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Welcome, addle-cotH~f Welcome to the worlds 
beyond your world, the great wheel of the cos-
mos. This is a great place! Where else can a 
poor sod mingle with mighty minions of the great powers, or ail the 
astral ocean, or visit the flaming courts of the City of Bra , or even 

battle fiends on their home turf? Hey, 
welcome to the land of the living and 
the dead! 

So, where to be-
gin? Sigil, of course -
there ain't no other 
place worth beginning. 

igi/: the City of Doors. 
Thi town's the gateway to everything and 

everywhere that matters. Step through 
one door and enter 

the halls of 
Ysgard, or turn 

down a partic-
ular alley and 

discover the Abys . 
There are more gate-

ways in Sigil than can be imag-
ined; with all tho e doors Sigil's au eful place - and then some. 

Want to share a drink with a fiend, or maybe discus philosophy 
with a deva? Here it can happen in the same day, the same afternoon, 
even at the ame table - nothing' too unlikely for Sigil. Strange folks 
abound here, and any one of them may prove ally or foe. Where else but 
in Sigil do humans, elves, dwarves, githzerai, bariaur, and tieflings 

form adventuring companies? Where but in igil can 
SEB YEBU mADE I+. EH? a well -heeled cutter hire a githyanki ship or a 

legion of yugoloth meres? Th is is the place to 
live ... or die. A' NEBW YEBU +HINK 

1~0 E +EBUGH ·cAUSE 
YEBU CAN CAS+ SEBmE 

SPELLS ,l l C FLY AREBUND 

No surprise every basher out there wants 
Sigil! The Cage'd be a pearl for any tanar'ri 

prince or baatezu lord. 'Cou rse, a Jew big hot 
have tried to storm the city, but Sigil's not without 

her defenses. That birdcage's got more ways to close li er 
doors than folks know about. Then there's the Maze • 

nasty little places Sigil makes for would-be dictator . Tho e 
that get caught inside go barmy, poor berks - some-
times they scream so much a body can hardly Uwd it. 

EBN YEBUR SILVER CEBRD? 
WELL. I .c!i-'- NEWS. 

YEBU BERK. 
LIVE EBU+ HERE D I 

WAS BEBRN +EBUGH. SEB 
WHY DEBN"+ Y,n., 1us+ 

FLY BACK HE!HnE. EH? 

- TAVIS +HE Rt:AVt:R· s 
GREE+ING + $ AH AS+RAL 

+RAV f: L f: R I N s I GI l. 

But there 's a lot more out there than just igil. 
Get outside the city and the re's the planes them -
selves: the throne of the gods, the battleground of the 
eternal Blood War, and home to more horrors and 
wonders than ever existed on any prime world. 
There's enough crusades, exploits, treasures , and 
mysterie to keep a band of adventurers busy for 

centuries to come (though why a body'd want to go to 
some of those places is beyond reasoning}. Anyway, all it take i the 
right door, so step right through! 
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I+ ALL D E PENDS 
@N WHERE YEBU S+AND . 

- m A RA+ - +Re N, s I G H £ R 

WHA+'S WHA+ , 
AND WHA+ ' S WHERE? 

Befor tepping through any door a body'd better have a quick lesson in 
cosmology - how else is a basher going to know where and what things are? First, it' 
important to k.now just what a plane is. To th serious philosopher types a plane's a world, 
or a coll tion of world , that operate according to its· own particular laws, including 
tho affecting magic, gravity, and even the moraJ.s of the place. On some of these 
planes, the law of "up" and "down" aren't th ame; on others, evocation 
magic yield different r ults; and elsewher , b having even lightly out of 
line with the power of the place make for grim results. 

Planes are either immense and infinite, in which case they 're just 
ca lled plane , or they'r limited by definite bord rs and are calJed 
demi plane . The exact number of plan i unknown and 
probably infmite, and planar travelers know of only three 
main categori s: the Prime Maten.al Plane, the Inner 
Planes, and the Outer Planes. Still , those three 
have more than enough space for a flaming 
large number of different planes. 

To get around in the planar mu ltiverse, 
there are three basic rules to remember: 

• The Center of the Multiverse 
• The Unity of Ring 
• The Rule of Thr 

Th truths pretty w II d cribe 
the tructure of all th universes, so 
1 arn them well! 



THE CEN+ER $f +Hf: 
m UL+ IVE RS E 

It's usually ups tting to Prime Material basbers when 
they hear that their littl world isn't the center of the 
univer , which i why they're 

known to 

planars a 
the Clue/es ( e 

page 31 ). Member of a fac ti on 
called the Signer. (see pag 27) might 

argue oth rwis , but smart folks say there's no particu-
lar c nter to th planar multiv r e. Rather, it a_ll de-
pend on wher you tand. Folks in Sigil ee the City of 
Door as the c nter of the multiver e, folks on the 
Prim Material Plan ay their own worlds ar the cen-
ter of th univer e, and the efreet brag that the City of 
Bra is the center of all. The thing is, maybe they're all 
right and maybe they 're all wrong. 

Maybe they're all right because - the multiverse 
being infinite by most standard - no matt r wher you 
tand, that's the c nter of all thing . The Sign rs hav 

turn d that idea into a whole philo ophy: 'Tm always 
at the center of th mult ivers ; therefore, J mu t be th 
center of all univ rse , " they ay. 'Cours , the Signer' 
aren 't quite right, because by that logic everyone tand 
at th center of the multiv r e. (The Signer r olve this 
little paradox by ignoring it.} 

In blunt words, t he fact is there ain't any place in 
he whole multiver e that's more important than any 

other. For in tance, Mystara on the Prime Material 
Plane is not the most powerful, influential, and impor-
tant point in the multiv rse· it' not the sole rea on all 
other planes and powers exist. Hey, the uncounted lay-
ers of the Abyss stink of Evil itself, but exa tly zero of 
the other Outer Planes kowtow to them, regardles of 
what the fiends there claim! 

Some place - like Sigil - are more useful than 
other , though. Just b cau it's not the center of the 
univers , don't think it ain 't important, berk. 

THE UNl+Y $f RINGS 

A ring' a thing without a beginning or end. Remember 
that, because rings are the second key to understanding 
the planes. Everything comes in ring . Sigil is a ring, 
the Outland ar many rings, t he Outer Planes form a 
ring, the Elemental Planes form a ring - this is the way 
of th multiverse, understand? 

On the Out r Planes the Great Road is the band of 
the ring, and all the planes are its gemstones. Following 
the Great Road, Mechanus leads to Acheron, Acheron 

4 

lead to Baator, Baator leads to Geh nna, and so on. By 
following th road, the order never changes. 

On the side, the powers think in rings, too - circles 
upon circles of logic that go nowhere. A body's alway 
got to watch out for their endless snares. 

THE RUl,.E Qf 
"THREES 

. 
"Good things com in threes," they say. 

Well, o do bad things. Either way, 
the number 3 s important - some ay it' got • 
power. Thing out here tend to happen in 
thre , like Prime Material, Inner, and 
Outer Plane ; Good, Evil, and Neu-
trality; Law Chaos, and Neutrality; 
even prime, planar, and petitioner 
(see page 13). See two things and 
ask, "Where's the third?" 

THI: GRAND 
DJ:SIGN 

Okay, enough philosophy. 
The next que tfon i , "How 
doe the whole multiver e 
fit together?" Well, that de- · 
pends on who gets asked. A 
Bleaker (see page 18) will 
say there afo 't no scheme, 
while a Godsman (see page 
17) will go on about innate 
celestial glory and th like. 
None of them will an wer the 
question straight. Maybe the be t 
thing to do is to get a hold of the 
Guvners ( ee page 22) and ask 
them. (Fact is, their answer' no 
better than anyone else's, but they 
like to put things into nicely defined cat-
egories, and at least that'll give a clear pic-
ture.) Their answer would go something like this: 

There's three (remember the Rule of Threes?} basic 
divisions of the multiverse: the Prime Material Plane, 
the Inner Planes, and the Outer Planes. Although 
they're all connected to each other in a variety of way . 
it's easiest to picture ach as separate from the others. 

THE PRlffit3 
MA+ERIAL PLAN£ 

The Prime Material is jus one plane, but it ontains lots 
of individual worlds. A world may be only a ingle 



planet or it may be a complete system w.ith planets, 
moons, asteroids, comets, stars, and more. Each world is 
sealed like a bubble in its own crystal sphere, and that 
sphere is suspended within an amber stream called the 
phlogiston. (Those that know can travel from sphere to 
sphere through the phlogiston by a process known as 
spelijamming, but that's neither here nor there.) 

Some of the better-known 
worlds on the Prime Mat.erial 

Plane are Toril 
with its Tears 

of Selune 
and Krynn 

with its 
thr e 

moons 
and vanishing 

stars. Those and all the others 
ai:e unique places with vastly different cultures and ce-
1 esti a l topographies, but they're all plainly called 
"worlds," just the same. Indeed, any world that isn't 
planar can be found somewhere on the Prime Material 
Plane, provided you know where to look. The worlds 
and occupants of the Prime Material contrast based on 
the current development of culture, science, magic, and 
natural evolution. 

THE INNER PLANES 

These are the rings of the elements, the building matter 
of the Prime Material Plane. There are - you guessed it 
- three categories within the Inner Planes: the major el-
ementals, the paraelementals, and the quasielementals. 

The Elemental Planes consist of six dominant uni-
verses: Fire, Air, Earth, Water, Positive Energy, and 
Negative Energy. Where these forms meet are the 
Paraelemental and Quasielemental Planes. The Paraele-
mental Planes exist where Earth, Air, Fire, and Water 
merge into each other. The Quasielemental Planes are 
created at the borders of the Positive and Negative 
Planes, between the basic elements of Earth, Air, Fire, 
and Water. 

It's best to describe the Elemental Planes as ex-
tremely "single-minded." Each plane is based around its 
particular element, to the near exclusion of all else -
the plane of Fire is filled with fire and creatures of 
flame, the plane of Earth is filled with earth and rock-
like beings, and so on. For most primes and planars, 
travel and survival on the Elemental Planes ain't easy. 

THE eu+ER Pi.ANES 

The Outer Planes comprise the greatest of all the rings, 
at least according to most planars. Primes and elemen-
tals tend to disagree, but they just don 't want to ac-
knowledge the glory of this realm. The Outer Planes are 
the home of the powers, deities who for some reason 
take interest in the lives of mortals. Out here can be 
found gods, demigods, and fiends, along with petition-
ers, plan a rs, and a host of other creatures. 

As mentioned, the Outer Planes are arranged in an 
immense ring, and each plane is its own universe. Some 
have limits, others are infinite. Each plane is linked to 
those adjacent to it by fixed gates - folks call the path 
between them the Great Road. With a map to the gates, 
a body can travel tbe entire circumference of the Outer 
Planes. 'Course, that's provided the fiends don't get him 
first. . . . 

Where the prime-material worlds vary by natural, 
technical, and magical development, and the Elemental 
Planes contrast by substance, the Outer Planes differ by 
morality. Each one is attuned. to a particular alignment, 
and the berks and terrain within it subtly or overtly re-
flect that alignment. The powers choose their homes 
within the planes of their own alignments, too. Limbo is 
chaotic and ever-changing, Mechanus rigid and orga-
nized, Mount Celestia is peaceful, and the Abyss is bru-
tal and deadly. 

The Outer Planes are di-
vided into (of course) 
three main 
groups: 

• 5 • 



BARREN? YES, 
su+ NEB EBNE CREBSSf:S 

+H SILVER VEBID 
Wl+HEBU+ EBuR KNEBWLEDGE. 

SIVJSK lmCHAL. 
Gl+HYANKl 

th Upp r Plane of Good, the Lower 
Plan s of Evi l, and the 
Boundary Planes of N u-
tral ity. Heres a good 
piece of advice: The 
Lower Planes are the 

site of the 
ever-raging Blood 

War, the lawless con-
flict that's rag d for 

et mity b tw n the tanar'ri 
and the baat zu. Th y're not places he 

foolish can pass through and live. 

THE PA+HS 
BE+WEEN +HE PLANES 

There's more out there than just the three plane groups, 
though. They aren't all butted up against each other, 
nic and tight. There's roads and riv rs b tween hem, 
loo ely linking the multiverse tog ther. After all. how's 
a body to get around without paths? Fact is, there's 
three way to mov around the planes (not including 
walking through the doors of Sigil, which can instantly 
g t you ju t about anywhere you want to go). All three 
methods of travel have their uses because not all three 
ways are always there. 

