treas-
ure.

Ielenia speaks Celestial and Elven in addition to
Common. The others of her band speak Celestial and
Common only.

Ielenia, female elf Rogs: CR 5; Medium humanoid; HD 5d6—5;
hp 19; Init +4; Speed 30 feet; AC 17 (+4 Dex, +3 armor),
touch 14, flat-footed 13; BAB +3; Grapple +3; Attack +4
melee (1d4+1, critical 19—20/%2, dagger), or +7 ranged
(1dg+1, critical 19—20/%2, dagger); Full Attack +4 melee
(1d4+1, critical 19—20/%2, dagger), or +7 ranged (1d4+1,
critical 19—20/X2, dagger); SA +3d6 sneak attack;

SQ Evasion, elf qualities; AL N; SV Fort +o, Ref +8,
Will +2; Str 10, Dex 18, Con 9, Int 12, Wis 12, Cha 10
Skills and Feats: Appraise +8, Balance +12, Climb +3, Disable
Device +6, Escape Artist +11, Hide +5, Listen +9, Move
Silently +10, Open Lock +11, Search +9, Sense Motive +9,
Spellcraft +3, Spot +3, Use Magic Device +10; Deceitful,
Magical Aptitude
Possessions: Masterwork studded leather armor, +1 daggers

(2), daggers (8), potion of heroism, 43 gp

Typical Laughless Nomad, male or female human War3: CR 2;
Medium humanoid; HD 3d8+6; hp 28; Init +2 (+2 Dex);
Speed 30 feet; AC 17 (+2 Dex, +3 armor, +2 shield), touch
12, flat-footed 15; BAB +3; Grapple +6; Attack +7 melee



52 BEYOND COUNTLESS DOORWAYS

(1d8+3, critical 20/X3, battleaxe), or +5 ranged (1d8+3, crit-
ical 20/X3, longbow); Full Attack +7 melee (1d8+3, critical
20/%3, battleaxe), or +5 ranged (1d8+3, critical 20/%3,
longbow); AL N; SV Fort +7, Ref +3, Will +0; Str 16, Dex 14,
Con 15, Int 12, Wis 9, Cha 12

Skills and Feats: Climb +7, Craft (armorsmithing) +2, Craft
(leatherworking) +3, Hide +4, Jump +7, Move Silently +4,
Spot +1; Blind-Fight, Great Fortitude, Stealthy

Possessions: Masterwork studded leather armor, masterwork
heavy shield, +1 battleaxe, composite longbow (Strength
+3), arrows (12), 15 gp

THE FIELD OF BROKEN
AVENGERS

Also known as the Field of Sundered Steel, this flat, rocky
plain boasts no plant life and few terrain features. The vast
expanse is covered in broken weapons, discarded by the
angels who are sent to their everlasting afterlife here. As
the angelic spirits drift on to the Mountains of Eternal
Grief, they cast off their weapons, knowing they will be of
no use to them there. The weapons lay upon the ground
like sediment between 1 and 2 feet deep. The weapons at
the top are in the best condition, while one can dig down
into the layer of deposited weapons to find the broken
ones. At the bottom, the weapons have been ground into
tiny bits of steel, with the occasional piece of wood or
leather. Below the layer is coarse sand, which some claim
to be fragments of unimaginably ancient weapons ground
down even further.

Since angels frequently use magical weapons, the field
radiates a continuous aura of strong magic. Sometimes,
one can find a weapon here that is intact, or mostly so.
Searching consists of making a painstaking Search check
(DC 30—no “Take 20" allowed). This takes eight hours,
and only one check per day is allowed. Unless searchers
take proper precautions (such as wearing iron gauntlets),
sifting through the jagged weapons causes them each 1d6
points of damage per hour of searching. For each success-
ful check, the DM should roll on the first table at right to
determine what the searcher found.

The nomads who live in the Inner Reaches sometimes
venture into the Field of Broken Avengers to scavenge, but
most do so only rarely due to the dangers of the area.
Searching amid the broken weapons is likely to draw one of
the other inhabitants of the fields—a nightwalker—to the
searcher. These creatures haunt this land to find weapons to
destroy, so that they can never again be used against them or
other creatures of evil. They are agents of some of the darker
powers of the Countless Worlds: purveyors of evil, powerful
lich lords, sinister gods, or archfiends.

For each hour spent searching, the searcher has a 10 per-
cent chance of attracting the attention of a nightwalker.

FIELD OF BROKEN AVENGERS FINDS

do Roll Result
01-50 Nothing
51—57 Normal masterwork heavy mace
58—62 Normal masterwork longsword
63—65 Normal masterwork greatsword
66—68 Normal masterwork longbow
69—70 Normal masterwork scimitar
71-77 +1 heavy mace
79—82 +1 longsword
83-85 +1 greatsword
8688 +1 longbow
89 +1 cold iron greatsword
90 +2 heavy mace
91 +2 longsword
92 +2 greatsword
93 +2 longbow
94 +1 holy heavy mace
95 +1 holy longsword
96 +1 holy greatsword
97 +1 holy longbow
08 +1 holy scimitar
99 +1 mace of disruption
0o Special (see below)
do Roll Result
0120 +2 cold iron heavy mace
21—40 +2 cold iron longsword
41-50 +2 silver heavy mace
51-60 +2 silver longsword
61-65 +1 cold iron holy longsword of disruption
66—70 +2 silver evil outsider bane heavy mace
71-75 +2 cold iron heavy mace of disruption
76—80 +2 composite longbow (+5 Strength bonus)
81-85 +3 greatsword (size Large)
86—90 +3 heavy mace of disruption
91-94 Sun blade
95—97 +4 holy greatsword
98—99 Holy avenger
oo +5 dancing greatsword (size Large)

THE PSYCHOMANTEUM
Located within the Field of Broken Avengers, the
Psychomanteum is a huge fortress made of what appears to
be fused bones. The fortress walls are 9o feet high and 20
feet thick, as hard as steel. There is only one gate, which is
always locked (Open Lock, DC 30). Within these walls lies a
keep that is nothing but an empty shell surrounding a circu-
lar pool 70 feet across and 100 feet deep.

If a character stands at the edge of the pool and calls
upon the name of a dead angel, the angel will appear below
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the surface of the water and answer 10 yes or no questions to
the best of its ability. Most angels never lie, but calling upon
the spirit of a fallen angel brings its own risks. Once the
angel is finished, or even if the questioner leaves before the
10 questions are asked, the angel gives a mournful howl of
anguish that permanently drains all within the
Psychomanteum of 2d6 points of Constitution and
Wisdom, plus 1 point for every angel called upon in this way
in the previous seven days (usually, this number is not
known to visitors to the fortress). Then the angel disappears.
Deaf creatures are not affected by the howl, but neither can
they hear the answers to the questions.

The Psychomanteum was created in ages past by a mortal
sorceress named Temai'e, who wished to communicate with
her dead angel lover. She used it only once, however, for she
could not bear to witness her beloved’s suffering and grief.
Temai'e left Curnorost and was never seen again.

THE GARDEN OF AFFLICTIONS

At the center of Curnorost lies a vast garden. Rather than beau-
tiful plants and lovely flowers, however, disease and pestilence
grow in this garden. It is known as the Garden of Afflictions.
To the untrained eye—particularly from a distance—the
garden looks like any other. What appear to be trees, bushes,
vines, and other plants flourish here. These growths are not
plants, however, but manifestations of disease. A close exami-
nation (Search check, DC 18, or Knowledge [nature] check,
DC 10) shows the plants to be covered in black bruises, yel-
low boils, oozing pustules, and sores of all kinds. If touched,

the “plants” flake off matter that seems more like dead, dried
human skin than anything that would normally grow on a
plant. And then there is the smell. The whole garden reeks of
decay, rot, and death. The ground in which the pestilence
grows is a substance known as disease loam. It is soil saturat-
ed with hatred, regret, grief, and loss. Touching, even briefly,
any of the “plants” in this garden requires that a creature
make a Fortitude saving throw (DC 20). Failure results in the

immediate onset of a random disease.

Above this hideous
garden, a monolithic
figure like that of a
gigantic winged titan
gazes down upon the
land. This huge stone
angel rises 300 feet
above the garden of
pestilence, tears of
dark blood falling from
her eyes, fostering the
death that grows at her
feet. The statue was
crafted by Nephelicent
long ago. The blood is
the amassed pain and
suffering of the dead
angels in the far-off
Mountains of Eternal
Grief.

Disease Poisons

Someone who makes a Knowledge
(nature) or Craft (alchemy) check, DC 20,
can safely take scrapings or fluids from
the diseases in the Garden of Afflictions
and make a blade or ingested poison that
functions exactly as a disease with an
immediate onset (incubation) time. These
poisons are particularly nasty because of
their long-lasting effects. Neutralize poi-
son or remove disease takes care of these
threats.

Some prices for poisons of common dis-
eases (found in Chapter Eight: Glossary
of the DMG) include:

e Blinding Sickness: 250 gp
e Cackle Fever: 300 gp

e Filth Fever: 500 gp

e Mindfire: 180 gp

® Red Ache: 300 gp

e Slimy Doom: 900 gp
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The Garden of Afflictions is tended by otyughs with greater
than normal intelligence and a total immunity to disease. The
blood of the titanic angel and their own neverending supply of
vile wastes and secretions nourish the garden. The otyughs
ignore intruders in the garden unless they appear to be a dan-
ger to the growing manifestations of disease.

Paths wide enough to keep Medium and smaller creatures
from touching any of the diseases wind throughout the
miles and miles of the garden. Creatures who leave these
paths, or creatures larger than Medium, touch a growing dis-
ease each round they spend within the confines of the
Garden of Afflictions.

THE CITADEL OF
REMINISCENCE

Within the Garden of Afflictions stands a magnificent palace
of crystal—or is it ice? This vast structure looks like it should
be the centerpiece of a celestial realm rather than hidden away
here, surrounded by a garden of pestilence. The Citadel of
Reminiscence lies at the center of Curnorost and holds the
memories of all the slain angels that have passed into the
plane. Although it is huge, creatures traveling through the
Garden of Afflictions never see it until they are almost upon it.
To find it, one must already know the way or wander at length.

The magic of the citadel copies, freezes, and stores the
memories of all dead angels that pass into Curnorost. The
angels themselves do not lose the memories, but once they
head off to the Mountains of Eternal Grief, they will never
again have the opportunity to share them with another liv-
ing being (except, in a small way, through the Psychoman-
teum). This process resembles the frozen memories in the
Tomb of Frozen Dreams (see Book of Eldritch Might III: The
Nexus), leading some to suppose that the creator of those
magical caverns visited Curnorost and based their design
on the Citadel of Reminiscence.

The memories stored here are frozen, taking on the
appearance of chunks of ice that float in the air. They range
in size from small slivers to chunks 2 or 3 feet across. When
a creature touches a frozen memory, the memory thaws and
the dead angel’s voice relates it in great detail. One cannot
walk the halls of the Citadel of Reminiscence without brush-
ing against memories—particularly the smaller ones—
almost continuously. Thus, a person walking down the aus-
tere halls leaves behind a trail of dead voices relating angelic
memories of days long since past—sometimes of worlds and
planes that no longer exist. When a memory has thawed,
however, it is gone forever.