THI= E+Hf:REAJ. PJ.ANE 

The thereal is he conduit between the Prime Material 
Plane and the Inner Plane . Every plac on the Prime is 

touch d by the Ethereal' va-
pors, and every point of th 
Inner Plane i part of the 

ghostly web, too. Just 
knowing it' there 

won' do much 
good, though -

it takes power to 
break th wall betw en the 
planes. Spells and magical 

items can do it, if a berk's 
got them. Then again, vortices -

rare places where the Elemental Planes bleed right into 

the Prime Mat rial - can short-cut the whole journey, 
carrying a sod straight from the Prime to one of the 
Inner Plane , or mayb even back again. (A volcano' a 
typica l pot to look for a vortex to the plane of Fire, for 

instanc .) 
Some folks say th Eth real 

Plane' a big, mi ty pla e with 
nothing in it. That's one way to 

t II the liars, b cau th Ethe-
rea I ' really a bu y place. 

Along its edg s (it's infinite and touches everyth ing but 
i still has edge , so go figure), a fellow can see into 
neighboring planes. Move off the edge of your plane, 
into the Deep Ethereal, and it's like an ocean. A body 
can swim for leagues without touchi ng anything and 
then, all of a sudden like, there's an island floating in 
the mist. These are demiplanes, little pocket worlds with 
ru les and r alities all their own. Some im s Sigil pit 
one of these out a the command of th Lady of Pain -
pe ial prison called Mazes, for her would - be on-

queror - and ome d miplanes are "grown" by wiz-
ards. Most of them ar safe nough, bu there's rumors 
of on that's a place of ab olute rror - ~ w folks ever 
come back from hat one. 

T H t: A S + R.A J.. P J. A H f: 

The Astral is what's needed to get from t he Prime Mate-
rial to the Outer Plane . On the Prime it touches every 
place, just like the Ethereal Plane, yet those two planes 
- A tral and Ethereal - never meet. The Astral Plan 
also conn cts to each of the Outer Planes, provided a 
body knows where to find th door. 

Some folks ay trav ling th A tral Plan · th 
hardest of all. Most of these fo lks are primes, who have 
to deal with silver cords that teth r them to their bodies 
back on the Prime. Planars don't have that prob! m, of 
course, but it till isn't that easy to cross the boundary 
into the Astral realm. The best way's by the astral spell, 
granted by the powers to their special servants. Wizards 
favor magical devices. The most direct routes are 
through conduit and color pools, which can weep a 
body stra ight from the Prime Ma erial to any of the 
Outer Plan . 

Although it look empty, the Astral Plane's a 
pretty busy place. Trav lers there better b ready to deal 
with the githyanki, becau e t he silvery void's heir 
home. Huge for resse filled with th ir kind drift 
through th ilver tream, and githyanki ships have 
been sighted ai li ng the Astral Plane. The githyanki 
aren't alone, either. The re's other stuff bigger and 
meaner than them, like astral dreadnoughts, ast ral 
whales, and islands formed from the decaying corpses 
of an ient power . Most travelers treat this plane as a 
good place to leave quickly. 

• 6 • 



THE eu+J.ANDS 

With Sigil a the center, th Outlands are th last path-
way to the Out r Planes. Sure the Outlancls are on of 
the Outer Plane , but this one' different from the others. 
It's not part of the ring - it's the center of th ring. 
Journey aero s the Outlands (or the Land as some call 
i ) and eventually a body gets elsewhere - not just else-
where on the plane, but into another plane entirely. The 
farther a body goes toward a plane on the ring, the more 
the Land look like that plane, until at last he (or she, or 
it) omes o a gate betw n here and there. 

Out on the Land the gates ar fixed. If a body 
know th way around, then he can alway find the 
door. A lot of portal have little town next to 
them, where traders and mere naries who've got 
busine with denizens beyond the gate meet -
towns like Glorium (near Ysgard), Plague-
Mort (near the Abyss). and Ribcage (near 
Baator). Some of them are actua lly quiet 
and safe little burgs, while others are 
almost as horrible as the planes they 
watch. 

SIGIJ,. 

Ifs worth repea ing: Sigil's like no 
other place, anywher 1 In thi town 
th re are door to every blarnin' 
place in the multiverse : the 
worlds of the Prime Material; the 
Para- and Qua jelem ntal Plane 
and their lemental counterpart ; 
the mist of th Eth real and it 
demiplanes; the ilver void of the 
Astral; and every plane and layer 
of the Outer Plane . Here's the big 
catch: knowing the doors exist is 
one thing, and finding them is an-
other. Sometimes they move, some-
times they're guarded, and sometimes 
they're just plain hidden . But as every 
faction knows, know ledge is power. 

Knowing just where to find a 
doz n door and what lie on the 
other sid of them doesn't make a cutter 
a high-up man in Sigil, though. A berk 
hasn't e n th real power on the Outland until 
he ' seen the Lady of Pain floating through the 
treet . all ensconced in glitt ring, keen blades. 

She's why igil stay afe, why ven the most power-
ful basher stay r pectful in town why the Blood War 
doesn 't come era bing through the city gates. Sh 
talks to nobody, and nobody talks to her, because 
those that do end up going barmy. 

, . 
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WA+ERDEEP? 
NEVER HEARD EBF I+. 

A lot of sods from the Prime Material are 
amazed to see so many folks out h r . Poor 
berks, they just haven't I arned they're not th 
center of the universe. 'Course there's lots of folks on the planes, be-
cause this i their home! Everybody out here can be sorted into primes, 
planars, pet itioners, proxies, and powers, and just who's who makes a 

big differenc . lt don't pay to confuse a planar 
with a petitioner, for one. 

PRifflES 

"Prim s" i a polite way of naming them - mor 
often they g t alled Ou t iders or Cluele 

(see page 31 ). Primes are mortal travel-
ers born on any 

world in the 
Prime Mat r-

ial Plane who 
have since ven-

tured beyond their 
narrow realm. They're 

usually humans, elves, dwarves, 
and the like, but don't be too quick to label anybody as a prime or any-
thing ls . (Woe to th b rk who cans a githz rai a prime!) Most primes 
are ju t visitors who journ y to the plan s for om particular purpose, 
but some are adventuresome typ who've t up permanent shop on the 
planes most oft n in Sigil. A few prime ttler ar found cattered 
about the Outer Plan s (mostly in the upp r reach s), and wizard primes 
like to mak d miplan in the Eth real , but n ither's very common. 

Primes got 011c big adl'a11tagc 011er the local folks: They 'rt' not us-
ccptible to pla11ar-rclared magic. S ms that while planar fo lks are sen-
sitive to spells that protect, summon, or banish , the primes are com-

pletely immu.n . Amon ter summoning will n ver drag pri.mes away 
at an unexpected moment, and a holy word won't go casting 
them back to their prime-material world. Even a protection 

- fAC+eL P£N+AR, 
DeemGUARD 

from evil spell doesn't con ider them xtraplanar creatures. 
It pays to treat primes with resp ct, ven if th y've got a 

load of peculiar ideas. Gett ing to the planes takes power, and 

mECHANUS? my HEBm£. 
l+'S A GREA+ 

PLACE - EVERYBEBDY 
KNEBWS WHA+ 

+H EIR REBLE IS. 

fAC+EDL HASHK.AR, 
GUVNER 

more than a few primes could boil. a sod 's blood ju t for look-
ing at him sideways. 'Course, not every prime's powerful, but the prob-
lem is, with their funny habits, there' just no way to know. Remember, 
most prime don't know the lay of the land. They mostly think their tiny 
world is th center of the univers , and they've never beard of the Rule 
of Three or the Unity of Rings, either. They're likely to think that just 
because a thing 's got horns, it's evil. They can be ea y conies for the 
bobber , but real touchy if they lea rn th y'v been had, so be careful 
around a prime, at lea t until he hows you what he's got. 

PLANA RS 

Most folks out here are planars, born and bred on the plane . Planar 
ain't all horrible monsters or whatnot; that's a mistake some green 
prime's lik ly to make. Planars include all sorts of folks: humans, half-
elves, githzerai, and the like, in addition to some more exotic types. On 
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thought worthy of a prime is 
that tbos same humans and half-elves 
can't be native to the Outer Planes. Some primes 
think their races are unique to the Prime Mat rial 
Plane. Well, maybe that's where humans and half-
elves first came from, but these people have been liv-
ing in cities and towns out here for millennia. Way 
back at the Beginning, humans were probably unknown out here, but with 
time the lost, the curious, the exiled, and th just blamed unlucky made them-
selves homes out here on the planes. 

On th surface, it should be real asy to tell a prime from a planar, bu it ain"t. A 
human - prime or planar - looks Uk a human. A body's got to talk to them and know 
them to b sure what th y ar , which is another good reason to treat them all with respect. With 
o h rs it's pr tty easy to tell; a githzerai, bariaur, or tiefling's pretty easy to peg (but it pays to 
be respectful to them, too). 

Planars do have powers that make them different from primes. It's part of 
their extradimensional blood, something that just comes from being born a part 
of the extended cosmos. Pl.anars don't have a silver cord, that magical thread 
that ties a prime back to his or her prime-material world. Planars also have the 
power to see the gates between planes. ('Course, these crossing points are limited 
to certain locations. A planar can't just will himself onto the Astral Plane from · 
anywhere. H 's got to journey to wherever the gate is.) Those meshes between 
the planes are clear to any planar. A prime won't see anything, but a planar sees 
the glowing outline of a portal. 

Planars got th ir weaknesses, too. They are, in fact, extraplanar and 
suffer from things like protection from evil, holy word, and exaction. 
Almost as bad, planar can b hauled off to the Prime Material Plane 
without notice by monster summonings and the like. 

PE+I+IEDNt3RS 

The majority of bodies on the planes are peti-
tioners, which are departed spirits of 
primes and planars whose bodies 
reform d on th plane that 
match s their previous alignment 
or devotion. A petition r retain 
the mannerisms, speech, even 
general interests of his or her 
form r self, but all memories of 
the past ~r wiped completely 
away. At best, a petitioner has a 
shadowy recollection of a previ-
ous life, but little or nothing 
useful can be learned from 
these fleeting images. P ti -
tioners mostly desire . 
to attain some ulti-
mate union with th 
poweFS of th ir 
plane. This can be 
accomplished in a 
number of ways: 
good works, 
serene contem-
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plation, steadfast faith, or vile notoriety depending 
upon the p titioner's alignment. 

Petitioners hate leaving their ham plan , a 
"death" outsid that place results in oblivion. Fact is, 
th y can 't b r surrected if slain at hom , eith r; one 
dead, the petitioner 'es ence are merg d wit h th 
plane, but they figure that's b tter than nonexistence. 
Still, a pow r's got to raise an anny now and then, and 
it may b petition rs that fill out the ranks, but that's 
th only way they'll ever leave their home turf - on the 
bo s's ord rs. Petition rs tend to view all things as a 
te t of character. They ain't eager to die, but they'll take 
that risk in order to further their own goals. For exam-
ple, a petitioner warrior on Ysgard will fearlessly rush 
into battle, since combat is the glorious and right thjng 
for him to do. 

Petitioners are never player character , but they 
often appear as 0- or I st- level nonplayer characters. 
They can't gain additional level or abilities uni ele-
vated to the station of proxy. To a PL~JJ ES APETM cam -

paign, petitioners fiU th 
G EB D S PR EB+ E C + roles played by com-

JS FR@m +HE BEBREDEBm 
+HA+ IS 

m ECHANUS! 

moners in prime-
material worlds: 

landlords grooms, spies, 
farmers, guards, tc. 

Petitioners aren't iden-fAC+E& L KARAN , 
CHAE&SMAN tical to commoners 

though, for they always have 
a greater goal in mind {i.e., to merge with th plane on 
which they reside). 

PREBXIES 
Some Outsiders think every planar's a proxy, but that 
just ain't true. Proxies are those beings - primes, pla-
nars, and even petitioners - specially chosen to act as 
agents of th powers. Usua1ly, the body chosen is trans-
formed into a creature favored by the deity - into an 
evil rutterkin or a good deva, for example. On rare oc-
casions, the being isn't transformed, but is bestowed 
with special power . Proxies are ab o/ute ervant , 
obeying the wi hes of their deity as fully a is appropri-
ate to that alignment. Those of good powers ar 
un wervingly loyal and ob dient, and those of evil 
power are utterly difficult and tricky even for their 
ma ter . On the Upper Plane , a proxy knows he can 
rise even higher through good service. On the Lower 
Planes, a proxy usually prospers by finding some clever 
and nasty way to create an opening for his high - up 
man. 

Proxies are never player characters unles a power 
intentionally makes them one. Normally they are elite 
nonplayer character who erve the power . Their abili -
ties are specifically granted by the deity who makes 

them a proxy, o their skill will vary according to the 
scope of their a signment. Proxie may join the player-
character party for a hort whil , or they may oppose it. 

PSWt:RS 

Finally, there's the power . Mak tha t Power : the 
deities tha preside ov r the planes. Now, the A bar ( ee 
page 16) claim there just ain't no gods, but it don't mat-
ter if they're right or wrong because the powers defi-
nitely exist. Once more, they've got more might in their 
thumbs (those that have thumbs, that is) than any mor-
tal' ever goi.ng to have, o be areful what you call 
them, berk a tbe powers an have mean tempers. They 
can turn a man inside out and leav him tiU alive, or 
drop him off in the deepest layer of th Abyss wi th only 
half a map. 