Once the bitter, unhappy home of Nephelicent and
Falerel, the Citadel of Reminiscence represents the glory lost
to an angel once it dies and comes here, cut off from the
majesty of its former existence. The place’s founders disap-
peared mysteriously over 1,000 years ago, however. The halls
of the citadel stand mostly empty, except for the frozen
memories of dead celestials and the Keeper of Tales.

THE KEEPER OF TALES

The Keeper of Tales is a huge, lumbering, celestial stone
giant. He wears simple clothing and a pair of large epaulets
made of angel wings on his shoulders. The Keeper’s duty
consists of recording each of the life tales of every dead angel
in Curnorost. As such, he spends most of his time within the
Citadel of Reminiscence, gathering trapped memories and
recording their contents into books. To help him, the Keeper
has 1,000 magical quill pens that write as he mentally
directs them to. Thus, he can set the quills in motion to tran-
scribe the memories found in the citadel, working on up to
1,000 books at any given time. Nevertheless, he still can
never keep up with all the work.

Somehow, the Keeper of Tales is able to walk the halls of
the Citadel of Reminiscence without thawing any memories
(unless he wants to).

Members of the more aggressive nomadic tribes that live
in the Inner Reaches sometimes attempt to infiltrate the
citadel and steal one of the Keeper of Tales’ books. Such a
task is foolish, for the frozen memories themselves act as an
alarm system, betraying the presence of intruders as soon as
they thaw one. The Keeper responds swiftly and mercilessly.
Smarter thieves go to the citadel, thaw a single memory or
two, and hope to hear something valuable before they flee
the Keeper.

The Keeper of Tales, celestial stone giant: CR 10; Large giant
(earth); HD 14d8+56; hp 131; Init +2; Speed 30 feet; AC 25
(1 size, +2 Dex, +11 natural, +3 hide), touch 13, flat-footed 23;
BAB +10; Grapple +22; Attack +18 melee (2d8+13, great-
club) or +17 melee (1d4+8, slam) or +11 ranged (2d8+12,
rock); Full Attack +18/+13 melee (2d8+13, greatclub) or
+17 melee (1d4+8, 2 slams) or +11 ranged (2d8+12, rock);
Space/Reach 10 feet/10 feet (Face/Reach 5 feet X 5 feet/10
feet); SA Rock throwing, smite evil; SQ Rock catching,
darkvision 60 feet, DR 10/magic (or 10/+1), resistance to
acid 10, cold 10, electricity 10; SR 19; AL N; SV Fort +13,
Ref +6, Will 47; Str 27, Dex 15, Con 19, Int 15, Wis 16,
Cha1s

Possessions: +1 holy greatclub

Skills and Feats: Climb +10, Hide +6*, Jump +10, Knowledge
(history) +10, Knowledge (religion) +9, Spot +15; Combat
Reflexes, Iron Will, Point Blank Shot, Power Attack,
Precise Shot

Smite Evil (Su): Once per day the Keeper of Tales can make a
normal melee attack to deal 14 points of additional damage
against an evil foe.

Rock Throwing (Ex): The range increment is 180 feet for the
Keeper’s thrown rocks. He uses both hands when throwing
arock.

Rock Catching (Ex): The Keeper gains a +4 racial bonus on
his Reflex save when attempting to catch a thrown rock.

*Skills: The Keeper gains a +8 racial bonus on Hide checks in

rocky terrain.



THE MOUNTAINS
OF ETERNAL GRIEF

Only dead angels can ever reach the Mountains of Eternal
Grief. Other travelers who head for them make no progress,
never passing through the outer edge of the Field of Broken
Avengers.

No spirits ever return from the mountains, but it is said
that they are a place of utter sorrow and loss. The celestial
spirits there remain forever torn from their former majesty
and their connection with the divine powers of goodness.
Their grief casts a pall over the entire plane.

USING CURNOROST

Curnorost is a terrible place. The heavenly hosts attempt to
keep its existence a secret. They do not wish planar travelers
to visit. Curnorost is almost an embarrassment, in a way—
a sign of weakness. Celestial beings never speak of it with
noncelestials, and it is considered a great faux pas for one
angel to speak of it to another.

Thus, player characters are likely to hear of Curnorost
only from books or from the mouths of fiends. Fiends love to
speak of Curnorost and, in fact, sometimes visit the plane
just to see it. They gain an almost erotic pleasure from the
despair of the place.

The interesting thing about the journey to Curnorost is
that almost all pathways to the plane lie through at least
one heavenly realm. No angelic guardian will allow passage
through its heaven if it knows that the travelers seek
Curnorost, so PCs on their way to the plane must lie to the
guardian or slip by unseen. They can also try to find another
way—at least one direct portal exists in the Nexus, for

example.
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ADVENTURES

Below are two possible adventure ideas for PCs in Curnorost.

RECOVER THE CELESTIAL SWORD

(8TH TO 9TH LEVEL)

A planetar named Yesphilian has died, taking his +3 silver
holy greatsword with him. A half-celestial named Tequeliel
contacts the PCs and offers to pay them 20,000 gp if they
can go to Curnorost and get Yesphilian’s sword before he
reaches the Mountains of Eternal Grief. The PCs must get to
Curnorost quickly, find the angel’s ghost, and convince him
to give them his weapon rather than take it along into the
afterlife. The characters can attempt to appeal to his innate
goodness (the sword is better off in the world fighting evil
than gone forever), or they can offer to complete an undone
task for the planetar in exchange for the weapon. Of course,
the PCs run the risk of being sidetracked in the Field of
Broken Avengers or facing competition for the sword from a
band of nomad scavengers in the Inner Reaches.

KEY TO THE EBONY VAULT

(9TH TO 10TH LEVEL)

Ages ago, a powerful cleric/sorcerer made a pact with a
mighty archon. The archon’s task was to hide a magical key
that would open a vault containing the cleric/sorcerer’s
greatest treasures. Now, the characters must get inside this
ebony vault. However, both the cleric/sorcerer and the angel
are dead, and only the angel knew the key’s location. The
PCs learn of Curnorost and travel there either to contact the
archon in the Psychomanteum or to find his memories in
the Citadel of Reminiscence.



CHAPTER FIVE

The Crystal Roads of Deluer

In a universe where everything is a precious substance, nothing has value.

he earth elemental plane of Deluer redefines the idea
of value and rarity. In this amazing place, crystalline
roads stretch through a dark grey void connecting
tiny, glittering jewel-worlds to solid spheres of iron, silver,
and gold. Xorns and other elemental creatures inhabit
Deluer, but humanoids are forbidden to roam freely—

and mining is the greatest of all crimes.

A CRYSTALLINE LATTICE

Most earth elemental planes are composed of solid rock

stretching to their infinite (or nearly so) boundaries and cut

Planar Notes

Name: Deluer

Type: Elemental plane (earth)
Common Conjunction Planes:

Avidarel—A world where the sun has died
and all is dark and cold. Within its con-
fines, however, Avidarel offers the spark
of hope that perhaps it could be restored
to its former glory (see Chapter Two).

Ba-Nor-Al—A reality-eating virus threat-
ens to consume this sultry plane even as
an ancient war still rages between the
Magi Imago, who give life to their draw-
ings, and the Narramonks, who literally
write their own destiny.

Erithan—A fire elemental plane with fiery
pits tended by efreet lords and salaman-
der-filled lava pools.

The Ethereal Sea—A plane connecting to
many others like an ocean connects to
many lands (see Chapter One).

Justiral—A rigid plane of celestial hosts

organized into militarylike regiments. The
angels sometimes hire themselves out as
mercenary companies to deserving allies

Serran—An alternate world where noble
giants rule as wardens of the land and
humans live among a variety of different
races: diminutive fey, savage but honor-
able leonine warriors, vinaceous-skinned
psionicists, once-human reptilians, and a
now-intelligent race that once were only
beasts.

Tannish—Strange green forests surround
ancient volcanoes of acidic chemicals on
this plane, where humans, elves, and
dwarves live in domed cities of crystal.

through with tunnels
and caves. In such
planes, there is no
“surface.” Everything
is subterranean.

Not so in the plane
known as Deluer. In
fact, immediately upon
arrival, a planar traveler
with some experience in
such matters might mis-
take the plane for an ele-
mental realm of air, not
earth. Most of Deluer is
a vast, unending void of
cloudy grey skies. Yet no
wind blows through this
void. Though the clouds
appear to swirl and
move, it is more optical
effect than weather pat-
tern. (Deluer does not
have weather.) And
those capable of flight
who try to reach the
clouds simply fly so far
that they are ejected
from the plane and
shunted into a random
plane in conjunction
with Deluer.

Cutting through this
void is the essence of

—Adamar Courein, The True Explorers

Deluer: a matrix of crystalline pathways that stretch for
miles. The crystal bridges measure about 30 feet wide and
6 feet thick. Often clear or white, the crystal sometimes
takes on varied colors—green, blue, and even violet or red.
These bridgelike roads anchor on floating masses of fabu-
lous minerals. Such planetoid worlds usually comprise a
single material, whether a metal like iron or gold, or a min-
eral like quartz, emerald, ruby, or even diamond. Xorns, ele-
mentals, mephits, and other creatures dwell in or on these
planetoids.

All of Deluer shares a single “up/down” orientation. Those
who fall off a crystal road or planetoid continue to fall until
they strike another planetoid or road, or—more likely—they
fall through to the “bottom” of the void, eventually appear-
ing on an adjoining plane.

MAGIC IN DELUER

Most spells work normally in Deluer, although those with
the earth descriptor function as if cast by someone two levels
higher than normal for purposes of caster level. The only
other exceptions are planar travel spells leading into the
plane, such as plane shift, which always bring a traveler to one
of the special Arrival Points (see below). However, characters
can use magic to depart the plane from any location, not just
these points.

ARRIVAL POINTS

The custom-created Arrival Points appear to be circular brass
platforms approximately 80 feet in diameter, surrounded by
tall pillars of quartz crystal and topped with sparkling emer-
alds. Each Arrival Point connects to a crystalline road, and
most lie very close to one of the mineral or metal planetoids
(see the map on page 61). Angels, as well as natives like
stone giants or xorns, stand guard at each Arrival Point. The
angels hail from a nearby plane called Justiral and help guard
Deluer from unwanted intruders.

A typical Arrival Point is manned by an astral deva, six to
ten hound archons, three to four xorns, and perhaps one
stone giant.

INHABITANTS

The xorns rule Deluer, served by the earth elementals,
mephits, and other creatures that call the plane home. The
xorns of Deluer differ somewhat from the disinterested




stone-feeders that most people picture when they think of
xorns. These beings have evolved a fairly well organized,
albeit casual, society. Many are lawful neutral in alignment
rather than just neutral. Rather than a large body of codi-
fied law, they possess a vast set of rules and regulations
that they all simply understand; the xorns seem surprising-
ly adept at extrapolating the intention of general rulings
and integrating them into a remembered index of permis-
sible and nonpermissible activities. All xorns understand
the proper codes of behavior and keep to them. Thus, most
of them leave each other alone and don't cause any real
trouble. All xorns are equal, except for their king, Iyuxical,
to whom they all swear allegiance.