Actually, the power don't tak a mu h int re t in 
the goings- on of the Outer Plane as they do in th 
Prime Material {excepting the Blood Warriors). It eem 
they get their strength mainly from the worlds on tha t 
plane, sucking up energy from th ir worshipers there. 
Without this energy they'll die - a much as an immor-
tal can die. Getting a god ldlled ain 't easy, though, since 
first there couldn't be a single wor hiper left on a single 
prime-material world. (Not a simple task, eh?) Long be-
fore it dies, a power weakens to the point where its 
body is ca tout of th Outer Plan to drift in the A tral 
Plane. It might ling to Ii~ forever or it might fall into 
an immortal decay - and depart for the realm of some 
ultimate god. That not a fa mo t pow r look. for-
ward to or allow, if th y can help it. ('Course, they're 
used to being the biggest fi h in the sea, so who can 
blame them?) 

It's not that the powers ignore the.ir worshipers on 
the Outer Planes. A deity's got to protect itself from the 
dealings of its fellows , so it plane-wandering clerics 
also get spells and granted powers, and they may even 
get called to help with a special mission. It's uppo ed 
to be a great honor to get chosen for a quick raid on 
Baator, ju t to r cover a flower or whatever nonsen e is 
requir d. Still, th re' a bigger price for aying "No,'' o 
it's an honor most priest don't refus . 

CREA+ING A 
PLAYt:R CHARAC+t:R 

Before following any steps to create a player character, 
ask the OM what kind of campaign he or sh plan to 
run , as "he type of campaign affects the choice of races 
and kits. The choices for a PLANESCAPE campaign are: 

• PRIME A D PLANAR IIARACTERS Born . Thi i th 
broade t option, allowing the DM to run adventures 
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anywher in the multiverse. All PLANESCAPE products are 
design d in this tyle . Players with this option can 
choose from the race , classes, and kits allowed in ei-
ther the PLANESCAPE setting or tho e of any prime-mate-
rial world (provided the OM allows it). However, players 
must choose to be either a prime or a planar. In this 
kind of campaign. one character might be a half- elf 
ranger from Tori!, anoth r a bariaur paladin from the 
Bea tlands, a third a t inker gnome from Krynn, and so 
on. All race are found in Sigil, gateway to the planes. 

• PRIME CHARACTER~ ONLY. In this case, the DM in -
tends to use th PLANES APE ampaign etti ng for single 
adventures only. The charact r and factions presented 
in this book can ' t b used to er ate prime- material 
player characters. Rather, player characters can be of 
any race, class, and kit allowed in the base prime-mate-
rial campaign. For example, player characters using a 
DARK SuN® campaign as a base could be half-giant glad-
iators or human preservers but not githzerai priests or 
bariaur warriors of the Dustman faction {see page 20). 

• PLANAR 11/\RACTI RS O LY. Here the DM intends to 
u e the PLANESCAPE setting exclusively, so play r char-
acter are restricted to planar races. 

PLAYER CHARAC+£R 
RACES 

Once the DM has indicated the particular style of cam-
paign that he or she wishes to run, the players can pro-
ceed to the selection of a race for their character. The 
available races are listed below. Descriptions of new 
player character races (indicated by italics} follow. 

PLANAR. CHAR.AC+£R RACES TA6L£ 

PLANAR 

Bariaur 
Githterai 
Half-elf • 
Human 
Tiefling 

PRIM [ 
Dwarf 
Elf 
Gnome 
Half-elf 
Hal fling 
Human 
Any optional race from a prime-material 
campaign 

• Planar half-elves are the result of a union between a 
planar human and a prime elf (as if they weren't al-
ready suffering from an identity cri is!). 

BARIAUR 

The bariaur is a n aurl ike b ing of the Upper Plan , 
but it 's hardly a centaur. In appearance, it's a combina-

tion of man and ram or 
woman and w . Roughly 
human sized, it has the 
body of a large goat and 

BE++ER +Gl 

WRES+LE Wl+H 
A GIAN+ +HA +EB 

the torso and arms of a 
human. The head is a mixture 
of human a nd animal. Males 
have a pair of ram 's horns, 
but females lack them. 

Bariaur tend to be fussy 

LEBCK HEBRNS 
Wl+H A BARIAUR . 

YSGARDIAN 
PR<BV£RB 

about their appearance. They usually wear shirts, ja k-
ets, blouses, vests, and leather gird! s, bur this is a mat-
t r of personal aste rath r than d orum. They also 
dye, cut, and shave their pelts to make themselves look 
more attractive, at I ast to each other. The look is often 
finished with jewelry hung from horns or woven into 
their wooly hair. 

Bariaur are a carefree lot. To some they appear ir-
responsible but it's only a powerful wanderlust that 
makes them seem unsettled. There are no known 
bariaur towns, and few bariaur make anyth in g like a 
permanent home. They do congregate in herds of their 
own kind, but the more dauntless range far and wide on 
their own or with adventuring parties. Sedentary 
bariaur favor a pastoral life of tending sheep herds, 
watching over meadows, and acting as guardians of the 
wilderness. Thi isn't to say they won't be found in 
cities, but those sods are usually visiting out of curios-
ity or on busine . 

Mo t bariaur are found on the plains of Ysgard, 
with smaller populations on the planes of the Beast-
lands, Elysium, and Arborea. The bulk of the race is 
chaotic good, but player- character bariaur can be of 
any non-evil alignment. Bariaur are social and outgo-
ing, friendly to strangers, but not foolishly tru ting. 
They're not d for being fierce fighters, and they partic-
ularly hate giants, often going out of their way to at-
tack these creatures. 

All bariaur possess infravision (60-foot range) and 
have a movem nt rate of 15. They usually make one at-
tack per round, but warriors can xceed this limitation 
as they rise in I vel. All bariaur are herbivorous, and 
even the thought of eating meat is revolting to most of 
them. 

Bariaur possess special abilities that vary accord ing 
to their sex. Males gain a + I bonus to their Strength and 
Constitution scores, but they suffer a - I penalty to Wis-
dom and Dexterity. From young adul thood males are 
never unarmed, for this is when their horns start to 
grow. A bariaur male can always butt for Jd8 points of 
damage (plu S rength bonus} tripling his result by 
charging at least 30 feet in a straight line. How ver, if 
the hit is sue essful, the charging bariaur character must 
successfully save vs. breath weapon or suffer the same 
damag as the targ t. The creatur charged is knocked to 
the ground 500/o of the time, if size M or mall r. 
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Females gain a + I bonus to Intelligence and Wis-
dom cor s, but they suffer a -1 penalty to Strength 
and Dexterity. Lacking horns, they don 't have the spe-
cia I combat ability of males, but they do have keen 
senses and an intuitive resistance to magic. Their sharp 
senses of smell and hearing allow them a +2 bonus on 
surprise rol l , prov ided the opponent has a scent or 
makes noise, and they gain a +3 bonus to saving 
throws vs. spell. 

Bariaur males can be fighters, rangers, paladins, or 
priests. Bariaur females can be fighters, priests, or wiz-
ards. A bariaur can ri e to 13th level in any class. 

GI +HZE RAJ 

This race of mysterious humanoids now hails from the 
plane of Limbo, but the githzerai originated on the 
Prime Material, from a place called Gith. Their history 
is almost forgotten, but at its roots is a long-standing 
hatred of mind flayers and their cousin race, the gith-
y an ki. Once, the githzerai and githyanki were the 

same people, but 
bloody differ-

G I +HZ E R. A I . G I +HY AN KI . ences undered 
v'/tH!l CARE s? 

THEY'R E A L L +H SAmE. 

- T H£ J..A+f: YUfAN )..IS 

them 
into two 
species. 

The 
cause of 

that split has long been lost, but the ageless blood-
feuds and forays of revenge continue unabated. 

Githzerai look almost exactly like humans (but 
woe to the sod who suggests th y're of the same stock!), 
except githzerai are slightly thinner and taller than hu-
mans. Also, their features are sharply cut and their 
faces are longer, but the most notable djfference is in 
their eyes, which range from gray to catlike yellow. 
Githzerai are a severe lot who don 't dress in bright col-
ors, don 't wear jewelry, and don 't smile, at least not in 
public. They have no particular dislike of other races 
(beyond mind flayers and githyanki), but they don't 
often grow close o o hers either; they say what needs 
to be said and li tie more. Bards know githzerai make 
bad audiences - they have no sense of art within them, 
it se ms. 

However, githzerai do have fierce passions that 
burn dangerously. Firs , as mentioned, the githz rai 
hate the githyanki. The long-time enemie will n ver 
willingly cooperate and will rath r try to do each other 
in. (This hatred isn't suicidal, though.) Second, the 
githzerai have a single-minded dedication to the ecu-
rity of their own race, no doubt the result of their 
never-ending war with the githyanki. The githzerai say 
little of their for resses on Limbo, lest they say too 
much, and say even less of other activities. Finally, if 

githzerai have a sport, 
it's illi thid hunting. Organized into parties called 
rrakkma, their youths cross the planes hunting mind 
flayer prey. 

Githzerai player characters gain a + I bonus to In-
telligence and Dexterity scores, but suffer a - 1 penaJty 
to Str ngth and Wisdom. Player characters can be of 
any nonlawful alignment. Character cla es are limited 
to fighter (9th-level maximum), fighter/wizard (9th/ I 2th 
level respectively), wizard ( 12th level), or thief ( 15th-
level maximum). The githzerai rev re an ancient wiz-
ard-king as their god, and they have no pri ts. 

Githzerai po s infra vi ion to a range of 60 feet. 
More significantly, githzerai warriors and thjeves pos-
sess an innate magic resistance of 50/o per level (950/o 
maximum). This magic resi tance i alway in ffect; a 
player character can't voluntarily lower hi re istance 
to benefit from a spell. ln addition, their magic resis-
tance also effects magical items they might use. When-
ever a magical item is fir used by a githzerai charac-
ter, it has the above-defined percentage chance of be-
coming inert while in that chara ter' po se ion. This 
check is only made once per item, and once determined 
it remains that way forever. A failed-roll it m stilJ de-
tects as magical, but the charac er can't mak u e of its 
powers in any way. For exampl , a Sth-lev I githzerai 
fighter finds a uit of plate mail +I. A the character 
dons the armor the DM checks to see if it will function. 
A 24 is rolled, just below the 250/o chance to render it 
active (5th lev I x 50/o). From then on, that particular 
suit of armor is no better than normal plate mail to that 
character. Gi hzerai wizards don't have any innate 
magic resi tance, as th y mu t purge hat quality to be-
come mages. Fight r/wizards can choose to have the re-
sistance (with its penaltie ) or not, deciding when th 
character is created. 

Tli:fLING 

In the multiverse, few creatures are of pure lineage, and 
even fewer are what they seem to be. That's the greatest 
truth of the tietling's existence. It's not advisable to ask 
a tiefling about his or her ancestors, as the answer 
wouldn't likely be pleasant. Part human and part some-
th ing else, tietling are the orphans of the planes. They 
can be described a human who've been plane-touched. 
A shadow of knife-edge in their face, a little too much 
fire in their eyes, a scent of a h in th ir pr senc - all 
these things and more describe a tiefling. No planar 
would mistake a tietling for a human, and mo t prim 
make the mistake only one . Tieflings live with both 
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pride and shame of who and what they are. They have 
no culture of their own, and most are loners, which fits 
their background. Some slip into the edges of human so-
ci ty, becoming poets and artists who describe the cor-
rupt fringes of the resp ctable world. Adventurous types 
often spend their year probing the unexplored edges of 
the multivers , be it to surv y strange lands or experi-
ment in the forgott n niches of magical science. 

Humans don't trust tieflings (and deep inside they 
fear them), but they remain inexplicably fascinated by 
tieflings just the same. The plane-touched are often ac-
cused of secret plots and awful alliances - mostly 
without a shred of proof - because of who and what 
they are. A tief-
ling learns early 
that life is unfair 

DEBN'+ EVER mAKf: 

and hard. His reaction 
is to fight back 
and never let his 
foes see the pain. 

A BE+ W l+H 
A TIEFL I NG . 

PLANAR PREDVf:RB 

Other people, even other tieflings, simply aren't viewed 
as allies and often are automatically considered ene-
mies. A tiefling doesn't tak a friend until he learns the 
measure of bis companion, and even then he'll never 
fully trust anyone. "I watch my own back," is an old 
tiefling quip. They maintain no hereditary blood-feuds, 
but tieflings take care of themselves without any 
thought of others' problems. 

Tiefling characters gain a + 1 bonus on Intelligence 
and Charisma scores, but suffer a -1 penalty to Strength 
and Wisdom. Tieflings can b of any alignment save 
lawful good. They also gain a number of special abili-
ties, based on their mysterious heritage: They possess in-
fravision to a range of 60 feet and have the ability to 
create darkness, 15-foot radius once per day. Tieflings 
uffer only half damage from cold-based attacks, and 

they gain a +2 bonus to all saving throws vs. fire, elec-
tricity, or poison. 

Tieflings can be fighter , rangers, wizards (includ-
ing peciali t mages), priests, thieves, or bards. They 
may al o pursue multklass options, including fighter/ 
wizard, figh er/priest, fighter/thief, wizard/thief, and 
priest/thief. 

Tiefling thieve make the following racial adjust-
ments to their thief abilities: 

pp OL F/RT MS H OT CW RL 
+ 50/o + 100/o + 100/o +50/o 

PLAYER CHARAC+ER 
CLASSES 

The clas es available to the player characters depend 
on the campaign: Those that allow prime characters 
permit any class from the DM' base prime-material 

I'm DEAD? campaign. Planar char-
acters can be any class 
found in the Player's 
Handbook, provided it's al-
low d by their race. 

In a PLANESCAPE cam-
paign, fighters and rangers are 
viewed as they would be in 
any campaign setting. As pal-
adins are tied to specific powers, 

SEB WHY DEBN'+ 
REmEmBi:R 

DYING? 

- AL ... J A ff AR. 
fEDRmt=RLY 

ef HUZUZ 

they may provoke extreme reactions. Those who share 
the paladin's faith treat the holy warrior with greater-
than-normal respect. Those with opposite views con-
sider paladins little more than sinister agents and they 
treat them accordingly. 

Wizards, whether mage or specialist, are not 
viewed with the same degree of respect accorded in 
most other settings. The planes are highly magical 
themselves, and wizards are just another part of it all. 

Priests are treated with some caution. Most planars 
figure that priests, so close to their respective deities, 
must have special powers. This isn't necessarily true, 
but it's still a tough feeling to shake. Nevertheless, 
priests tend to attract trouble from planes of contrast-
ing alignment. For instance, fiends love to give a good-
aligned priest all kinds of grief. Long-lived priests learn 
to be clever, tough, or both. 

Thieves are either heroes or heels. Creatures on the 
Lower Planes grudgingly give them a hateful respect -
in their opinion, a good thief is untrustworthy, treach-
erous, and deceitful (good qualities all from their point 
of view, unles practiced against them). Beings of the 
Upper Planes hold the same opinions of a thiefs char-
acter, but find little laudable in those qualities. Bards 
are more highly regarded on the Upper Planes since 
their skills, while occasionally unfortunate, represent 
art and clarity of mind. A lower-planar creature consid-
ers a bard useful only to sing its praises. 

Opinions and attitudes are less developed about 
the other character classes of the Prime Material Plane. 
Psionicists are viewed simply as another type of wizard. 
Black, Red, and Gray wizards from Krynn are viewed as 
weaklings, for their powers tied to the distant moons of 
that world. Tinker gnomes are considered abomina-
tions, best avoided or eliminated quickly. 

Defilers and preservers from Athas (the DARK SUN 
campaign world) have a special status. Fiend like the 
destructive power of defilers, good beings hate it, and 
the relationship's just the opposite regarding pre-
servers. Most planars consider Athas's elemental clerics 
woefully ignorant of the realities of the multiverse. 
Gladiators are just another type of fighter. Athasian 
bards are the only bards well regarded on the Lower 
Planes. 

But here's rlie real cha11t: Names co11111 /e\s than 
action . Wa111 respecr i11 igil? flten go 0111 and ram it! 
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Rae and clas don't make a whole per on on the planes. A body ' got to 
hav a philosophy, a vision of the multiver e and what it all means. ure, 
a fellow c:an get along without it, but how 's he ever going to mak.e s nse 
of the whole thing and find his own "center of the multiverse ''? How ' he 

going to know hi fri nds from his enemie in place 
wh re what he stands for can mean everything? A 
body's got o have a place to tand in order to ee the 

maj sty of the whole Hung. On the street of 
Sigil and beyond, philosophies are more 
t11a11 just ideas. They 're groups - factions 
with leaders, goal , power , and attitudes. 
Every faction has it own way of s eing th 

multiver and ha it own power to mat h. Som of them get along, 
other don't, and ·om could care less about the re t of the multiverse. 

Factions are a bit like character kits (see the variou PHBRs), but 
unlike tho e, factions don't care what rac:e or cla s a character i . The 
only thing that matters is alignment, and even then it sometimes doe n't 
matter. Faction provide a basher with a way to understand the plane . 
It's not the same as alignment, but it can b close. Also unlike kits, fac -
tions ar actually organiza ions, with ben fits and r stri lion . Every 
faction has a leader, known as the facto!, whose position is purely de-
pendent upon dedication to th philosophy, not upon level or clas . 
Some factions are more organized than others, and at least one - the 
Ind p (see pag 23) - isn't really a faction at all. 

Every planar play r character must start with a faction. and once a 
faction i chosen, the cutter is pretty much stu k with it, o he or be 
should choo e carefully. Tho who hang from one fa tion to another 

in pire about the same onfidence as 
Benedict Arnold - they're hated 

by old companions and mi -
lru ted by n w one . 

Prime characters 
don't automatically 
start with a faction. 

lfth DMisrun-
ning a mixed 



campaign with Sigil a its ba e, he or sh an let prime player characters begin with member-
ship in a faction. In that case ifs a urned the character ha been on the plane (as an appren-
tice or wha ever) long nough to sort out th philo ophies. If prime characters are adventuring 
here from a prime-material campaign, they won't belong to one of the faction and will au1o-
matically be consid red Outsid rs. Tho e folk mjght have character kits if their DM allows it. 

Ea h faction described in the following pages is organized as follows: 

• 01 1t 1, T \l I IO"l TIT . Alternate and slang name , not all complimentary are given in 
parentheses. 

• f- l no'~ 1'11 Lo t11•m Thi gives a quick ummary of what the faction believes. 

• l'PI' P r'1 , , 1J1 I., 1 r · 1 This is the plan wh re the faction ha the most power. Gen-
erally, thi lo ation i the plane with the alignment most simi lar to the faction's philosophy. 
Ea h faction ·s headquarter in Sigil i also noted her . 

• \1111 • 11 r , 11 ~- The factions don't xi t indep ndently of ach other. Some find their 
philo ophie mutually favorable, while other hold beliefs at odd with one another. While fa -
tion rarely fight each oth r dir ctly, rival may not alway be coop rative. 

• f-t 1 ,11 1 1. Li ted here are the game requirem nts that must be met for a character to 
join the faction. These are most often a restriction on the characteJ's alignment. 

• Cr , 1 , , Br , 11 "· Th e are th 
special abilitie , rewards, and r sources 
availabl to memb rs of that faction. 
Some are applicable immediately, 
and others come into play a 
the character rises in level. 

• u I JI, RI l~H Ith. 

All factions have limitations 
which the play r harac-
ter mu t accept as part 
of Lh kit. 



THI A+H 
(D fi rs, the Lo t) 

r \l 1111N P 1111 n,0 1111 ,. According to these folks, the great 
and feared powers are liars! Those who claim to be the 
"gods" of the planes are just mortals like us. Yeah, 
they're unbelievably powerful, but they're not gods. 
After all, they can die, they've got to keep 
their followers happy, and they often 
feud among themselves lik chil -
dren. Thor, Z us, and the others 
- they're all impo tors. 

Sur , there might b a 
true god, or maybe even 
more than one, but such 
power is beyond all under-
standing. Such beings cannot be 
seen, spoken to, or understood by mortals. 
What's the proof? Look at the spells and 
granted powers of priests. Where do these 
abilities really come from? Why, it must 
be from the unknowable, from the true 
god that is behind everything, and the 
powers are nothing but channels for its 
will. Foolish mortal believe the power 
are th ource of all maje ty, and why 
would the power do anything to cor-
rect that mistake? 

Ysgard, M chanu , Baator, and 
th like are all lie , too. These 
plane aren't the abodes of 
upr me b ings, ju t lands 

shaped by th wills of the pow-
er . Anyone could do it with 
enough expertise. All the sweat 
and worry of petitioners ain 't just 
for oneness with their plane - it'.s 
for a greater reward, if there's 
any at all. Proxies are merely 
magical or bio-magical 
transformations, the result 
of natural planar magic. 

'Course, the Athar ain't tupid. "L t the powers all 
themselves gods," they say. "lt ain 't worth the laugh, 
because there's no point upsetting the powers." With all 
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that might, an angry power'd be a dangerous enemy. 
All the Athar want is to part the veil, discover the ecret 
behind everything and look on the face of the un -
knowable. 

-
f' \NI 11 1 J Nr 11 1 "ll 1. The Astral , where the 

Athar point to th bodie of the dying 
powers as proof of their beliefs. The 
Athar headquarters in Sigil is the 

Shattered Tempi , a place once dedi -
cated to the now dead and forgotten god 

Ao kar. 

At 111-, -\NtJ rN1,1 11 " · The philo ophy of the 
Athar is simi lar to the Beli vers of the Source. 
They are frequently allies, but not always. 

F 1Hr1n 11 11i. The Athar are one of the 
few factions with class restrict ions. Priests 
of specific deities are never members of 
this fact ion, since it's impos ible to main-
tain faith in a "charlatan" deity. General 

cleric (believers in th greater pow r) can 
be members, though. M mber can be of 
any race or alignment. 

81 r 11 1 '- . Followers of the Athar fac-
tion ar immune to these pells: abjure, 
augury, bestow curse, curse, divination, 
enthrall, exaction, holy word, and quest. 

Rr '.:>ll<IC 110~ . Because Atha rs d ny 
the validity of the powers, priests of 

specific deitie can't provide 
known Athars with aid 

in t he form of spells 
and magical device , 
particularly those of 

healing. Only the most dire circumstances can compel a 
prie t o violate thi restriction. 'Course, no self-re-
specting Athar would let any toadie of a power touch 
him, anyway .... 

HEY. " BERK! GEBDS 
WE E ALIVE CARE:D. 

DEB YffiU +Hl"-J YEBU'D 
BE HERE9 

fAC+EBL Tf:R.RANCf: 
61f +HE A+HAR 



(Godsrnrn) 

I , 1 1, !'11111,.,,11 11 To th se character , all things are 
godly. All things can ascend to greater glory - if not in 
this life, then in the next. Patience, that's all it takes. 
See, here's the chant: Everything - primes, planars, pe-
titioners, proxies, the whole lot - is being tested. Sur-
vive, succeed and ascend - that's the goal of all 
beings. Fail and get reincarnated to try again. It's 
pretty simple and straightfoiward. 

'Cours , it ain't that easy either. First off, no-
body really knows what the tests are. Is a body 
supposed to be good, evi l, or wha ? Godsmen are 
trying to figur that out Second, a fellow just 
might go in reverse - mess up and come back as 
a prime or something worse in the next life. It 
could even be that those who do really badly 
return as fiends. Finally, there 's one last 
step nobody even understands. Getting to 
be a power ain't the end of the cycle. 
There's something beyond that something 
that powers, themselves, eventually 
ascend to. Cross that threshold to the 
ultimate form and get released from 
tb multiv rs forever. 

Now, tber 's a fixed numb r of be-
ings out th re, and sooner or later w 'r 
going to run out, when everybody's as-
cended. A lot of the worlds on the so-
called "infinite" Prime Materia l Plane are 
already pretty thinly populated. When a 
prime a cends to the next level, then there's 
one I s prim in all the multiv rse -
unless, of course, a planar somewhere fails 
and fall back a rank. But sooner or later, 
everybody 's going to attain the ultimate 
goal, the final ascension, and when 
that happens the muJtiverse ends -
closes up shop, fades right out of 
existence. 

So you see, the Godsmen 
calculate that's the whole purpose of the multiverse. 
The Prime Material, the Inner, and the Outer Planes -
th y exi t o test and purge. It's just a matter of figuring 
wha · being te t d and how. When that happens, the 
God men can has n the end of the universe and get on 
with some new existence. 

J'i,: ,. ,i,: r• v 1 111 1,11 1 ,t The Ethereal. The demi-
planes of the Ethereal, formed by powerful wizards and 
the like, are evidence to the Godsmen that their philoso-
phy is correct. In Sigil, the Godsmen maintain their 
headquarters at the Great Foundry, the symbolic forge of 
the planes. 
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\111!" \ I• ~ ', 1 I \ , WE ARE ALL 
Since a central belief of 
both the Godsman and 
Athar philosophies is that 
there's some greater thing 

than the 
powers, 

those two 
factions 

EB E - GEBDS. 
ITTEBR+ALS. E 

F IENDS CEBmE 
Rmni 1[ sAmE 
SEBURCE. v1tr-n 

KNEBWS? rr 
1,i:. +IITTE 

often find th m-
selve alli d. 
Like-

YEBU'LL B 

LARVA. 
wise, 
the 

- fAC+el,. Am BAR 

belief in the sf +He GeosmeN 
ultimate end of the multiverse sit 
well with the Doomguard, although 
any alliance between the two groups 
is always temporary. Both the Bleak 
Cabal and the Dustmen take exc ption 
with Godsman philosophy, and th y'r 
considered foes of the Godsmen' 
cause. 