Next in the hierarchy of the plane come the elementals,
the stone giants, and the earth mephits, in that order.
Often unable to process and remember the extrapolated
regulations of the xorns, these creatures fall short of the
xorn ideal for Deluer residents. The elementals do what-
ever the xorns tell them, however, and never balk at chas-
tisement. The same cannot be said for the giants and
mephits, who occasionally resent their powerful and
numerous masters.

The xorns have made alliances with the angelic residents
of a nearby heaven called Justiral. In exchange for precious
minerals and metals, the angels of Justiral help guard
Deluer against thieves and hit-and-run miners.

The gargoyles of Deluer eat stone and metal. They and a
few other inhabitants, like the delvers and thoqquas, are at
best pests and at worst foes of the xorns and elementals,
who attack such destructive creatures on sight.
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IYuXxicAL, THE XORN KING

TR

Iyuxical’s obesity renders him almost unrecognizable as a

xorn. He looks more like a huge pile of semi-molten stone,

slowly pulsing, with three absurdly small arms surrounding

the large mouth atop
the mound that is the
king. His useless legs
can’t be seen under
his rocky girth.
Iyuxical cannot move
on his own. He relies
on servants to feed
and care for him.

A selfish, greedy
glutton, Iyuxical cares
for little more than
his own base needs.
Worse, he is paranoid
and fearful, sure that
everyone in the
Countless Worlds
secretly schemes to
gain control of
Deluer. He doesn’t
even fully trust the
celestials of Justiral.

Iyuxical does what-
ever he can to slay
anyone he sees as a
threat. This might
involve calling for

Selected Rules and Regulations

The rulers of Deluer enforce a vast codex
of strict behavioral guidelines. Some—
but not nearly all—of the rules that could
dffect PC visitors include the following:

Humanoids are not permitted to move
about the plane unescorted.

No mining allowed.
No mining tools allowed.

No weapons (like a pick) that resemble
mining tools allowed.

No dwarves allowed (except in the Mithral
City; see page 62).

No non-native mineral-eating creatures
(like delvers or rust monsters) allowed.

Spells that affect earth or minerals direct-
ly, like move earth or rusting grasp, are
not allowed.

Punishment for rulebreaking usually
entails being thrown off a crystal road
into the void, where the character eventu-
ally is shunted to another random plane
in conjunction.

INHABITANTS OF DELUER

Creature CR Source Notes
Angel (various) varies MM Anger of Angels also can be used as a source
Astral deva 14 MM —
Crystalline horror 5 ToH —
Delver 9 MM —
Earth elemental varies MM All types
Earth mephit 3 MM —
Elemental dragon: earth 20 ToH —
Gargoyle 4 MM —
Gorgon 8 MM —
Hound archon 4 MM —
Khargra 4 ToH —
Lillend 7 MM —

Pech 3 ToH —

Rock ape 4 LoD —
Stone giant 8 MM —
Thoqqua 2 MM —

Xorn 3,6,0r8 MM All types
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earth elemental and stone giant guards to grab an offender
for execution in his own marble throne room, or sending
xorn and khargra assassins to kill a foe when he or she least
expects it. (And these creatures, able to glide through the
earth, make for terrifyingly effective assassins on any
plane.)

The xorn king lives in a palace of gold, silver, and crystal
built within a hollow round planetoid of diamond. Most res-
idents joke that the planetoid is hollow because Iyuxical ate
out the inside—which might, in fact, be true. In addition to
his constant companion and advisor, Kellek the Elder,
Iyuxical keeps two massive gorgons with him at all times.
The palace is otherwise staffed by xorns, earth elementals,

stone giants, and a few earth mephits.

Iyuxical, elder xorn: CR 8; Large outsider (earth); HD 15d8+60;
hp 180; Init —5; Speed 0; AC 20 (-1 size, —5 Dex, +16 nat-
ural), touch 4, flat-footed 20; BAB +15; Grapple N/; Attack
None; Full Attack None; Space/Reach 10 feet/10 feet
(Face/Reach 10 feet X 10 feet/10 feet); SQ All-around
vision, DR 5/bludgeoning (or half damage from slashing
weapons), darkvision 60 feet, immunity to cold and fire,
resistance to electricity 10, tremorsense 60 feet; AL N;

SV Fort +13, Ref +4, Will +13; Str 0, Dex 0, Con 19, Int 14,
Wis 18, Cha 15

Skills and Feats: Bluff +20, Diplomacy +20, Hide +9,
Intimidate +20, Knowledge (dungeoneering) +20,
Knowledge (the planes) +20, Listen +22, Search +22,
Spot +22, Survival +18; Awesome Blow, Cleave, Great
Cleave, Improved Bull Rush, Multiattack, Power Attack,
Toughness

All-Around Vision (Ex): The king’s symmetrically placed eyes
allow him to look in any direction, providing a +4 racial
bonus on Spot and Search checks. As a xorn, he can’t be

flanked.

KELLEK THE ELDER
Kellek is an earth elemental, extremely old and extremely
wise for one of his kind. Although many think of earth
elementals—all elementals, in truth—as being rather
mindless entities, Kellek is far from that. An advisor and
spokesman for Iyuxical, he speaks slowly and carefully. He
is sincerely loyal to his king.

Kellek is tall and angular, looking much like a massive, 40-
foot-tall stalagmite with a humanlike face.

Kellek, elder earth elemental: CR 11; Huge elemental (earth);
HD 24d8+120; hp 230; Init —1; Speed 20 feet; AC 22 (—2
size, —1 Dex, +15 natural), touch 7, flat-footed 22; BAB +18;
Grapple +37; Attack +27 melee (2d10+11/19—20, slam) Full

Attack +27/+22/+17/+12 (2d10+16, slam); Space/Reach 15
feet/15 feet (Face/Reach 10 X 10 feet/15 feet); SA Earth
mastery, push; SQ Elemental, earth glide, DR 10/— (or
15/+3); AL N; SV Fort +19, Ref +7, Will +8; Str 33, Dex 8,
Con 21, Int 16, Wis 18, Cha 13

Skills and Feats: Bluff +25, Diplomacy +25, Knowledge
(local) +30; Knowledge (the planes) +30; Listen +33, Sense
Motive +31, Spot +33; Alertness, Awesome Blow, Cleave,
Great Cleave, Improved Bull Rush, Improved Critical
(slam), Improved Sunder, Iron Will, Power Attack

Earth Mastery (Ex): Kellek gains a +1 bonus on attack
and damage rolls if both he and his foe are touching
the ground. If an opponent is airborne or waterborne,
Kellek takes a —4 penalty on attack and damage rolls.
(These modifiers are not included in the statistics block
above.)

Push (Ex): Kellek can start a bull rush maneuver without pro-
voking an attack of opportunity. The combat modifiers
given in earth mastery, above, also apply to the elemental’s
opposed Strength checks.

Earth Glide (Ex): As an earth elemental, Kellek can glide
through stone, dirt, or almost any other sort of earth
except metal as easily as a fish swims through water. His
burrowing leaves behind no tunnel or hole, nor does he
create any ripple or other signs of his presence. A move
earth spell cast on an area containing a burrowing earth
elemental flings him back 30 feet, stunning him for 1

round unless he succeeds at a Fortitude save (DC 15).

TARGON THE ANGELIC MERCHANT
Targon takes the very definition of angel and stretches it to
its limit. He is neither beautiful nor pleasant. The truth is, he
was born in Justiral by accident and may have some non-
celestial blood. He was abandoned by his parents, whomever
they were, and adopted by the other angels. While they did
not find Targon distasteful, they recognized that he pos-
sessed qualities more like those of nonangels. The celestial
court of Justiral ruled that he should act as ambassador to
nonheavenly realms. This may have been a mistake, but if
so, it has not yet been corrected. Targon serves as a quasi-
permanent resident in Deluer, watching over shipments of
precious minerals and metals to his home plane and keeping
track of the angelic guardians dispatched to help protect the
elemental plane from raiders.

Targon stands just under 6 feet tall. He is overweight,
and his feathered wings seem undersized for his mass. They
are often coated in a thin layer of grime (from being around
minerals all day) so as to appear more grey than white. He
is a poor ambassador. In conversation, he is blunt and at
times even crass. He always chomps a thick cigar made of a
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magical weed that burns indefinitely and never loses its Full Attack +21/+16/+11 melee (1d8+12 +3 heavy mace of
flavor—however, its flavor is one that anything or anyone disruption plus stun) or +18 melee (1d8+9, slam); SA Stun,
but a celestial finds foul. Targon refers to himself as a “mer- spell-like abilities; SQ DR 10/evil (or 10/+1), SR 30, angel
chant” or “businessman.” He remains true enough to his traits, protective aura, tongues, uncanny dodge; AL LG;
nature that he never seeks to cheat or harm anyone, but he’s SV Fort +12, Ref +10, Will +13; Str 22, Dex 14, Con 18,
also careful to make sure he never winds up on the bad end Int 18, Wis 16, Cha 11
of a deal. This makes him come across as distrusting and Skills and Feats: Concentration +19, Craft (cigarmaking) +19,
sometimes even a little paranoid. Still, most of the time he Diplomacy +17, Escape Artist +17, Hide +17, Intimidate +15,
seems very confident and self-assured—often more so than Knowledge (local) +19, Knowledge (the planes) +19, Listen
he really should be. +22, Move Silently +17, Sense Motive +18, Spot +22, Use
Rope +4; Alertness, Cleave, Great Fortitude, Improved

Targon, astral deva angel: CR 12*; Medium outsider (good); Initiative, Power Attack

HD 12d8+48; hp 81; Init +6; Speed 30 feet, fly 40 feet Possessions: +3 heavy mace of disruption, tobacco, rolled cigars,

(poor); AC 27 (+2 Dex, +15 natural), touch 14, flat-footed 25; ruby ring (1,000 gp), ruby brooch (350 gp), and 560 gp

BAB +12; Grapple +18; Attack +21 melee (1d8+12 +3 heavy * Targon’s CRis reduced by 2 due to his considerably lower ability

mace of disruption plus stun) or +18 melee (1d8+9, slam); scores and movement capabilities than a standard astral deva’s.
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Angel Traits: As an angel, Targon possesses the following traits:
darkvision out to 60 feet and low-light vision; immunity to
acid, cold, and petrification; resistance to electricity 10 and
fire 10; and a +4 racial bonus on saves against poison.

Protective Aura (Su): Against attacks made or effects created
by evil creatures, this ability provides a +4 deflection bonus
to Armor Class and a +4 resistance bonus on saving throws
to anyone within 20 feet of Targon. Otherwise, it functions
as a magic circle against evil effect and a lesser globe of invul-
nerability, both with a radius of 20 feet (caster level 12th).
This aura can be dispelled, but Targon can create it again as
a free action on his next turn. (The defensive benefits from
the circle are not included in his statistics block.)

Tongues (Su): All angels can speak with any creature that has
a language as though using a tongues spell (caster level
12th). This ability is always active.

Spell-Like Abilities: At will—aid, continual flame, detect evil,
discern lies (DC 14), dispel evil (DC 16), dispel magic, holy
aura (DC 18), holy smite (DC 14), holy word (DC 17),
invisibility (self only), plane shift (DC 17), polymorph (self
only), remove curse (DC 13), remove disease (DC 13),
remove fear (DC 11); 7/day—cure light wounds (DC 11), see
invisibility; 1/day—blade barrier (DC 16), heal (DC 16).
Caster level 12th. The save DCs are Charisma based.