1 1 H 11,1 1 , . The Godsmen are open 
to all races, classes and a li gnments. 
However, priests of specific deities suffer 
a - I p nalty on a ll saving throws, for 
lack of utmost faith in th ir high - up 
man. 

B, 1111 ". Because they believe that 
all things have potential, Godsmen are 
ge nerally well received throughout th 
planes. They gain a +2 (or+ 100/o) bonu to 
all encounter reactions with planar being . 

R1 1rH 1t>r-;..,_ Jn addition to the r tric-
tions on priests described abov , God m n 

can't be raised or re urrected by any m an . However, 
t hey can automatically be reincarnated a a play r 
character race (of th DM's choice). 



THI ILIA.It CAIAL 
(Bleaker the Cabal, Madmen) 

r:-,t rroN P1111o<;orHY. "There' no meaning to it all ," say 
the members of this faction, "so just give it up poor 
sod. Whoever aid reality had to make sense?" To the 
folks, the multiver e ain't even a cruel joke, because 
that would give it all m aning. Look at all tho e foo ls in 
th ir fact ions, running around, trying to di cov r th 
m an ing of something that' - ns le . Th y'll wa te 
their live at it. And they a11 the Bleak Cabal mad -
hah! 

Her 's th Bleaker credo: 'The mu ltiverse 
doe n 't make en e, and it ain't upposed to." 
That' all ther is to it, pure and simple. 
ll ain't "The mu ltiver e i without 
meaning," becau e that answer's a 
meaning in itself. 

Look, the primes, petiLioners, proxies, 
even th power don't have The Answer. 
Nobody is h re for some 
higher purpose. Things 
ju tare, and whatever 
m aning there i in th multiver e 
is what ea h b ing imagin into 
the void. The sad part to the 
Cabal is that so many others 
refuse to see th is. Looking 
for the "truth," these people 
don't see it. Once a sod un-
derstands that it all mean noth-
ing, everything lse starts to make 
sense. That' why some fo lk go in ane 
- from hunt ing for the snip 
that ain't ther . 'Cours , 
om folk ju can't hand! 

the truth. They're the ones that how l and rage, gibber in 
the corners, and plead with the powers, as if that would 
h Ip them. W II, too bad for them. Bleakers know the 
hard truth, and if other folks can't deal with that, it's no 
concern of theirs. 

For omeone to join the Cabal, he or she (or it) has 
got to do three things: quit looking For meaning , ac-
cept what happens, and look inward. There' no mean-
ing on the out ide, o he que tion i , "fs ther any 
m aning in ide?" 

PRrM,\ RY PrA Lor I NHUrNCE. Pandemonium. This 
plane, the Howling Land, owes it existence to no one 
and no thing. Its pas age rag with the s reaming 
winds of madne s, an apt home for the Bl ak CabaL In 
Sigil, the Caba l maintains it headquart rs at Lh Gate-
hou e, the asylum b for th Hive. 

At I IF'i AN D ENU\IIES. The 81 -ak Cabal isn't a group 
mo t others view neutrally. The Doomguard, 

Ou trnen, Revolutionary League, and 
Xaositects all view the Bleak Cabal sym-
pathetically. The Fraternity of Order, the 
Harmonium, and the Mercykillers all 
have great difficulties with the Cabal's 
nihilistic point of view, and o must be 
rank d among their en mie . 

E1 lGIA ll lf Y. The Bleak Cabal is open to 
characters of any ra e, clas , or alignment 

save lawful. By their nature, lawful char-
a ter can't ac ept th abal' ba ic 

premise - that life xist without 
meaning - for without meaning 

there's no order. 

B1-Nr1rrs. Con idered mad 
by most, devotees of the 
Bleak Cabal are immune to 
spells causing madness or 
in anity, including chaos, 

confu ion, delude, Jeeble-
mind, Otto's irresi tible da11ce, and Ta ha' 
u11controllable hideous laughter. Further-

more, Bleakers are all owed a s:1ving throw 
vs. spell against E P spells directed at them. 

Rr.sTRICTIU'lls . Bleaker ar subject to fit of deep 
melanchol ia as they reflect on the pointlessness of life. 
At the start of each game day, the player rolls I d20. On 
a roll of 20, the character is overcome by the futility of 
hi or h r own beliefs . The bash r won't do anything 
unles phi losophical ly convinced by another that it' 
worthwhil . Note that a mon t r ating another party 
memb r i 110I sufficient justification. (To Lhc Bleaker, 
th poor sod's life or death i pointl s anyway.) 

HEAR +HE BARmlES HEBWLING 
N +H&: mAZES? IF YEBU ' RE 1-tERE e 
LEARN +HE SECRE+S (B +HE 

ITTUL+IVERSE. Y(!JIJ ITTIGH+ AS ELL 

, AVE Y~uR.sEu sEBmE +1mE AND 

GEEl I EBIN 'EITT. "CAUSE +HH"'" ALL 1+ rTlEANS 
- +HA+ MD N8h·HING ELSE. 

t=Ac+eL LHAR e f + He BLEAK CABAL 



THE oeemGUARD 

f \t lHJ, 1'111111-.rn ·1n . Ever hear of entropy, berk? Take a 
look aro und: Evcrythi ng·s going down the tubes, falling 
apart, slopping. People die, rocks erode, stars fade, 
planes melt away. That's entropy, the fate of the multi-
verse. A lot of folks th ink that's a terrible th ing, but not 
the Doornguard. They're pretty sure nothing lasts for-
ever, not even lhe planes. It's the way things are 
supposed to be, they guess. the 
goal of everything. Sooner or later. 
the last bits of the multiver e'll 
decay. and then the re'll be nothing left 
- think of iL as exi tence's ultimat re-
l a e from toil and pain. 

Now. the sods who try to fix things 
- stop the decay and put everything back 
together - they've got ii all wrong. 
Th y're righting the natural goa l of the 
mu ltiver e, trying to do someth ing unnat-
ura l. That ain't right. 

So look. the Doom-
guard's here to e that the 
multivcrse gets its way. Things 
are upposed to crumble, and it's 
th Doomguard's job to keep the 
meddlers from messing it up too much. 
What right do mortals have to deny the 
natural existence of things? And some-
body' got ro watch the proxi and 
the powers, co make sure they 
don't meddle with the proc 
Can·1 have the powers restoring 
things or ending them too fast, 
you know. 

Don't get thi faction wrong. 
It' not like somebody bui lds a 
house and they lcar it down. That 
bui lding's part of the whole 
decay: The stonecutter chips 
the rock, the logger cut the 
tree, and later th termite ch w the 
beam unt il the who le case comes down on it own . 
There· a long view to this. The sod who can't see the 
grand scheme' ll go barmy try ing to tear down every-
thing that gets buiil. So, everything· got a part in this. 
The primes slowly eat away their worlds, and planars 
do the same. Look al petitioners - entropy reaches per-
fection when they fade away. It'll all happen in time. 

PRI 1 \R' Pt \r-..1 1)1 INI 11 1 N<I . The Doomguard main -
tains one great cicadel on each negative quasiplane: 
Ash. Vacuum, Salt, and Dust. The N gative Energy 
Plane represents !he Doomguarcl' id a of the ulrimat 
fate of the mu ltiver e, so the Doomguard's citadel are 
bu ilt a los' to the plan as practi a li ty allows. In 
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EVERY HING DECAYS. 
WE'RE 1U') HERE 

Sigil. their headquarters .. . H EL p AL EB N G. 
is the c ity's main 
armory. - fAC+E&L PEN+AR G> F 

+ 11 £ oeemGUARD 
-\1 1, I · ... , . Both 

the Bleak Cabal and the Dustmen find the en I ropic 
visions of the Doom guard well suited to their own 

phil osophies although the Caba l neers at the 
idea that entropy is the "goal" of the mu lli -

verse. The God men agree with the idea that 
the multiverse is fated lo end, bul they 

can't accept the idea that de truclion is 
the purpose in itself. The Fraternity of 

Order and the Harmonium re-
ject the Doomguard's phi los-
ophy wholesale. 

1 1 The Doom-
guard is open to all races 
and alignments. Priests 
with access to the spheres 

of hea li ng and creation can 
never belong to the Doomguard. 

1'1 1 , The Doom-
guard is very military in or-
ganization and outlook. All 
members are tra ined to right 

with a word, ga ining a+ I to 
attack rolls when wielding one. 

Those bashers normal ly denied 
t he us of swords can use one 
without penc1lty, but they must 

abide by a ll ot her restrictions 
of their class. 

P1 1 The 
Doomguard are natu -
rally resi tant 10 hea l-

ing c1nd cure . For any such spell or magi a l device to 
have ff ct, a Doomguard cutt r mu l first fai l a aving 
throw vs. pell. If the ave is successfu l, the magic is 
negated. 



r \l I Hl"-i P111111srn• IY. These guys say Life's a joke, a great 
trick. Nobody's alive; in fact, there's no such thing as 
Life. Sure the petitioners are dead compared to the rest 
of us, but everybody else is dead, too - they just don't 
know it yet. So what's the chant? Simple: "All these 
worlds and all these universes are just shadows of 
another existence." This multiverse - the Prime 
Material, the Inner, and the Outer Planes -
is wher beings wind up after they die. 

Look, if things were truly alive, 
would ther be uch pain and misery in _. 
the multiver e? 'Course not! Life is sup-
po ed to be about celebration and posi-
tive feelings. Existence here is muted, 
dull, full of pain, and twisted with sorrow. 
What kind of celebration is that? This exis-
tence is a mockery of true life. 

Fact is, everyone is dead -
primes, planars, proxies, peti-
tioners, all of them - i 's just 
that some are more dead than 
others. Prime ar just tart d 
on th path, planars are a little 
further along, and petitioners, 
well , they're al most to the 
end. Then there's the walking 
dead. They've attained purity in 
this world - purged themselves of 
all passions and sense. The goal's 
not to merge with the planes 
like the petitioners hink; it's to 
purify th If, to becom on 
of the true dead. 

Thi i important: In order 
to appreciate Death in proper 
Dustman fashion, a od has got 
to explore his so-called "life' to 
its fullest and understand his 
present state of existence with all its trials before moving 
up the ladder of Truth. The berk who gets restless and 
rushes things dies a fool, and he'll probably be forced to 
go through the whole thing aJ I over again - that's a real 
waste of tim ! H r 's the chant: Respect Death, and don't 
ever treat it like a 
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P~INCll'J\L Pl \Nf OF lNHlJl'NlL The Negative Energy 
Plane. Through great effort, the Dustmen maintain a 
citadel in the inhospitable darkness of that plane. In Sigil, 
their headquarters is the Mortuary, the place where the 
bodies of all who die in the city are sent. 

A111rs '\ND LNFMIES. The Dustmen's views 
tend to provoke strong reactions. The Bleak 
Cabal favor their grim viewpoint, as do the 
Doomguard. The Fated find certain common 

ground in the deterministic view of mo t 
Dustmen, oo. On the other ide, th 

Dead's fatali tic rejection of life run 
counter to the teachings of the Sign of 
One. Of all the factions, the Society of 
Sensation is the most opposed to 
Dustman teachings. Furthermore, 
most primes have a great deal of 
difficulty dealing with Dustmen, 
for a Dustman's views on life and 
death are too extreme. 

Et 1c.rnn ITY. All rac s, classes, 
and alignments are welcome to 
b ome members of the Dustmen. 
Priests of death gods are particu-
larly common in this faction. 

BrNll 11 '>. The Dustmen have 
one of the most unique abilities of 
all the factions, embodied in the 
Dead Truce. This truce is a pact, 
reached in times more ancient 
than m mory, betw en the Dust-

men and the being of the undead 
realm. The effect of the truce i that 

the undead'll ignore a Dustman, so 
long a the Dustman does nothing to 

harm the undead creature. If the Dustman breaks the 
pact, the undead and its companions will treat the od as 
they would any other living being. This pact applies only 
to Dustmen. If one of this faction is with other bashers, 
the undead will react to the rest of the group normally 
(attacking, for example) while ignoring the Dustman. 
Should the Du tman aid his companions, those undead 
ar released from the pact. Because of this possibility, it's 
more common to find Dustmen working side by side 
with zombies and such. 

Rt 'iTR1rnoNs. A Du tman 's chance of resurrection 
survival is half that of other characters. The concept of 
raising and resurrection is counter to the phi losophy of 
the faction, and so it's not something willingly accepted 
by most Dustmen. 