Stun (Su): If Targon strikes an opponent twice in 1 round
with his mace, that creature must succeed at a Fortitude

save (DC 22) or be

stunned for 1d6

Eddelis, Goddess of Stone

Eddelis is a lawful neutral demigoddess.
She represents the strength and durabil-
ity of stone, but just as the stone does
not act to help the weak, neither does
she. Strong stones hold fast while weak
or flawed stones crumble, and that is the
way it should be, in her view. Her clerics
favor red, and her symbol is a single,
solid, red stone of any shape.

Domains: Earth, Strength, Protection

Favored Weapon: Warhammer

rounds. The save DC
is Strength based.
Uncanny Dodge (Ex):
Targon retains his
Dexterity bonus to
Armor Class when flat-
footed, and he cannot
be flanked except by a
rogue of at least 16th
level. He can flank
characters with the
uncanny dodge ability
as if he were a 12th-

level rogue.

THE MEPHIT PRIESTS

Within Deluer, those who pay attention to gods at all wor-
ship Eddelis, Goddess of Stone. They say she lives some-
where within the plane’s heart, and that her will alone creat-
ed the crystalline bridges. In any event, a cadre of powerful
earth mephit priests, all of whom are clerics, serves this god-
dess of stability and strength.

The mephits maintain a vast temple of stone (and only
stone) on a planetoid of gold not far from Iyuxical’s palace.
The priests enjoy a special status in Deluer, free from some
of the regulations and rules governing others. They can roam
freely, and they overturn the authority of the guards at the
Arrival Points to allow anyone they wish into the plane. They
can (and do) give orders to elementals and stone giants and
expect them to be obeyed. They cannot rightfully command
xorns, yet the xorns usually do as they request.

Mephit priests wear red stone circlets and vestments of
woven red metallic threads.

Typical Mephit Priest, earth mephit Clrs (Eddelis): CR 8;
Small outsider (earth); HD 3d8+3 + 5d8+5; hp 51; Init —;
Speed 30 feet, fly 40 feet (average); AC 17 (+1 size, —1 Dex,
+6 natural, +1 deflection), touch 11, flat-footed 17; BAB +6;
Grapple +5; Attack +10 melee (1d3+3, claw); Full Attack +7
melee (1d3+3, 2 claws); SA Breath weapon, spell-like abili-
ties, change size, summon mephit; SQ Fast healing 2, spells,
DR 5/magic (or 10/+1); AL N; SV Fort +4, Ref +2, Will +3;
Str 17, Dex 8, Con 13, Int 12, Wis 15, Cha 15

Skills and Feats: Bluff +5, Hide +9, Knowledge (arcana) +6,
Knowledge (religion) +6, Listen +10, Move Silently +5,
Spellcraft +6, Spot +10; Alertness, Power Attack,
Toughness

Possessions: +1 ring of protection

Breath Weapon (Su): 15-foot cone of rock shards and pebbles,
1d8 points of damage, Reflex save (DC 13) half. The save
DC is Constitution based and includes a +1 racial bonus. A
mephit can use its breath weapon once every 1d4 rounds as
a standard action.

Spell-Like Abilities: 1/day—soften earth and stone. Caster level
6th. Saving throw DC 12 + spell level. Save DCs are
Charisma based.

Change Size (Sp): Once per hour, an earth mephit can magi-
cally change its size. This functions just like an enlarge per-
son spell, except the power works only on the earth mephit.
This is the equivalent of a 2nd-level spell.

Summon Mephit (Sp): Once per day, a mephit can attempt
to summon another mephit of the same variety, much as
though casting a summon monster spell, but with only a 25
percent chance of success. Roll do: On a failure, no crea-
ture answers the summons that day. A mephit that has
just been summoned cannot use its own summoning abil-
ity for one hour. This ability is the equivalent of a 2nd-
level spell.

Fast Healing (Ex): An earth mephit heals 2 points of damage
each round only if it is underground or buried up to its
waist in earth. Anywhere on Deluer counts as “under-

ground” for an earth mephit.



Spells (earth, strength; 5/4+1/3+1/1+1; save DC 12 + spell
level): o—detect magic (2), guidance, read magic, resistance;
1st—bless, divine favor, magic stone, obscuring mist, shield of
faith; 2nd—Dbull’s strength, hold person, shatter, summon mon-
ster II; 3rd—dispel magic, stone shape

HIT-AND-RUN MINING

In the hopes of filching Deluer’s valuable resources, some
travelers simply appear in the plane, work at a mineral or
metal deposit, then flee before they get caught. Some older
planar travelers made their fortunes from taking their ill-
gotten gains from such hit-and-run mining to a plane with
a great demand for whatever they mined.

This is, of course, theft. The xorns of Deluer claim own-
ership of all minerals and metals in the plane. Most lawful
characters should obey this outlook. Such justifications
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as, “They cleatly have so much of it, they won't mism

tle” are rationalizations and signs of a weak conviction to
one’s principles (or a shameful susceptibility to tempta-
tion).

To stave off illegal mining, the xorns post guards at all
known planar gateways and Arrival Points. In fact, the
mephit priests have cast spells upon the entirety of Deluer
that makes it impossible to arrive on the plane via spells,
spell-like abilities, or magic items anywhere but at one of
the designated and guarded Arrival Points (characters can
leave from anywhere via spells or items). The sentries do
not permit in anyone who might intend to leave the plane
with ill-gotten minerals or metals. To weed out potential
lawbreakers these guards conduct interrogations, verifying
their hunches with Sense Motive, and search all characters
for mining tools.
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SO, WHAT IS IT WORTH?

Prying a solid chunk of raw diamond from a larger mass of
solid diamond proves extremely difficult. Many other solid
masses of metal or minerals are almost as hard. Some are
soft, however, like gold or silver, and some are brittle, like
emerald, making it easier to snatch-and-grab a chunk.
Usually, the effort of a half-hout’s work can earn a lucky
miner about 1d6 X 1,000 gp worth of raw materials—
assuming the miner can get in and get out alive.

The crystal of the crystalline roads is as hard as diamond
and turns to black, inert, and worthless goo if taken from
Deluer.

It’s also worth noting that gold, gems, and other precious
minerals and metals have virtually no value in Deluer, except
as food for the xorns. The inhabitants don’t use coins or cur-
rency of any kind, preferring a simple system of barter. Items
like wood or cloth have value to residents, but mostly as a
curiosity. However, the xorns have learned the hard way that
visitors covet their minerals and metals and are loath to give
up any of these materials except in very small quantities in

very rare instances.

LIFE IN DELUER

The xorns live within the mineral and metal planetoids
(phased into them). Though they feed on the composition of
these masses, they do not exceed their personally allowed
limits. Only the king may eat as much as he pleases. The
xorns are never permitted to eat the crystal roads.

Most of the planetoids have homes, castles, or small
cities built upon them. In these structures, the xorns inter-
act with the other natives of the plane—the mephits,
elementals, stone giants, and the rest. While the stone
giants and the pech have their own numerous individual
racial communities, the elementals and the earth mephits
are ubiquitous.

Only the earth elementals outnumber the xorns in
Deluer. The former appear quite content to follow the rules
of the latter. Occasionally, stone giant rebels attempt to
create their own independent city-state, but such uprisings
fall to the xorns’ and elementals’ sheer force of numbers.
Much more quietly, the mephits in the plane maintain a
covert network of resistance. They believe Deluer should
be theirs and contend that one day it will be. Not all the
mephits resent the xorns to such a degree, but many do.
Unlike the stone giants, however, they never express these
feelings. Instead, they wait for the perfect day to come for
their revolt.

Despite the discontent, the xorns are strict but not partic-
ularly unfair or cruel masters. Deluer remains very safe in
their care.

NON-NATIVES

Non-natives find themselves fairly unwelcome in Deluer.
The xorns and other inhabitants generally assume that any-
one coming to their plane is there to get their hands on
precious minerals or metals.

Visitors to the plane appearing at one of the Arrival
Points face a tough interrogation at the hands of the angel
guards regarding the purpose of their visit and length of
stay. Accepted visitors receive a purple crystal rod indicat-
ing that they passed through proper channels. An escort is
then assigned to them—one escort per group of up to 10
individuals (who say they will stay together). Escorts are
usually hound archons or average xorns.

Unaccepted visitors must leave of their own power or
they are physically ejected—thrown off the edge of one of
the crystal roads. Unaccepted visitors who can fly and can-
not or will not leave the plane face possible permanent
detention.

THE MITHRAL CITY

Tales told of Ostelraun on other planes almost always name
it the Mithral City, and for good reason. Built on a planetoid
of solid mithral ore, the city boasts streets and buildings
made of refined mithral. At the center of Ostelraun stands a
huge mithral foundry. The city’s towers sit perched atop the
mass of ore, sparkling more silver than silver and glistening
like brand-new coins.

Unfortunately, despite the city’s beauty and the impressive
solidity of its structures, most find it an unpleasant place. A
metallic tang hangs in the air wherever one goes; the taste of
it is inescapable. Visitors need only spend a few hours here
before a greyish silver residue stains their clothes and skin.
Permanent residents have become quite literally grey them-
selves. Extremely fine mithral powder is so common that
poorly stored food can confer inadvertent mithral poisoning
(Fortitude save, DC 13,1 point of temporary Constitution or
Intelligence damage [50 percent chance of either] as both
primary and secondary damage).

The main residents of the Mithral City are deep dwarves,
duergar, and pech, who work together in an uneasy state of
détente. At any moment, the city could erupt into violence
over the rivalry of these inhabitants. When this happens, as
it does from time to time, the xorn king sends xorns, ele-
mentals, and stone giants to bring about an enforced peace.
Nominally, the rulers of the city are a trio of administrators,
but they rarely talk to one another, let alone rule together
efficiently.

Truth be told, Iyuxical hates Ostelraun and everything
about it. It violates two of the plane’s main laws: allowing

humanoids (particularly dwarves) to roam freely and



permitting actual mining and ore processing. Few know the
real reason why he tolerates the city at all—he is under a
magical compulsion to do so. Millennia ago, when Iyuxical
was young and svelte (for a xorn), he was summoned and
trapped on another, far more conventional world. The
human wizard who called him forced him to guard her
treasure vault with magic. Eventually, dwarven adventurers
freed Iyuxical. The xorn king was grateful, but when the
dwarves learned who he was, they used a magical compul-
sion of their own to compel his further gratitude. Now he
must let the descendants of those dwarves mine mithral in
Ostelraun and, over the centuries, the duergar and pech
moved in. Iyuxical never explains what happened and why
he allows Mithral City to exist, lest someone try the same
trick on him again. The dwarves try to tell people that
Ostelraun is rightfully theirs and their duergar and pech
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rivals have no rights there, but since no one knows the
whole story, no one believes them (only a few elder xorns
and elder elementals remember Mithral City when it was
free of duergar and pech).