T 
(Taker , the Hec1 rt less) 

r \l I HJ 1111111-.111• 1 i. Thjs faction says the multiverse be-
longs to those who can hold it. Each sod makes his 
own fate, and there's no one else to blame for it. Tho e 
who whine about tbefr luck are just weaklings· if they 
were meant to succeed they could have. Here's 
the way the multiverse works, accord-
ing to the Taker : Everybody's got 
the potential to be great, but that 
don't mean it' going to happen. lt 
takes work and sweat for things to 
come true, noljust a lot of hoping. 
Those that work hard get what they 
d erve. Nothing's free - not in this 
life or any other. 

Proof? Look at th poor peti-
tioners. Can they just sit back 
and wait for their rewards? No, 
the powers put them through the 
mill with all kinds of trials. A lot 
of them fail and di permanent lit-
tle deaths, but those that have the 
trength and h will reach the r -

ward. Th re' no point feeling orry 
for th b rk who didn't make good 
- it wa their own fault for being 
w ak. Some softhearted folks call trus 
a cruel philosophy, aying that there's 
no compa sion in it. W 11, that's just an 
excuse for weaknes . Sure there's com-
passion, but a body's still got to earn 
it. The best way to keep from 
being hurt is to be strong 
enough to fight ba k. 

Most folk think 
there's nothing to the 
Fated but taking, but the 
Taker 'II tell a berk it' more 
than that. Ther ' lots of 
things a being has to arn, 
and he can't get all of them by force. A body' got to 
have ome respect, oo, and that's something that can't 
be got with force. There's happiness , too. A hasher's 
got to go out and make happiness, and no amount of 
hitting people is going to get that. It takes kindness 
without weaknes , compassion without cowardice. 

"The next time somebody snivels about their lot 
in life," say the Takers, "just remember the pow r 
gave 'em the wh rewithal to g t on with their life. ft's 
not anybody el e' fault if they ain't going to u i ." 

1•~1,lll'\l l't\ 1 oi l·1111M1. Th Fatd' philoso-
phy fit w II with the rough-and-tumble attitudes of 
the power found on Y gard, so it's hardly a surprise 
that th faction is strong there. Their headquarters in 

Sigil is the Hall of Records, where the ownership of all 
things important is recorded. 

11 I , 1 Of all t he philo ophies, the 
Fated's is clo est to the "leav -me-alone" attitude of th 
free League, and the two often work cooperatively. The 
Mercykillers share some sentiments with th Fated, too 

- particularly attitudes about compassion and 
m rcy - yet th y don't ace pt the "rnight-

makes- righf' attitude of the Takers, o the 
two groups are only cool allies. The 

Harmonium views the Fated as 
wrong-headed and dangerous, and 

the two must be consider d enemy 
factions. 

Member hip in 
the Fated is open o any race 
or class. However, lawful -
good characters can'tjoin th 
Fated. 

1-l , 1 1 The Fated are 
great believers in self- uffi-
ci ency. They start with 
twice the number of profi -
ciency slots, and all profi -
ciency categories are avai l-
ab le to any character class 
at no additional cost. 
Thus, a warrior could 
learn a profi i ncy from 

the wizard category 
without spending any 
xtra slots. 

1·1 , 1, Adher-
nt to this philosophy 

can't accept or perform 
charity in any apacity. Everything they receive must 
be earned in one fashion or another, and th erv ice 
must be provided before the payment is given. 
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TB ftll ~+ 1'..Hl+Y e, •RD 1" 
(Guvners) 

THE PLANES ARE GEBVERNED BYLAWS . 

LAWS CAN BE LEARNED. 
LEARN +HE LAWS AND YEBU RULE +HE 

muL+IVERSE. THA+ 1s EBUR GEBAL . 
fAC+$L HASH.KAR Ellf +H t: 

GUVNt:RS 

l Arno~ P11111Nw1w. Thes folks 
ar ure that everything' got 
law . Mankind·s got law . Sigil' 
got laws. Even th Lower Plane got 
their law . Now, on e a body' got 
the law down, he does pretty well, 
right? H knows how to use them to 
his advantage, and how to break 
them without getting caught. lf 
everything's got laws, then there are 
laws for the whole birdcage - the 
plane and all that. And if very-
thing's got law , then those laws 
can be learned. See where his is 
going? Learn the laws of th planes 
and learn how to break 'em, how 
to use 'em to b t advantage. Get 
to be a r al blood, a pro, and a 
ba her'd have r. al power. 

Think of the thing a body 
could do with th laws of the multi-
verse under hi thumb. He could 
manipulate the very heart 
of thing ! It'd make magic 
seem lik a lousy put-up, 
make a fellow who knew 
the dark of thing a real high-up 
man. He could find the loopholes of 
the multiverse, the little spots not cov-
ered by any rules, where he could do what he 
wanted. He'd be tougher than the pow rs them elves! 

'Course, it ain't that easy. The multiv rse keeps its 
law dark, where a body's not likely to find them. More 
than a few utters have got th m elve put in the dead-
book trying to learn it all. Then there' the powers - it 
ain't likely they 
want any 

od getting the secrets of more power than th m. 
So le all the other berks run around, looking for 

the meaning of the multi verse. It doesn't matter what it 
all means, because that won't tell a body how it all 
works. Knowing the operation of things - that's what's 
important. Who cares what it means when a blood can 

make it do what he wants? 
So how's a fellow to find out? Knowledge -

knowledge is pow r. It takes tudy, it takes 
earching. Sometim a body' got to go out into 

th planes and look for the answer ·. Sometime it 
takes science, study, and research. There are millions 
of law to make this thing go, and the more a body 
knows, the more he can do. 

PRIMARY PL Nt OF I NFLU NCE. The cog-
whe led plane of Mechanu , wher verything 

aspire to perfect order, is th tronghold 
of the Guvner . In Sigi l, their 

headquarters is he City Courts. 

ALLIES AND NEMlES. With their 
knowledg of law , Guvn r are 

on idered u eful by many. 
They're trong al lie of the Mercy-
ki 11. rs, who upho ld law , and 
they're close to the Harmonium. 

At the other extreme the 
Xaositects and the Revolu-
tionary League are both 

oppo d to the Guvners. 
_ _ _ , The Doomguard , while 

not an enemy r mains 
suspicious that the Guv-
ner are trying to prolong 

the life of th multiver e. 

ELIGIBILITY. The Fraternity of Order is open to all 
class and races, but because of its highly ructured 
view of life, all members must be lawful in alignment. 

BENFFITS. With their ince ant search for order in 
all things, the Guvners have a highly attuned sense of 
pat erns. They can automatical ly comprehend lan-
guages one per day. Upon reaching 7th level in their 
chosen cla s, Guvners gain enough knowledge of the 
multiverse to use item once per day, r gardless of clas . 
Unlike the speU, the effect has a maximum duration of 
24 hours. 

RESTRICTIONS. Guvners believe in laws, though the 
rightn ss or wrongness of them often makes little differ-
ence. A Guvner won't knowingly break a law, unless he 
or she can find a legalistic loophole to avoid the penalty. 
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THI Fllll LIAGUI 
(Indep ) 

I •\t 110\ P1111ri-.n1•m. This ain't no faction and 11obody 
tel l them what to do. The idea that any berk knows the 
truth and everybody else·s wrong - well, that's a 
chance a body houldn' t lake. Who's right - the Guv-
ners? he Mercykiller ? The hao. m n? Since when 
doe a smarl gambl r play a ll 
hi jink on a inglr throw? 

The hort and long or it's 
imple: There' nobody who·s 

got a sure key to Lhe truth, o 
il pays to keep the options 
open. Maybe the multiver e 
is like the Lost say, buL it 
could be the way the Godsmen 
tell it. Side with one view and 
find out it's wrong and, well, a 
fellow comes up a loser. 
Th re's no wi dom in that! 

Still, a body' got to be-
long to omell1i11g, if h 
wants 10 tay alive. The Free 
Leagu · kind of an in formal 
group of like-thinkers. They 
hare news, pass around jobs. 

and watch ach other's 
backs. Hey in a place I ike the 
plane , a body can't be too 
careful. 

There ain't nobody tells an 
lndep what to do. They hire on 
with whom they plea , insult 
whom th y dar . and drink with 
the re t. Every creature' fr e to 
find his own path, his own 
meaning to the multiverse, and 
what works for one probably 
isn't the answer for another. 
Pure fact is, there's a lot of 
truths out there. 

Some figure !ndeps to be cowards, afraid lo play a 
stake on the truth, but lndeps see them elve as free 
thinkers, refusing lo be hackled to some blind ideology. 
Trurh i , ther are some that don ' t want to make the 
choice, for fear of offending one power or another. Then 
again, there's plenty of folk seeking to make th ir own 
truth - maybe even start th m elve a new faction. 

PKIN( 11'\t f'l .\NI 01 I I1 t I er. Th· lndeps have a 101 

of power on the Outlands, the heart of the Great Ring. 
It's n surpri e that in Sigil their headquarters i found 
in th Grand Bazaar, where everyone looks after himself. 

All 11-, •\NI> l::Ni 111 '>. Because lndeps have kept them-
selve free of a single philosophy, most other factions 

view the Free League with a cynical neutrality. lndep 
are just about anything in others· eyes: useful mercenar-
ies, potential recruits, or dangerous spies , Riv al fac -
tions'II use the lndep in their various plans, but few 
would eve r trust th m. Only the Harmonium, with it 

rigid belief, takes a strong stand again ·t the lnclep . 

l::11t1111111\. Anyone who wants 10 can call 
him elf an lnd ep. Race, cla , and alignmenl 
mak no differenc to thi group. 

BrNt 111,. Being bodie of their own mind , 
lnd eps are a stubborn lot, hard to 

per uade. This give them a nat-
ural resistance to a ll charms, 
whether by pell , crea1ure, or 
magical i1cm. lntlcp s ave vs. 

charm with a +2 bonus on heir 
roll. Against charm that 

wouldn't normally allow a 
savin g throw, lndeps make 
a normal saving throw 
(without the bonus). 

l<rsrl?ll 1111\-;, Being 
independent, the Free 

League has no f'actol 
and therefore i not rep-

resented in any city busi -
ness. I ndeps hav no 
judge in lhc court , nor 

any seal on the council. Noi 
surprisingly, in Sigil lndeps 
hav few protected rights. 

SEBD EBfF! 
I DEBN'+ NEED 

mum BEB-JUmBEB. 
K.AR.RIS. AN INDEP 
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TH H 
(Th 

m NI 
Hardhead ) 

r \l 110N 1'111111-,op1 1v. The secret of DEB I+ EBUR WAY EBR NEB WAY. And what happens once 
the Harmonium succeeds? 
(And it will succeed, that's 
certain - just ask them.) That 

the multiverse? That's simple, UNDERS + AND + HA+. BERK? 
and every cutter in th Harmo-
nium knows what it is: "The 
Harmonium is alway right." Look, 

fAC+e L SA RI N (i)f +He 
HARmCDNIUffl part's simple. When everyone is in 

agreement with the Harmonium, a 
new golden age will begin. That's why the 

Harmonium works so hard to get folks 
to conform - it's all for heir own 

the goal of every enJightened being in the 
multiver e i to live in perfect harmony with 
all others. Look around: Peace or war -
tho e are the only true states of the 
multiverse. If a being and its neigh-
bors got the same views, then there's 
peace between them. When 
they don't agree, that's what 
causes war; one body figures it 
can use fists to convince the other. 
Now, there's ome powers who say 
otherwise, but the Harmonium be-
lieves that peace is a better end than 
war. For one, all of a body's work 
won't get destroyed during times 
of p ace. Families don't get kiUed, 
kings can actually spend time ruling 
th people, scholars can study, and pe-
titioners can raise their crops. Every-
body, even the fiends on the Lower 
Planes, can prosper. 

On the other hand, the Harmonium 
ays there's only one way to have 

peace: their way. War or peace -
quabble among each other or join 

the Harmonium - those a re the 
only choic . The Harmonium be-
lieve that the ultimate goal of 
the multiverse is universal har-
mony, and it's ready to spread that be-
Ii f o all hose other sods out on the 
planes. lf it takes thumping heads to 
spread the truth, well, the Harmo-
nium 's ready to thump heads. Sure, 
there may not be peace right away, but every time the 
Harmonium gets rid of an enemy, the multiverse is 
that much closer to the universal harmony it wa 
meant to hav . 

good. 

Pl-11\1 \RY Pl \NI Ill I, -
111,1 'll I. The Harmonium is 

strongest on the plane of Arca-
dia, where th ideaJ of harmonious 

good is seen in all things. Within the 
city of Sigil the Harmonium cJaims 
the City Barracks as its headquarters. 

\ 1111-,, 11 I ,1 I ll '> Be-
cause of their fierce devotion 

to order (albeit their order), the 
Harmonium often works closely 

with the Guvners and the Mercykill-
ers . Indeed, within Sigil the trio 

forms the whe ls of justice: The Har-
monium makes the arrest, the Guv-

ners conduct the trial, and the Mercy-
killers carry out the sentence. 

With their unbending atti-
tudes the Harmonium a.lso has 
many enemies. Indeps, the Revo-
lutionary League, and Xaos.itects 

all have little patience with the rigid 
views of the Harmonium. 

r.11l ,1 B1111 L All races and classes are 
welcome. to join the Harmonium, 
but the applicant must be of lawful 

alignment. 

Bt rt 11 ~- Member of the Hannonium gain benefits 
from their firm beliefs and fierce dedication to them. 
All members of the Harmonium are able to use cha.rm 
person once per day, r gardle of clas or level. 

!~1 1 RII 110N-... Their rigid b liefs al o expose several 
weaknesses in Harmonium philosophy. Any variance 
from the orders of a Harmonium uperior requires an 
atonement on the pan of the chara ter before he or she 
can rejoin the ranks of the faction. Members who "tum 
stag" - betray the faction - are automatically sen-
tenced to death by the factol. Even refusing to return to 
the faction's ranks is con idered treasonou . 
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THI ffllllCYltl LLlllS 
(Red Death) 

F .\en ON PHIi osoPHY. A far as this faction ·s concerned, 
justic i everything, and there ain 't no sod who can 
giv it the laugh. Those cutters tha try'll have the 
Mer ykillers on their tail , so the smart thing is just don't 
try. It' the whole reason laws exist - to see thatjustice 
i carried out. Ju tice purges th vii in folk and makes 
them better, fit to belong in th 
multiverse. One verybody's 
been cleansed, then the multi-
verse reache perfection, and 
perfection's the goal of 
the muJtiverse. 

Ju tice is absolute 
and perfect but it's got to 
be correctly applied. A 
body' got to know the 
knight of the po t, th 
criminal from the inno-
cent, oh doesn't make a 
mi take. M rcy's an x-
cu e r ated by the w ak 
and criminal. They think 
they can rob or kill and 
then e cape their crimes by 
pleading for mercy. The 
Mercykiller are not so weak. 
Every crime must be punished 
according to the law. There 
are no such things as "extenu-
ating circumstances." 

That being the ca e, some 
smart cutters figure they'll hang 
the Mercykillers by their own 
yardarm and accu them of 
some of their own crimes. 
W II, th Red Death'll 
just mi le and say it 
an wers to a high r law. 
Charged wi th protecting justi e, they can do things 
oth rs can't - all in the nam of justice. How el e could 
they surviv their own ideals? 

'Course now, oth •r folks don't agree with Red 
Death logic. To them, the Mercykiller ain't above the 
laws or even right in what they do. The Mercykillers 
don 't like such folk' attitudes, but they can't hang a 
being for its opinions - at least not in most place . See, 
the Mercykillers say they don't make the laws, they 
only enforce them. All in all, they're no better than the 
rest, but no worse than a few. 

PRIM \R) Pi\ 1 or INrUJrncr. The Mercykillers are 
most powerful on th plane of Acheron. Within Sigil 
th ir headquart rs is the Pri on. 

ALLI!", \ND ENF.Mll,S. The Harmonium, the Guvner , 
and the Mer ykillers form a natural triad of arr t, trial, 
and punishment. As in Sigil, they are often found to-
gether in the other town of the Outlands, serving as 
the local ju tice system. The Doomguard is ympathetic 
to the goals of the Mercykillers, seeing ultimate entropy 
in the process of punishment. 

Not surprisingly, the Mercykillers are at odds with 
thos groups who place th 

individual over all. 
Signers, Sen ates, and 

Anarchi t in particular 
seem to have constant run-

ins with th Red Death. It'd be 
expected that Indeps would 

defy them, too, but this 
group has the sense to 
leave well enough alone. 

El it. lBII Ill'. The Mercy-
killers are a strict group, 
allowing only those of 

law ful alignment to join 
them. Thiev s and known 
criminals ar absolut ly 

unwelcome. 

B ~N1, IIr-,. B cau e 
of their pa ion for pun-

ishment, every Mercy -
killer can detect lie to a 
single question once 
per day. 

Rl 'ilRll llllN',. 

Mercykillers consider 
th mselve innocent of 

rimes when t hese ar 
ommitted in th cour of 

punishing a known riminal. Should a Mer yk.i ll er com-
mit a crime for any other r a on, he or he would b sub-
ject to full puni hment under the law. Furthermore, al-
though a M rcykiller can accept the surrender of an indi-
vidual (so that person can be properly punished), he can 
never release a lawbreaker until the proper sentence has 

been carried out. 
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THI klV•LU+leNA.llY LIAGUI 
(Anarchi ts) 

hrno111 P1111 SOPHY. "These universe , the e powers, they're 
all conupt!" cream thjs faction. "They're guiding people 
in the wrong direc ions, keeping them slaves and prison-
ers to the powerful. The old beliefs are lies." These sods 
claim that Guvners, Chaosmen, Mercykillers, Athar -
every last one of them - no longer care about the truth. 
Their factol all have property, bodyguards, jink, and in-
fluence. They're not looking for the truth; they 
ju t want to hang onto what they've go . 

Well, the Anarchists ay it' time for 
that to change. lt' time to br ak fr of 
the chains and seek the 
r al truth. And that' 
only going to happ n 
when a body' free of 
the bond of the other 
factions. A being's got 
o be able to make his 

own choices but would 
any faction just let a 
body go? Think the Har-
monium would say "Sure, 
we admit w 're wrong. Go 
and find your own way." 
Not a chance! The only way 
a being' ever going to get 
its freedom is to tear 
down the old factions. 
Throw 'em down, shat-
ter 'em, br ak their 
power - hat' what's 
got to be done! When the 
old faction ar crushed, a sod 
has a chance to learn the real truth. 

'Course, a body's got to be. 
careful. The plutocrats don't 
want to give up a single grain . 
of their power cache, so they'll try to br ak the spirit of 
the revolution - if they can catch it. A blood' got to be 
careful and keep himself dark from the factols or h 'II 
end up lost in an alley some nigh t, o the best thing to 
do i to pit the faction agains each other. A cutt r 
doesn't need to hit them h ad-on unless he wants to 
end up in the dead-book. 

Once the factions all come down, then folks can 
find the real truth. What's that truth? No one knows 
and here's no way of saying. Ther ain't no point in 
thinking about it even, not until what' standing now is 
brought down. Break it all and rebuild with th pi ce 
that're left - that's the only plan. 

PRIMARY PLANE OF lNri UL CL The Revolu-
tionary Leagu i be t typified by the 
grim exiles of Careen, for ver cheming 
to overthrow their nemi . In Sigil, the 

fact ion r ject he idea of a 
fixed headquarters. Instead, it 
moves from place to place in 

the city, to prevent its discovery by 
the unwanted. The Anarchists have 

no facto!. 

ALI ll..S AND ENEMIES. 
Although their tated 
goal is he overthrow of 
all, he Anarchists do 
hav allies. The Doom -

guard and the Xaositect 
both find much merit in An-

archist activitie , even if they 
don't agr e with the phi loso-

phy. At the other extrem , the 
Harmonium and the Guvners con-
sider the Revolutionary League an 
abomination. 

EuGIBIIITY. Anarchists car noth -
ing for race or class and even profes 

no interest in alignment. However, 
the ir doctrine of overthrow 
prevents lawful type from 

joining their faction. 

BE Ems. The Anarchists' power is limited but cun-
ning. They can automatically po e a a memb r of any 
other faction without b iog d ected. They don't gain 
pecial abilitie that are spell or training r lated ( ucb 

a a Xao itect' babble or a Cipher's initiativ bonu ), 
but they can benefit from abilities r lated to position or 
title, including access to th faction' headquarter . 

RES-fRICT!ONS. Anarchist can never hold any public 
office or noble tit le , own a busine s, or take part in 
anything that would tie them into the power structure 
of the plane . Fully 900/o of all treasure gained by those 
bashers must be distributed either to the cause or to the 
oppressed. In no ca e can it b given to another player 
character or player-controlled nonplayer character. 
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TRI SIGH et= •HI 
(Signers) 

FACTION PHILOSOPHY. Every p rson, ev ry individual , is 
unique. This is the greates glory of th universe - that 
each creatur living (and dead) is different from all others. 
It's obvious then, that the multiver e center around the 
self, or so this faction would have everyone believe. "It's 
quite simple, addle-cove," one of these sods would ay. 
"The world exists because the mind imagines 
it. Without the self, the multiverse ceases to 
be.~ Therefore, each Signer is the most im-
portant person in the multiverse. Without at 
I ast one Signer to imagine it all, the rest of 
the faction would cease to exist. 

Better be nice to the Signers then, 
b rk, b cause they ju t migh decide o 
imagin a body righ out of exi nc . 
Don't think it an be done? 
Maybe not, but th n a ba her' a 
fool to take the risk. Lots of folks 
disapp ar without a trace, and 
more than a few are enemies of 
the Signers. Make a body 
think, don' it? 

So, some smart cutter'II 
ay, what happens if two 

Signers don't agree? 
What if they both think 
different things? Then 
what happen ? After 
all, the multiv rse is the 
same for everybody. 
The answers easy for a 
Signer. Since he's the 
center of the universe, 
hen obviously every-

thing I e is from his imag-
ination - simple. Nobody 
lse really exists except as he 

thinks of them, so of course the 
multiverse is the same. Row else 
could it be? 

A lot of folks don't accept this idea. After all, 
they point to their own feelings and emotions, their own 
self as proof the Signers are wrong. And the Signers 
simply claim to have imagined it all. What others feel 
and think isn't real· only what the Signer feel is. 

So exactly who is imagining the multiverse? That 
part even the Signers don't know for sur . One of them 
is, but they can't agree on which one. The safest bet is 
just to fall in with their faction, because any Sign r 
could be the source of everything. Remember that berk. 

PRINCIPAL PLAN[ or INFLULNCE. The Signers are 
trongest on the plan of the Beastlands. Within Sigil, 

their h adquarters i th Hall of Speakers. 

ALLIES I\ND EN~Mlf:&. ' 

The Signer and Sensate 
hare some common point 

in heir philosophies, making the two natural allie . 
Signers also gain frequent recruits from th Outsiders, 
who often are comforted by being placed at th c nter 

of importance. The Harmonium finds the 
Signers more than sligh ly annoying, 
and h Bleak Cabal's the most opposed 

to them of all. 

ELJGIBII ITY. The Sign of One is open to 
all classes, races, and alignments. How-
ever, lawful good and lawful neutral 

characters may find adhering to the One's 
beliefs difficult at best. 

BENl:FI rs. Because they b -
lieve all the world is created from 

within Signers are hard to fool with illu-
sions of any type. A Signer automatically 
gains a aving throw vs. spell when con-
front d by illusionary magic. 

RESTRICTION . p rhap because of their 
often imm n e egos, Signers have diffi-

culty understanding th motives and 
feelings of others. Hence, they suffer 

a - 2 penalty on all encounter reac-
tions and loyalty che k of nonplayer 

character . 

WHERE'S +HE CEN+f:R 
ef +HE muL+IVERSE? 
mE -

1·m +HE CEN+ER $F+HE 

mu L+IVERSE. 

fAC+eL DARIUS e f +Ht: 
SIGN~ RS 

• 27 • 



TH s•c l+Y F SINS.A ,.a 
(The Sensates) 

FACTION P1111 ()SOPHY. According to these folks, the multi-
v r e is known by the senses - the on1y proofs of xi -
tenc . Without experien e, without sensation, a thing 
isn't. If a sod can't taste th soup, then it ain't soup. The 
only way to know anything for sure i to use the s nses. 

Look, it ain't that hard to understand. 
Which is real, a description of a rose or the 
rose it elf? Only a barmy'd choose the 
description, which ain't real. It's got no 
smeIJ, no thorns, no color. Picking a rose 
that's real , and the way a body knows is by 
experiencing it. The senses are the only way 
to know the universe. 

So some b rk'll a k, "What's this 
got to do with universa l Truth, the 
m aning of th multiverse?" Well, the 
chant i no one's going to know the 
big dark until they've exp rienced 
ev rything - all the flavor , color , 
cent , and textur s of all the worlds. 

Only when a body's exp r ienced the 
whole universe does the great dark of 
it all finally get revealed. It may 
seem like an impossible task, but 
there just might be a way to bob the 
problem - cheat the rnultiverse, as it 
were. It just might be that th multi-
verse doesn't exist beyond what a 
body can sense. The answer to 
what's over the next hill just 
might be "nothing." 