Obviously, Mithral City is one of the best places in the
multiverse to acquire items made of mithral. Normally, the
items cost only 75 percent of their normal mithral price,
and the craftsmanship is superior. Ostelraun—the proper
dwarf name for the city—also offers more hospitality for
visitors and non-natives than the rest of the plane. Unlike
anywhere else, it actually offers inns with rooms available
for travelers to stay and harbors merchants willing to trade.
That said, the deep dwarves are as quiet and aloof as those
found on more typical planes, and the duergar are just as
evil as one would expect. The pech do their best to silently
ignore everyone else.
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USING DELUER ' ™~

Relatively speaking, Deluer is a fairly safe plane for

those willing to obey the rules. Even low-level charac- &
ters would find adventure possibilities in Deluer that
aren’t overwhelming, which is only occasionally the case ~

when traveling the planes.

ADVENTURES
The following are just a sampling of adventure opportuni-
ties awaiting player characters in Deluer.

GARGOYLE HUNT (4TH TO 6TH LEVEL)

King Iyuxical, fed up with the mineral-eating gargoyles raid-

ing the planetoids and crystal roads, puts a 250 gp bounty

(paid in gems) on their heads to put an end to the menace. The
PCs, while visiting Deluer, can either form or join a gargoyle
hunting party. Mixed groups of xorns, giants, and a few mephits
comprise existing parties of hunters. The hunt takes on an almost
carnival atmosphere with much merriment and only a little hunt-
ing. During the hunt, the characters gain the opportunity to try
Ulahal, a thick, heady beer flavored with various gemstone pow-
ders. The taste is acrid, and its effects are almost immediate.
Those failing a Fortitude save (DC 17) suffer a loss of 1d4

points of Wisdom and Dexterity for 1d3 hours. A new save

is required with each pint consumed. However, about one

in six of those affected not only get drunk but also gain

the ability to levitate for the duration—which may

actually help in the hunt!

SACRAMENTS OF STONE (7TH TO 8TH LEVEL)

An earth mephit priest named Auraux appears before the PCs
on their home plane, requesting their help. She tells them she
needs a special ultra-rare mineral called relin, found only in
Deluer within an ancient fortress of glasslike crystal, the abode
of a unique stone demon. Relin, a material sacred to Eddelis, is
needed in an important upcoming ritual. In order to keep the
fortress safe, the demon has placed magical safeguards about the
area to keep out all creatures of earth and stone.

Little of Auraux’s story is true. The fortress has been enchanted, but
only to keep out mephits. The fortress is actually the home of a stone giant
named Stelelar, who has learned that the mephits plot insurrection and has
threatened to tell the xorn king. Although the mephits do not know exactly what Stelelar knows, or what kind of proof he
has, he is blackmailing them, and they are afraid. A stone giant wizard friend of his placed the spells on his fortress and made
Stelelar proof against scrying as well. What the mephit priests really hope is that the player characters will come in conflict
with the giant and kill him. They also plan on scrying the PCs while they are inside. Even if they do not slay Stelelar, they
might discover what he knows or come across the proof that he may or may not have.

The priest is a 13th-level cleric and can cast plane shift to take the group to Deluer. She has the authority to get them past
the guards at the Arrival Point.
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he small, tropical world called Dendri was actually a

moon of a larger planet that had long ago contracted

an elemental disease and crumbled to bits. The frag-
ments quietly drifted apart until the core itself disintegrated,
leaving only a scattered field of debris that enveloped the
moon. The natives of Dendri have always known a sky clut-
tered with chunks of faintly incandescent rock that cast the
moon in a pallid, violet glow. The weak light was barely a
step above total blackness, but the aranea thrived in the purple
gloom. A constant, wet, warm mist filled the air, further
impeding normal vision.

Whereas many planets consist of oceans broken up by
land masses, Dendri was just the opposite—tree-choked
hills and flatlands accounted for more than 9o percent of
the steamy surface, blanketing the moon in a dense and
nearly endless canopy. The unforested areas consisted of a
few dozen marsh-ringed lakes, created when planetary
chunks plummeted from the sky to create impact craters that
filled over time with water from the misty atmosphere.

SPECIAL CONDITIONS

Other than extraplanar portals found at the bottom of
each crater lake, Dendri remains completely sealed off
from the rest of the multiverse. Magic items and spells
meant to summon extraplanar creatures, open gates, create
plane shifts, and the like simply fail. As a result, the aranea
never suspected the existence of anything beyond their
moon. The isolation is physical only; for example, clerical
spells that depend on the caster’s connection to a deity
still function.

The constant mist makes everything damp all the time.
The drizzle doesn’t come from any identifiable direction but
simply appears in the air, hydrating the flora and fauna to
the point where native creatures don’t need to drink
water—their bodies absorb it efficiently. The mist is gentle
and warm, but the PCs (who still need to drink while on
Dendri) will have a hard time keeping their clothing, spell-
books, and other vulnerable items dry.
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The moisture also
makes fire impossible.
The PCs can't light
torches or lanterns,
cook food, or use
any magic spells or
effects that produce
flame. This isn’t sim-
ply due to wetness;
rather, the mist mag-
ically prevents fire
from taking hold on
Dendri. The aranea
say it's proof of the
moon’s protection of
its favored children,
ensuring the
longevity of trees
and webs.

As a result of liv-
ing in near-total
darkness, all non-
aquatic natives of the
moon (except the
grimlocks, who are
blind; see page 66)
have low-light vision,
darkvision to 200
feet, and light sensi-
tivity (dazzled in
bright sunlight or
within the radius of a

daylight spell).

Once, the moon known as Dendri was dominated by aranea—intelligent, shapechanging spiders who dwelled in the
rain forests that covered most of the surface. But when a hive of formians found its way to the moon three years ago
(local calendar), the aggressive centaur-ants began reshaping the land to their own needs, killing and enslaving the
natives in service of their expansion. Supported by allies and slaves, the formians are building giant cities across the face
of the moon, clear-cutting forests as they go, transforming the entive sphere into their latest colony: Expansion 11.

And the aranea, once masters of their world, huddle in the remaining wooded realms, conducting a campaign

of resistance to stave off the demise of their race.

Planar Notes
Name: Dendri

Type: Alternate world
Conjunction Planes:

The Ethereal Sea—A plane connecting to
many others like an ocean connects to
many lands (see Chapter One).

Kadvalas— The strangely powerful
mephits who rule this land force visitors
to fight in gladiatorial arenas and wager
obsessively on the results, gaining or los-
ing social status as their enslaved (but
pampered) champions rise or fall.

Noresh—Half-mechanical demons who
worship a god of nothingness round up
victims to feed an enormous bloodthirsty
machine that, it is said, will one day
explode and annihilate not only this
plane, but all it touches.

Riv Ruallithash—Here, time is as mercuri-
al as the weather, so some people exist
an hour in the future, others leave trails of
after-images behind them wherever they
go. Travelers barter with chronoranchers
for corked bottles of compressed

moments.

Vilo—This plane lies entirely within a
seemingly infinite castle brimming with
rooms and secret passages but no exteri-
or doors or windows. The pale humanoid
civilizations that claim distinct territories
as their own have no concept of sunlight,
weather, or even “outside.”

INHABITANTS

Dendri is alive with many varieties of creature, including

the aranea, plant creatures, forest species, and marsh and

aquatic life.
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THE ARANEA

Aranea—the dominant species on Dendri—are magical,
shapechanging spiders. Though their fearsome look con-
notes evil and strikes terror in the minds of many, aranea are
intelligent creatures content to spend their lives spinning
webs and hunting animal and insect prey. Their natural form
is that of a human-sized spider with two small arms, but
they can take the shape of a humanoid or of a humanoid-
spider hybrid with fangs and spinnerets.

Nearly a million strong, the aranea ruled most of the
moon uncontested, living in colossal web-nests high in the
sultry rain forests and scuttling down to the surface to catch
prey or lay eggs in cool subterranean burrows. They lived
among monstrous spiders of all sizes, which they trained to
perform simple tasks, such as webbing up meals or guard-
ing egg hatcheries against forest scavengers. Food sources
were abundant, ranging from assorted small mammals and
giant insects to larger quarry such as girallons, krenshars,
and owlbears.

The aranea had no real government or organization; they
did whatever they liked however they pleased. They also had
no technology and no need of it. Before the formians
arrived, the aranea never even imagined the existence of a
greater multiverse or the ability to walk between worlds.

Aranea on Dendri use the statistics in the MM except for
these differences:

Alignment: 9o percent are chaotic neutral; the rest are
true neutral.

Spells: Half of all aranea (known as strivers) cast spells as
3rd-level sorcerers. A quarter of them (known as firsts) cast
spells as 6th-level sorcerers, and another quarter (referred to
somewhat dismissively as scratchers) cast no spells at all.

Skills: Dendri’s aranea gain a +2 bonus to Disguise (in
humanoid form), a +2 bonus to Survival, and a +4 bonus to
Hide (in dark woods).

Languages: Their racial language, Tanglereech—a
haphazard blend of Common and dialects exclusive to this
moon—Iacks clear indications of tense. One aranea always
knows what another means, but an outsider would have
trouble guessing whether the subject being discussed
occurred 10 years ago, took place yesterday, was happening
now, or wouldn't transpire for another month.

THE PLANT CREATURES

The only region of rain forest not dominated by the aranea
was a gigantic thicket, roughly 50 miles wide and 80 miles
long, known as “the Murk” and home to a variety of plant
creatures. Ancient treants oversaw the Murk, which also
contained dryads, shambling mounds, and a large number
of lesser- or nonintelligent plant species, including tendri-

culi, shriekers, assassin vines, phantom fungi, and violet
fungi. Considering these specimens to be spirits of their
world given life, the aranea avoided the region out of
respect and fear.

OTHER FOREST SPECIES

Dendri also was home to smaller populations of timber
grimlocks, wild elves, and shrubgoblins, but these species
hardly mattered. The aranea had long ago asserted their
claim to most of the rain forests, driving the “two-legs”
(whom they saw as pests) toward the moon’s poles, where
the trees were sickly and sparse, or toward the marshes
around the crater lakes. Though the aranea sought only to
relocate and not kill the two-legs, the displaced species
resented the “spiderkin” (as they called their foes). But each
of the three races lived isolated from the others, unable to
join forces. They all speak slightly different versions of the
same guttural language, which shares just enough with
Common for PCs to understand them.

Timber Grimlocks: A variant species with rough, moss-
covered skin, the neutral evil timber grimlocks are eyeless
and thus unhindered by the obscuring gloom. They rely on
their enhanced hearing, sense of smell, and blindsight (to
120 feet) to catch mammals for their dinner. Driven out of
the deep thickets, the tribes now live at the edges of the
forests around the crater lakes.

Wild Elves: The only true humanoids on Dendri, the wild
elves roamed the moon in barbaric tribes before the aranea
drove them to the northernmost pole, which is just as warm
and moist as the rest of the moon but with thinner forests.
Most wild elves are chaotic neutral or chaotic evil. Their skin
is the color of bark, their hair resembles fronds, and they live
simply, wearing pelts and hunting mammals with slings and
spears.

Shrubgoblins: The toughest of the three species, shrub-
goblins are an offshoot of hobgoblins, and their well-
organized tribes have a similar passion for discipline and
combat. The aranea drove them to the southernmost pole,
far from the grimlocks and elves, where the forests are
sparse and the drizzly mist even more pronounced. All
shrubgoblins are lawful evil, with reddish-brown skin cov-
ered not with hair but with tiny, leaflike scales that grant
them a +2 natural armor bonus.

MARSH AND AQUATIC LIFE

The crater lakes developed their own ecosystems of fish,
crustaceans, semi-intelligent sea spiders, and plant life.
Shocker lizards and stirges inhabited the surrounding
marshes, and spider eaters buzzed overhead, preferring the
open air to the thick canopies of the forests. Each lake’s
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Creature Region CR Source Notes
Ankheg Forest 3 MM —
Aranea Any 4 MM —
Assassin vine Murk 3 MM —
Carrion crawler Tunnels 4 MM —
Darkmantle Tunnels 1 MM —
Dryad Murk 3 MM —
Ettercap Forest 3 MM —
Ettin (taskmaster guards only) Any 6 MM —
Formian Any but Murk 1/2-17 MM —
Fungus, shrieker Murk 1 MM —
Fungus, violet Murk 3 MM —
Giant ant, soldier Any 2 MM —
Giant ant, worker Any 1 MM —
Giant bee Any 1 MM —
Giant bombardier beetle Any 2 MM —
Giant fire beetle Any 2 MM —
Giant praying mantis Any 2 MM —
Giant stag beetle Any 2 MM —
Giant wasp Any 1 MM —
Girallon Forest 6 MM —
Grick Tunnels 3 MM —
Krenshar Forest 1 MM —
Locathah Lake 1/2 MM Shregeye only
Monstrous centipede (Med—Huge) ~ Any 1/2—2 MM —
Monstrous scorpion (Small-Huge) ~ Any 1/2—7 MM —
Monstrous spider (Tiny—Colossal) ~ Any 1/4—11 MM —
Owlbear Forest 4 MM —
Phantom fungus Murk 3 MM —
Shambling mound Murk 6 MM —
Shocker lizard Marshes 2 MM —
Shrubgoblin Any but Murk 1/2 MM Use hobgoblin
Spider eater Marshes 5 MM —
Stirge Marshes 1/2 MM —
Tendriculos Murk 6 MM —
Timber grimlock Any but Murk 1 MM Use grimlock
Treant Murk 8 MM —
Wild elf Any but Murk 1 MM —

range of species differed slightly, owing to variations in the O NSLAUGHT OF THE

organic matter embedded in the meteorites that created

them. The aranea, innately frightened of the spider eaters, FO RMIANS

stuck to the rain forests. As a result, they didn't realize that Formians are centaur-ants. Lawful neutral to the extreme,

the largest crater, Shregeye, was home to an undersea tribe of  they are rigidly organized and militaristic creatures who seek

more than 800 locathahs that had arrived through a portal to expand their influence across the multiverse and colonize

on the lakebed. other planes. Neither cruel nor evil, they’re implacable in their
Typical statistics for an aranea and formian appear in the desire to occupy and transform territory. A target world’s

“Individuals of Interest” section starting on page 72. natives are viewed as impediments to be exterminated,
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collaborators to be brought into the ranks, or laborers to be
enslaved. The formians put the vanquished to work building
hive-cities (with buildings above ground and tunnels below)
for their new masters. All formians speak their native lan-
guage, but since few outsiders understand its clicks and chit-
ters, workers and warriors usually resort to communicating
through body and antennae movements, while taskmasters
and myrmarchs fall back on their natural telepathy.

Before setting their mandibles on the aranea three years
ago, this particular hive had already annexed 10 other
worlds, invading through natural rifts on their home plane.
But the doorway to Dendri was different; the end point
existed at the bottom of one of the moon’s lakes, so when the
formians opened the doorway, crushing waves of water
poured through for days before diminishing to a trickle. The
colony then began its march through the portal: 100,000
lowly workers, 30,000 fierce warriors, 5,000 slaver task-
masters (each guarded by dominated ettins), 500 myrmarch
leaders, and a single queen to direct their efforts—and
ensure their future by laying eggs.

For the first few months, the formians drove across the
surface, killing practically at will. The army cleared the land
as it went, digging tunnels and constructing ambitious hive-
cities. The aranea fell easily; spiderkin are not aggressive
fighters by nature and prefer to subdue opponents with webs
and spells. The simple brute force of the invaders surprised
and overwhelmed them, and their lack of organization made
them easy prey. What's more, they had never known about
the portal or even conceived of alien entities, so the invasion
forced them to grapple with a radical change in the funda-
mental tenets of their existence.

The other forest-dwelling species also were terrified at
first, but most allied themselves with what they called the
“antkin,” seizing the chance to turn the tables on the aranea.
Thus, the formian ranks have swelled with legions of timber
grimlocks, wild elves, and shrubgoblins (who usually com-
mand the other two races). Aranea not targeted for immedi-
ate termination were mentally enslaved by the taskmasters
and put to work alongside the two-legs.

LOCATIONS OF INTEREST

As the formians swept across Dendri, they erected great tow-
ers of light and began constructing strategically placed hive-
cities. Most of the free aranea, meanwhile, scrambled to
reach the last major untouched area of rain forest on the
moon—the Murk.

LUMINARETS
Unable to see well in the purplish-black gloom of their new
world, the formians erected a network of 8oo-foot-tall

wooden towers topped with 30-foot-diameter orbs of chitin.
Each orb is filled with a gel called glutemas, which reacts
with the treated orb shells and causes them to cast the
equivalent of bright sunlight in a radius of 20 miles. Each
luminaret is guarded by squads of four formian warriors that
rotate in shifts, though at any given time, there is a 30 per-
cent chance that 2d4 formian workers skitter nearby, prepar-
ing to conduct maintenance on the tower.

Unused to the harsh white illumination, all natives of the
moon other than timber grimlocks are dazzled while in its
range. The formians coat the eyes of their wild elf and shrub-
goblin allies with a dark sap that protects them from the
dazzling effect. The aranea desperately seek to reach the
narrow, shadowy regions that fall between the luminarets’
separate circles of radiance.

GLUTEMAS

This sticky, gelatinous substance glows with light naturally. A
double handful produces the illumination of a lantern for
4d4 X 5 days, after which time it loses its light-emitting
property quickly, fading completely within two hours. It can
be carried in any transparent or semitransparent containet,
but when stored in a receptacle made of treated formian
chitin, the gel’s radiance multiplies dramatically. Each
luminaret orb contains about 20 Ibs. of gel.

Unfortunately, glutemas is dangerous to handle—it eats
away at organic material, dealing 1d6 points of damage per
round of contact. Worse, it coats living matter so thoroughly
that it can be removed only with acid or fire (and fire does
not burn on damp Dendri). Scraping or scrubbing it off the
affected material leaves a thin layer of gel that continues to
deal full damage.

A key ingredient in the gel is a secretion from the formian
queen, collected and processed by myrmarchs. Thus, PCs can
find the gel only on Dendri.

Note: The treatment that protects the chitin of luminaret
orbs from the gel has no effect on flesh or hide.

THE HIVE-CITIES

In transforming Dendri, the formians stuck to their usual
design—simultaneously constructing multiple hive-cities in
different areas of the moon, with the aim that the burgeoning
municipalities would slowly grow together. At present, 16
separate cities (with names like Hradec, Trzik, J'dicha, and
Skemet) are underway, and workers are preparing to clear the
ground for three more. The quality of the conscripted labor
differs from region to region, so each city grows at a different
rate. At least 10 myrmarchs remain at each location to direct
construction efforts, enforce discipline, quell uprisings, coor-
dinate defenses, and give orders to shrubgoblin commanders.



To create a hive-city, formian workers, two-leg allies, and
dominated aranea use mandibles and hand tools to clear-cut
the zoned area of rain forest. While one group carves the
trees into lumber, another excavates the foundation and
digs the underground tunnels, wheeling out mountains of
dirt—and unearthing rocks for use in surface construction.
Only after the tunnel network is complete and the founda-
tion deemed secure do the workers start on the upper build-
ings, nailing wood to wood, lashing wood to stone, and
using formian-secreted adhesives to bond stone to stone.

Despite the limited range of raw materials, the budding
hive-cities of Expansion 11 are as splendid as any in the
entire multiverse—a testament to formian planning and
efficiency. They hold everything from simple block houses
and canopied market stalls to domed amphitheaters and
spire-topped citadels. The antkin trust that planar travel-
ers and traders will fill the cities once word of the newly
imposed civilization spreads, but for now, many structures
remain empty except for those inhabited by timber grim-
locks, wild elves, and shrubgoblins fascinated by the nov-
elty of indoor life.
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The formian queen dwells deep in a cavernous chamber
beneath Hradec, where she produces eggs. Because she is so
large and bloated, she cannot move and must be hauled
about by workers if the need ever arises. Dozens of the
hive’s most skilled myrmarch combatants guard the tunnels
leading to her den at all hours, even though the queen is
hardly defenseless, wielding spell-like abilities and casting
spells as a 17th-level sorcerer (see MM). Hradec is the only
hive-city that bars nonformians from its subterranean tun-
nels. Any prohibited creatures caught in the passages are
slain instantly.

THE MURK

The only major portion of Dendri not overrun by formians is
the Murk. Not even the luminarets are close enough to
pierce its purplish midnight.

When the antkin first broached this dark thicket, unex-
pected resistance from the treants, dryads, shambling
mounds, and other plant creatures caused them to retreat.
The formians plan to take the Murk eventually, but for now,
they leave it alone. Noting this, many free aranea scramble to

HIVE-CITY
OF HRADEC

HRADEC IS CURRENTLY 8 MILES IN
DIAMETER AND GROWING. 30% OF THE :,—
BUILDINGS REMAIN UNOCCUPIED.

SHRUBGOBLIN
COMMANDER
BARRACKS !
NEW Fom. G
CONSTRUCTION YIL 4 ! — E

LUMINARETS ARE LOCATED
18 MILES FROM CITY CENTER

— ™
——

TASKMASTER
QUARTERS

NEW
e CONSTRUCTION

g
o= ped =

Y
. GuAl

QUEEN'S
CHAMBER

~ MYRMARCH

QuEEN's
GUARD




, 0 BEYOND COUNTLESS DOORWAYS

reach the region, though it’s hard for them to live there—the
respect and fear they’ve felt about the place for generations
runs deep. Still, they’ve made a pact with treant leaders to
join forces against the invaders. Nearly 30,000 aranea con-
gregate there now, with more arriving every day. The Murk
also attracts many of the mammals driven out of the deforest-
ed zones, giving hungry spiderkin more reason to flock there.

The formians allow the aranea to flee to the Murk, plan-
ning to let their foes collect in one area for easy extermina-
tion. Once they’ve taken the rest of Dendri, the antkin plan
to surround the Murk and flatten it tree by tree.

THE CRATER LAKES

The moon has 2.6 crater lakes scattered across its surface,
formed over the millennia by meteorite impacts. In the early
days, aranea referred to them as the “eyes” of Dendri, and in
naming each body of water, they incorporated the name of
a legendary first from the region. Mostly round, the lakes
range in size from Shregeye (10 miles in diameter and

3 miles deep) to Yujzheneye (just over a quarter-mile in
diameter and 150 feet deep).

Unknown to the natives, the planetary chunks that
pounded out the crater lakes also had the magical effect of
opening extraplanar portals at the site of each impact (see
“thaumeteorites” in When the Sky Falls). Somewhere in each
lakebed is a large depression that serves as a two-way portal
to another plane. The curious locathah migrated to Shregeye
from their own watery plane of Xiochla, settling in the lake
but continuing to travel back and forth to this day.

The lake known as Vrenineye is the one through which
the formians emerged. Now completely drained, the crater—
6 miles in diameter and nearly 2 miles deep—constantly
swarms with formians coming and going through the portal
to their home plane.

Some of the myrmarchs have begun to realize that the
other crater lakes might hold similar doorways. Once the
annexation of Expansion 11 is complete, they plan to drain
and explore the lakes, but for now, reconnaissance teams of
workers and two-legs chart each body of water. However, if
they discover the locathah in Shregeye, the antkin might
hasten their plans for the foundation of Expansion 12.

THE ARANEA RESISTANCE

Most timber grimlocks, wild elves, and shrubgoblins were
spared death because they're useful for razing forests and
building hive-cities. But—perhaps due to an innate dislike
of spiders—the formians killed or enslaved about 9o per-
cent of the aranea population, which leaves roughly
100,000 still free. Many have resettled in the Murk, and the
rest try to survive in the shrinking patches of rain forest

scattered around the moon. But regardless of their location,
the spiderkin engage in a campaign of resistance to win back
their world or die trying.

Most aranea are patient and methodical rather than sav-
age or ferocious. They avoid direct confrontation and excel at
staging ambushes, setting snares, and using their natural
magic and poison against their foes. Under the direction of
the firsts, the aranea spin giant webs in the remaining rain
forests to slow and entangle the formians. They try to col-
lapse formian tunnels by breaking through the surrounding
soil. They lurk in shadowy corners of hive-city structures and
leap out to kill the two-legs. And they eat any formians or
collaborators they can catch and wrap up, which provides
them with basic sustenance and a boost to morale.

The centralized, regulated nature of formian society makes
it vulnerable. The creatures are blunt and straightforward, with
no talent for subtlety or deception. They follow the telepathic
orders of their superiors blindly, and even the myrmarchs, who
exhibit some creativity of thought, are compelled by the hive
mind. The chaotic aranea exploit this limitation ruthlessly,
trying to confuse and confound the antkin at every turn. They
adopt humanoid form to walk among the two-legs, employing
subterfuge and sabotage to achieve their goals. This last tactic,
however, is riskier than ever since myrmarchs began using
true seeing to pierce through potential disguises.

NONVIOLENT TACTICS

Some aranea avoid killing their opponents, spreading the
message of leaders like Catalpa, a striver who promotes
resistance with a minimum of bloodshed. These nonviolent
spiderkin concentrate on sabotaging luminarets by scaling
the towers and cracking open the orbs (which often results
in the mutilation or death of the strike team), infiltrating
hive-cities while in humanoid form and planting clutter-
shells (see below), and targeting enemies with disruptive
spells such as daze, deep slumber, ghost sound, hypnotism, scare,

slow, stinking cloud, and touch of idiocy.

CLUTTERSHELL

Using magic known only to the wisest firsts, female aranea
can lay eggs that contain spirits rather than infants. The
mottled brown eggs look identical to the standard kind, but
if you hold one close to your ear, an endless stream of unin-
telligible whispers issues from within. The aranea resistance
uses these special eggs, called cluttershells, to disrupt formi-
an communication.

To prepare a cluttershell for detonation, a first begins to
tell it one of the many well-known aranea legends. After a
few moments, the cocooned spirit picks up the tale and car-
ries on, whispering the remainder of the story. Because



aranea myths are complex and the spirits digress wildly, this
takes anywhere from 10 to 12 hours. During this time, a
shapechanged spiderkin carries the cluttershell into the
middle of a hive-city and tucks it in a hidden location.

When the spirit reaches the end of the story, the clutter-
shell explodes, scattering its essence in all directions. The
blanketing presence suppresses all forms of mental commu-
nication (including telepathy, magic spells and effects, and
the formian hive mind) in a 3-mile radius for 1d4 hours.
Aranea fighters stand ready to take advantage of the monu-
mental confusion that results from formians no longer being
able to relate information and orders to one another.

VIOLENT TACTICS

Other aranea eagerly stage overt, bloody attacks, embracing
savagery as a necessary evil. Scutch, a neatly hairless first
who lives in the Murk, advocates this type of aggression and
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gains more followers with each fiery speech. Their overall

aim is to slay the formian queen—a nigh-impossible goal—
by making so many assaults on her protected chambers that
the myrmarchs will have no choice but to move her to a safer
location, temporarily exposing her to direct attack. Scutch’s
followers also lure taskmasters into traps, drag the slavers
back to the Murk, and torture them for information. In
battle, they use damaging spells such as ghoul touch, explosive
runes, lightning bolt, magic missile, Mel's acid arrow, ray of frost,
shocking grasp, and vampiric touch.

PRONEWOOD

As the formians turn the rain forests into hive-cities, they
don'’t realize that the lumber used in their construction can be
turned against them. Not only can the treants of the Murk
animate Dendri’s trees, but they also can animate any piece of
wood taken from those trees. This lumber is known to the
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plant creatures as “pronewood” to reflect the fact that the fall-
en trees aren’t truly dead but have simply changed form.

A treant must be within 400 feet of pronewood to ani-
mate it, and because no hive-cities are that close to the edges
of the Murk, this tactic remains untried. However, the aranea
and the treants are planning excursions out of the darkened
region to see what kind of havoc they can wreak on formian
structures. Treants within range will be able to do anything
from causing a log to rise up off the ground and batter the
nearest timber grimlock to commanding a building to col-
lapse and bury its inhabitants (treat as animated objects up
to size Huge, one per treant).

INDIVIDUALS OF INTEREST

This section details three characters the PCs are likely to
encounter while on Dendpri: a zealous aranea resister, an
annoying formian lackey, and a duplicitous shrubgoblin
commander.

DRYsSsS

This aranea striver hews closer to the aggressive philosophy
of Scutch than the passive resistance of Catalpa. She can’t
stand seeing the ancient trees of her beloved home hacked
apart and used to build shelter for the invaders. Dendri is—
or was—a natural and beautiful world, and Dryss would
rather be cut down herself than let the formians mow down
the forests with impunity. She burns with the zeal and right-
eous fury of angry youth, and she'd creep into the den of the
queen herself, if she could, to wrap her in a death-shroud.
Dryss’ passions often drive her to make wrong or impulsive
choices. So far, she has suffered only cuts and scrapes, but
even she knows that her luck won’t hold out forever. She
doesn’t want to give her life to the cause just yet; she'd rather
remain alive, active, and capable of stinging the formians
again and again.

Dryss might attack the PCs, mistaking them for formian
allies, although the steady stream of anti-formian invective
she'd hurl at them during the battle ought to clue the party in
to her misperception and encourage the group to end the com-
bat peacefully. Alternatively, they might observe her staging an
unwise act of sabotage or violence in the middle of a hive-city
and be moved to help her fend off or escape her pursuers.

Dryss, female aranea: CR 4; Medium magical beast (shape-
changer); HD 3d10+6; hp 26; Init +6; Speed 50 feet, climb
25 feet; AC 13 (+2 Dex, +1 natural), touch 12, flat-footed 11;
BAB +3; Grapple +3; Attack +5 melee (1d6 bite plus poison)
or +5 ranged (web); Full Attack +5 melee (1d6 bite plus
poison) or +5 ranged (web); SA Poison, spells, web;
SQ Change shape, darkvision to 200 feet, low-light vision,

light sensitivity; AL CN; SV Fort +5, Ref +5, Will +3; Str 12,
Dex 15, Con 15, Int 13, Wis 11, Cha 14

Skills and Feats: Climb +13, Concentration +8, Disguise +4,
Escape Artist +5, Hide +6, Jump +12, Listen +5, Spot +4,
Survival +2; Improved Initiative, Iron Will, Weapon
Finesse

Possessions: Ring of counterspells—charm monster (made of
hardened resin)

Poison (Ex): Injury, Fortitude save, DC 13 (Constitution
based), initial damage 1d6 points of Strength, secondary
damage 2d6 points of Strength

Web (Ex): In spider or hybrid form, Dryss can throw a web
(effective against targets of up to Large size) up to six
times per day with a maximum range of 50 feetand a
range increment of 10 feet. An entangled creature can
escape with an Escape Artist check (DC 13) or burst the
web with a Strength check (DC 17); the DCs of both
checks are Constitution based. The web has 6 hit points
and hardness o.

Change Shape (Su): Dryss can take the form of a Small or
Medium humanoid (forgoing bite attacks, webs, and poi-
son) or a Medium spider-humanoid hybrid that retains
fangs and spinnerets (Spot check, DC 18, to notice) but
has a reduced speed of 30 feet.

Spell-Like Abilities: o—acid splash (2), daze, ray of frost, touch
of fatigue; 1st—cause fear, chill touch, shocking grasp. Caster
level 3rd. Saving throw DC 12 + spell level. Save DCs are

Charisma based.

ARA-D’CH LAC'TOR-CHIN

Atireless servant of the colony, this formian worker proves
especially vexing to the timber grimlocks, wild elves, and
shrubgoblins who often deal with him (and who shorten his
unpronounceable name to “Aralac”). Currently tasked with
helping to build the hive-city of Trzik, Aralac insists on
nothing less than perfection from those around him. He can
communicate only in Formian, which few two-legs under-
stand, but his frantic body movements and waving antennae
usually get his message across. Aralac never seems to rest,
always thrusting a piece of lumber into a grimlock’s hands or
poking a wild elf who commits the sin of holding still for
more than half a minute.

The PCs encounter Aralac only in or around the growing
hive-city of Trzik. The formian might confuse them for wild
elf, shrubgoblin, or timber grimlock workers (all two-legs
look the same to him) and try to push them into a construc-
tion crew. Aralac may even ask them to help him communi-
cate with particularly dim bipeds and try to make his inten-
tions known through his chittering and his body and anten-

nae movements.
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Ara-d’ch Lac’tor-chin, male formian worker: CR 1/2; Small out- Make Whole (Sp): Aralac together with two other workers
sider (lawful); HD 1d8+1; hp 7; Init +2; Speed 40 feet; AC 17 can repair an object as though using the spell (caster level
(41 size, +2 Dex, +4 natural), touch 13, flat-footed 15; 7th). This is a full-round action for all three workers.
BAB +1; Grapple —2; Attack +4 melee (1d4+2, bite); Full Hive Mind: All formians within 50 miles of the queen remain
Attack +4 melee (1d4+2, bite); SQ Cure serious wounds, in constant communication with her and each other.

make whole, hive mind, immunity to poison and petrifica-

tion and cold, resistance to electricity 10, fire 10, and sonic GRO BIUR THREE-EYE

10; AL LN; SV Fort +3, Ref +4, Will +2; Str 14, Dex 14, Grobjur is a tall, muscular, and terse shrubgoblin in charge of
Con 12, Int 7, Wis 10, Cha 8 a legion of timber grimlocks and wild elves in the primary
Skills and Feats: Climb +11, Craft (woodworking) +5, Hide hive-city of Hradec. Barking orders when he can and using
+6, Listen +4, Search +2, Spot +4; Skill Focus (Craft whips when he must, he keeps his team running like the tick-
[woodworking]) ing cogs of a planar compass. His name derives from the glass
Possessions: Set of masterwork tools orb in his empty left eye socket, which rolls and rotates of its
Cure Serious Wounds (Sp): Aralac together with seven other own accord. When Grobjur removes it, other shrubgoblins say
workers can heal a creature’s wounds as though using the he has three eyes at once. Unknown to anyone else, the orb
spell (caster level 7th). This is a full-round action for all gives him the power of clairvoyance (once per day, as described

eight workers. in the spell clairvoyance/clairaudience, range 400 feet).
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Unlike some two-legs, Grobjur knows full well the extent
to which the formians exploit him, and he’s happy to use
them right back. While he kowtows to the antkin with as
much rugged grace as he can muster, he secretly specializes in
selling information to the aranea resistance, via coded mes-
sages tucked behind his removable eye. It’s not because he’s
sympathetic to their cause. Rather, he relishes seeing the
spiderkin suffer and wants to drag out the formian annexa-
tion as long as possible, the better to inflict more daily tor-
tures on the aranea. Besides, he worries that the antkin will
cast his race aside once all spiderkin have been exterminated.

Because Grobjur plays both sides of the fence, he'd be happy
to assist (secretly, of course) any PCs fighting with the aranea
resistance. As the player characters cross through Hradec,
Grobjur might assault one of them verbally or even stage a
mock mini-battle, during which he passes a coded message to
the PCs meant for aranea firsts in the Murk. Another option
is to have him use clairvoyance to spy on the player characters
and then blackmail them with the secrets he learns.

He speaks Shrubgoblin and Formian as well as the
Tanglereech dialect of Common.

Grobjur Three-Eye, male shrubgoblin Ftr5: CR 6; Medium
humanoid (goblinoid); HD 5d10+15; hp 41; Init +1; Speed
30 feet; AC 18 (+1 Dex, +2 natural, +3 armor, +2 shield),
touch 11, flat-footed 17; BAB +5; Grapple +8; Attack +10
melee (1d8+3 critical 20/%3, warhammer) or +6 ranged
(1d8 critical 20/%3, shortbow); Full Attack +10 melee
(1d8+3 critical 20/%3, warhammer) or +6 ranged (1d8 crit-
ical 20/X3, shortbow); SQ Darkvision to 200 feet, light
sensitivity; AL LE; SV Fort +7, Ref +2, Will +0; Str 16, Dex
12, Con 17, Int 11, Wis 8, Cha 12

Skills and Feats: Climb +7, Intimidate +7, Jump +7, Survival
+1; Cleave, Improved Initiative, Power Attack, Track,
Weapon Focus (warhammer)

Possessions: Masterwork studded leather armor, masterwork
heavy shield, masterwork warhammer, longbow, quiver

with arrows (12), glass eye of clairvoyance

USING DENDRI

The occupied moon is a military dictatorship, with an
oppressed species fighting back against a pitiless invading
force. It's a world at war, but not one of constant bloody
spectacle or armies clashing in the streets. In fact, if the PCs
were dropped into a hive-city, things would seem relatively
quiet at first—formians skittering about, timber grimlocks
and wild elves building new structures, and shrubgoblins
knocking the other two races around.

Complicating matters is the fact that the PCs most likely
will be repulsed by the aranea, who seem the stuff of night-

mares: hairy, hungry, and just plain creepy human-sized
spiders. Spinning ghastly web-nests that envelop hundred-
foot-tall trees and feasting on yelping mammals, they are
easy to fear and hate. Worse yet, the aranea initially react to
the player characters with distrust and anger. The PCs will
probably form the wrong impression about the world and its
inhabitants, but their journey of discovery should make for
interesting roleplaying.

Make sure the PCs frequently blunder into and through
clingy webs of varying thickness, which are difficult to see in
the rain forests (especially with the constant mist). Consider
how you feel when you walk through cobwebs that stick to
your face or get in your mouth or hair. Drive that feeling
home to the characters—multiplied a hundredfold. Aranea
webs are silky but incredibly tough and sticky. Web-clusters
on the ground can trap the PCs’ feet and slow them down,
torn webs blown by breezes can land on them like nets, and
thicker webs interfere with ranged weapons. Furthermore,
many larger forest webs are full of giant insects and small
mammals unlucky enough to have been caught.

Dendri should challenge the characters’ notions of good
and evil and may prove especially useful for parties new to
the planes. It teaches them to temper their fears and biases,
judging by reason rather than by appearances and expecta-
tions.

It’s unrealistic to think that the player characters can quick-
ly win back the moon for the aranea. The best they can do is
lay low, assist with gathering intelligence, participate in acts
of sabotage and infiltration, and join the occasional attack.
However, in a long-term campaign, the PCs can achieve a
number of satisfying victories and perhaps eventually succeed
in wounding, capturing, or even killing the antkin queen—
practically the only event that could spark a formian retreat.

Another option is to set a campaign on Dendri and let the
players run aranea characters fighting for survival and the
liberation of their homeland. Use the information below to
create aranea PCs.

ARANEA PLAYER CHARACTERS
An aranea character can begin the game as a dominated slave
laborer or a free resistance fighter. The character must start
as a striver or a scratcher, not a first. All Dendri aranea char-
acters possess the following racial traits:

. +4 Dex, +4 Con, +4 Int, +2 Wis, +2 Cha

U Medium size: No bonuses or penalties based on

size

. Base land speed is 50 feet; climb 25 feet

° Darkvision to 200 feet

o Low-light vision

. +1 natural bonus to Armor Class



e Poison (Ex): Injury, Fortitude save, DC 13, initial
damage 1d6 points of Strength, secondary damage
2d6 points of Strength. The save DC is

Constitution based.

e  Web (Ex): In spider or hybrid form (see below), an
aranea can throw a web up to six times per day.
This is similar to an attack with a net but has a
maximum range of 50 feet, with a range increment
of 10 feet, and proves effective against targets of up
to Large size. The web anchors the target in place,

allowing no movement.

An entangled creature can escape with an Escape
Artist check (DC 13) or burst the web with a
Strength check (DC 17). The check DCs are
Constitution based, and the Strength check
Difficulty Class includes a +4 racial bonus. The web
has 6 hit points, hardness 0, and would take double
damage from fire if fire could exist on Dendri.

e Change Shape (Su): An aranea’s natural form is
that of a Medium monstrous spider. It can assume
two other forms. The first is a unique Small or
Medium humanoid; an aranea in its humanoid

form always assumes the same appearance and
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traits, much as a lycanthrope would. In humanoid
form, an aranea cannot use its bite attack, webs, or
poison.

The second form is a Medium spider-humanoid
hybrid. In hybrid form, an aranea looks like a
Medium humanoid at first glance, but a Spot check
(DC 18) reveals the creature’s fangs and spinnerets.
The aranea retains its bite attack, webs, and poison
in this form, and can also wield weapons or wear
armor. When in hybrid form, an aranea’s speed is
30 feet.

An aranea remains in one form until it chooses
to assume a new one. A change in form cannot be
dispelled, nor does an aranea revert to its natural
form when killed. A true seeing spell, however, reveals
its natural form if it is in humanoid or hybrid form.
Spells: Firsts cast as 6th-level sorcerers, strivers
cast as 3rd-level sorcerers, and scratchers have no
spells.

Skills: +2 racial bonus on Disguise (in humanoid
form), Jump, Listen, Spot, and Survival checks,
+4 bonus on Hide (in darkness and forests), and
a +8 racial bonus on Climb checks; can always
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choose to take 10 on Climb checks even if rushed
or threatened

e Light Sensitivity (Ex): Dazzled in bright sunlight
or within the radius of a daylight spell

o Languages: Automatic—Tanglereech dialect of
Common; bonus—Sylvan, Formian

U Favored Class: Sorcerer

. Level adjustment +7 (firsts), +4 (strivers),
+2 (scratchers)

ADVENTURES

On Dendri, the player characters will find plenty of chal-
lenges involving survival, escape, rescue, sabotage, and rebel-
lion. Though they're likely to be reluctant participants at
first, in time they may relish their new roles as freedom
fighters and find themselves committed to the war for con-
trol of the moon.

Before anything else, the PCs need to get to Dendri in the
first place. The simplest method is for them to travel through
an unknown planar rift and emerge at the bottom of a crater
lake. Another option is to have a beautiful stranger (really a
shapechanged aranea who fled Dendri through an undersea
portal) approach the characters and beg their help in saving
her peaceful world from annihilation. In another scenario,
the PCs are hired by the formians to drum up business for
the new hive-cities of Expansion 11 and are given a tour of
the moon. For another option, the characters might get
involved with survivors from worlds previously annexed by
the formians—these survivors journey to Dendsri to fight
alongside the aranea. Finally, a merchant who specializes in
exotic goods could send the PCs on a quest to obtain a large
quantity of glutemas.

HEARTS AND MINDS (4TH TO 5TH LEVEL)

It’s well known among the aranea that some shrubgoblins
are dissatisfied with their station and treatment by the
formians, and a tight-knit band in Hradec seems especially
disgruntled. The PCs are charged with making surreptitious
first contact with the six shrubgoblins and feeling out the
depths of their resentment. Over the course of several meet-
ings, the characters try to convince the two-legs to rebel and
join the resistance, or at least serve as informers. But some
aranea fear it’s all a formian ruse to expose the resistance
spy network.

MISSION: EXTRACTION (6TH TO 7TH LEVEL)
An aranea resister with information vital to the cause is
being held for interrogation in the hive-city of Trzik. The
spiderkin want to break him out, but they don't dare infil-
trate the settlement in humanoid form—the myrmarchs

have stepped up their use of true seeing. So they make up the
PCs to resemble wild elves and send them into town. The
heroes must bluff their way into the holding facility, locate
the target among dozens of other prisoners, and extract him
without raising too many suspicions. If they run into trouble,
they’re to free as many captives as possible and instigate a
jailbreak in the hopes of escaping into the city.

EGG TRADE (7TH TO 8TH LEVEL)

The aranea managed to steal a sac of bone-white formian
eggs out of the queen’s subterranean chamber and smuggle
them all the way into the Murk. They use the eggs to negoti-
ate the return of large numbers of their own mottled eggs,
taken by formian wartiors in a raid on a nearby forest hatch-
ery. The PCs serve as couriers, meeting a small contingent of
antkin to make the switch at the shadowy edge of the Murk.
Will both armies honor the agreement, or will the characters
be caught in the middle of an ambush? And have the aranea
tried to hide a cluttershell among the formian eggs?

WORKING FOR THE MAN (9TH TO 10TH LEVEL)
One of the PCs, or an NPC very close to them, is captured by
formians and enslaved to serve alongside two-legs and domi-
nated aranea, clearing a zone for what will be Srzzko, the sev-
enteenth hive-city. The spiderkin firsts in the Murk don’t
want to pledge valuable lives and resources to the rescue of
one inconsequential captive. But if the rest of the PCs can
sell the plan as an operation to save the trees from the clear-
cutters, they might win the aid of treants, dryads, and sham-
bling mounds.

KILL THE LIGHTS (10TH TO 11TH LEVEL)
Intelligence indicates that the formians have developed an
improved version of the glutemas used in luminaret orbs
that increases the range of illumination. The new gel will be
loaded into a luminaret 5 miles west of the hive-city of
Skemet as a test. The aranea don’t know if the reports are
true, but they don’t want to take any chances. 