Given that, the 
multivers has limits, 
and a body can try o ex-
p rience it all. A being's got to savor 
th int n ity, xplor the complexity. Don 't ju t guzzle 
the win - find all the flavors within it. Before a sod' 
a ll don , he'll learn the d ifferences between Arborean 
and Y gardian wine, know them by vintage, and even 
by th hand of th vintn r. Only then do the secrets of 
the multiverse start to make themselves clear. 

PRI CIP\I Pt \NE OF INF UIE CE. The Sensate are 
strongest on Arborea a plane of great beauty in all 
thing . In Sigil, their headquarter i naturally the re-
p lenden Civic Festhall. 

ALLIES \ND ENEMIES. Th Sensates and 
the Signer , both egoc ntric faction , 

do share points of agreement con-
cerning their philosophies, and 

they often cooperate in their activi-
ties. Sensates are cordial to Guvners 

and lndeps, intrigued by their descrip-
tion of thing far 

away. How ver, 
they·re opposed to 

the philosophies of the 
Doomguard which es 
world only a decaying 

object . 

[1 IGIBII ITY. Th So i ty of 
Sensation is one of the most lib-

eral of all factions. Anyone, of any 
race, class, or alignment can join. 

BENnns. All Sensates have 
highly attuned senses. They have 
infravision to 60 feet, r gardless 

of race, and they gain a + 1 
bonus to all aves v . 

poison and die rolls for 
urprise. 

RESTRICTIONS. 

While not to th point of 
foolhardine s, S nsat are fa cinated by new tastes, 
melt , and o forth. Whenever possib l , they'll seek out 

new experienc s. In practice, th y can·t r Fu e offer 
that could lead to these - a n w win , an exo ic flower, 
or whatever. Only wh n fac d with obvious deadly peril 
will they shun such temptations. 

TEBUCH I+. 
srnELL I+. TAS+E I+. 

SEE I+. 
HI+ I+. 

- fAC+CDL ERJN Glf+ HE 

St:NSA+ES 
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THI TI\.ANSCINDIH+ 
(Ciph rs) 

FAr 110 P11 11 osor11 ~. These guys say that for a body to 
become one with the multiverse, he's got to stop think-
ing and act. Action without thought is the purest form 
of thought. When a cutter can know what to do without 
even thin king about it, then he ' become one with the 
multiver e. 

It go like this. Every berk's 
part of th multi verse, 
and nothing's apart 
from it. So it figures 
that every being knows 
the right action to take 
at ju t the right mom nt. 
Problem is, some folks 
start thinking and mess it all 
up. Thinking adds hesitation 
and doubt. It overrule in tinct 
and eparates a sod from the mul-
tiverse. By the time a poor sod's-
thought about something, the 
right action for the right 
moment is gone. 

So all a berk' got 
to do is just quit think-
ing, right? 'Course it 
ain't that easy. Any 
addle-cove can blunder 
in and act without giv-
ing it a thought, but 
that' not the goal. A 
body's got to work hard 
at teaming himself -
learning his own mind 
and instincts until the 
right action comes automati-
cally. It' done by training 
both the body and mind. Just like 
the way thiev practice their cross-
trade, a Cipher' got to train his mind 
(the source of action) and body (the actor) to be one 
thing. There's no differ nc between the two, no epa-
ration between thought and motion. Body and mind act 
as on - the hand moves before the thought r aches it. 

So what's all this get a fellow, then? Once mind 
and body are in harmony, the spirit becomes in tune 
with the multiverse. A blood understands the purpose 
of the multiverse and know ju t where and how he 
should be. 

PR ll\lARY P, ANl: OI' IN~LlJE CL The Order is stronge t 
on Elysium, the plane of harmonious good. Within 
Sigil, the Order's headquarters is found at the Great 
Gymna ium. 
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BY +HE +lmE YEBU'VE 
+HEBUGH+ ABEBU+ I + . 

I ' ll HAVE K I LLED YEBU . 
THA+ mAKES 1+ A DEB- EBR- D I E DEAL. 

fAC+$L RHYS ef +Ht: CIPHERS 

Au 1~.~ A D ENl,Mlb. B lieving that all 
truth i found internally, 
Ciphers don't ek out friends 
or enemies among the fac-
tions. Most other groups give 
them a lukewarm reception, 
although the Harmonium is 
always suspicious that Ciphers 

harbor thoughts contrary to 
universal harmony. 

EllG IHILIIV. The Tran-
scendent Order is open to 

any character of neutral 
alignment. 

B l:Nll 11 s. The 
training of a Cipher 
stresses quick and 
unhesitating action. 
Thus, all Ciphers 
gain a+ 1 bonus to 

their initiative rolls. 

R[sTRll l lON'> . Be-
ca u Ciphers act un-

hesitatingly, they suffer a 
unique re triction: In play, 

as soon as an action is tated 
for a Cipher player character, 
that cutter is committ d to 

the action. The player can't ay, 
"Oh, wait, l changed my mind!" Bashers who pau e to 
consider or debate pending actions are failing to adhere 
to the philosophy. 



THI ~••s1+10+s 
(Chaosmen) 

FACTION PHILO OPHY. As these sods see it, the multiverse 
wasn't born from Chaos - the multiverse is Chaos. 
There 's no order, no pattern to anything. That's the 
meaning of the multiverse, the great secret everyone 
else is just too dull-witted and cowardly to admit! Look 
around. ls there any pattern to this existence? Any 
order that gives it all meaning? None, not a one. The 
only order is one that the addle-coved Guv-
n ers and Harmonium try to 
impose on it. Their order 
isn't natural to the multi-
vers . Why, the minute they 
leave, the multiverse reverts 
to its natural state of disor-
ganization and chaos. 

So why fight it, since 
Chaos is how things are 
meant to be? It has a 
beauty and wonder all its 
own. By gazing upon 
Chaos, Leaming to 
appreciate the 
randomness of it and 
understanding its 
sublime intricacies, he 
Xaositects (pronounced: 
kay-Oh-si-tekts) learn the 
secrets of the multiverse. They 
want to play within the unshapeable 
Chaos, and to be a part of its 
uncontrollable energies. 

PRIMARY PLANE OF I FLUENCE . 

Limbo is the heart and soul of 
the Cbaosmen, for here 
the wild energies of 
creation rage at their 
fullest. In Sigil, the Chaosmen 
make their headquarters at the center of the Hive, a 
turbulent slum. 

A LLI ES AND ENEMI ES. The Chaosmen, the Doom-
guard, and to some extent the Bleak Cabal all get along 
and work together, as much as those committed to 
Chaos can work together. Not surprisingly, the Harmo-
nium and the Guvners are stridently opposed to the 
theories of the Chaosmen. 

ELIGIBILITY. The Xaositects are open to all races and 
classes, but only those of cbaoti alignment can join 
this faction. 

BENEFITS. Believers in the ultimate power of 
Chaos, the Xaositects can use babble (revers of 
tongues) once per week, regardless of race or 

class. 

RESTRICTIONS. The Cbaosmen are com-
mitted to the power of Chaos. As such, 

they can never found businesses, build 
strongholds, raise armies, or under-

take any other action that requires 
long-term organization and disci-
pline. Indeed, they just barely 
hold their faction together as it is. 

BEAU+IFUL IS ! 
CHAffiS 

+EBEB o,m muL+IVERSE. 
IS +ffi Nffi+ICE 

mffis+ +HE EBF. 

- t=AC+eL K.ARAN 
fDF +H£ 

CHAeSmJ:N 
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THI eu+SIDIRS 
(The Cluel s ) 

P1111 osoPHY. Pretty much none - no faction, no philoso-
phy. Outsiders are just that: adventurers who have wan-
dered in from th Prime Material Plane, fo lks who 
aren't part of the planes and don't under tand all this 
busine s of factions, phi losophies, and whatnot. 
They've got no stake in knowing the meaning of the 

planes. They might b curiou , but they're not 
part of th n ver-ending debate that 

rages throughout the planes. 
Outsiders bring with them a lot 

of pecu l iar id as, at least by planar 
standards. Most of these have to do with no-
tions that their world is the center of the 
multiverse, that their kingdom is the great-
est wonder of the multiverse, or that their 
god is the gr atest power of them al l. Pla-
nars often make great Fu n of Outsiders for 

their wrong-headed beliefs, but primes have 
their ways of getting revenge against thos 

who give them grief. 

PRIMARY Pt A r or INI I u1 l 1. Outsider are 
clearly strongest on the Prime Materia l Plane, and es-
pecially so on their home world within that plan 
Outsiders have no headquarters in Sigil. 

ALLIE'> AND E EMI['>. Outsiders have no auto-
matic friends or foes . Most other factions vi w 
them with ambiva lence. Their freedom from 

the philosophie of the planes makes them 
both possible recruits and potentia l enemies. 
The strongest reaction o Outsiders is one 
of genera l pity for their unenlightened 
ways. 

ELIGIBILITY. Any od from a prime-ma-
terial campaign is automatical ly consid-
ered an Outsider. 

B ENHITS . Outsiders gain the benefits 
for prime characters, described earlier (see 
page 8). In addition, within Sigil, Outsiders 
are frequent ly hired for mercenary work, 
ince their lack of faction allegiance i seen 

a a benefit. 

Rcsr R1cr1uNS. Outsiders are not subject 
to he genera l resourc res rictions of the 
other faction kits. 

HfY. IS +Hrs WA+ERDf f P? 

- RK I NG e f fA~RUN 



In addition to the specific benefits described in each 
entry, all factions have certain common ben fits, the r -
ward of belonging to a group. Being part of a faction 

has rewards that go along with the phi lo -
ophy. Some of thes are particular to a 

hasher 's outlook on life, like a 
Dustman's pa with the 

d ad, but nearly all 
factions have some 

rewards in common. 
The most obvious of these 

benefit ar the fellowship and sanctuary of the faction 
headquarters. This is more than just a meeting hall, al-
though it serves for that, too. Most faction headquarters 
provide services for the needs of the followers as well. 

I I ORM,,110N. There' a lot of dark about the plan . 
Where to find portals in Sigil, where those portals lead, 
and spell keys for the different planes are jut of few of 
the things a cutter needs to know before setting out on 
an adventure. Som of thi a body can pick up from the 
chant on the street , or maybe buy from a traveler in a 
shady tav rn, but a berk never knows when some 
sharper' going to bob him with forged information. It's 
much better to go to one's faction headquarters for 
what a body needs to know. Sure they charge - noth-
ing' free - but they don't cheat their own. 

EMl'I OY 1r:N1 . Most factols figure it's bad advertising 
when their members are unemployed too long. Looking 
shabby and poor do sn't attract that many n w follow-
er , and out-of- work partisan can create all sorts of 
troubl . lt' pretty common, th n, for th faction h ad -
quart rs to keep an ear open for potential jobs. 

Planar know that troubles can often be 
solved by taking them to the right faction. Got 
probl ms with undead? The Dustmen 
are probably 

best for the 
job. Somebody 
escape the 
lippery claws 

of justice? Tell 
th tale to the 
Mercykillers. 

LGHB KING FEBR +HE 

XAEBSl+ Ec+ · s fAC+IEBN 
HEADQUAR+ERS, 

CLUELESS ? CEBrTlE 
Wl+H rTlE -

For a cut of the profit or 
some up-frontjink, a fel-
low can get connected with 
a potential employer 
through his or her faction 
headq ua rte rs. 

YEBU'RE UNDER 
ARRES+. 

- MINNl+H , A 

HARmeNJUm 
$ff ICt:R 

H EALi G. Another common practice of the factions 
is to keep a few like-minded clerics at their headquar-
ters. Most factions believe in taking care of their own, 
so the clerics are there to provide healing, lift curses, 
cure dis ase , divine secrets, and perform other nonad-
venturing task within their power. It costs - and it can 
co t a lot - but at least the ervice is reliable. 

M1srELLANEOU~. In addition to the e services, there's 
a host of little things a faction can do. There's advice, 
companionship, spare beds, and occasional hot meals. 
A headquarters ain't an inn, though, so 
don't expect to 
set up shop 
there. A 
night 
or 

two is tolerated, but after that 
a berk had better find some jink 

and get himself a proper room. 
There are also some things that 

won 't happen at faction headquarters. 
They're not in the business of loaning 

money or gear, especially not to adventurers. Oh, a 
lot of factions are rich, and some maintain sizable ar-
mories, but that 's for their own emergencies. They 
won' t attack other factions, either - at least not di -
r ctly. Most factol ar n't too ke n on s eing a bloody 
creed war waged in the streets of Sigil, except maybe 
the Xao itects and th Doomguard. Factions don't in -
terf re with the government of Sigil, either. In fact, 

some of th m are part of tha t 
government, but a body can al-

ways find advic 011 who to gar-
-~!!,;~,..,..._ .... :..-~ nish and how much to offer. Fi-

nally, factions don't send out rescue 
parties. Get in trouble out on the planes 

and a berk's on his own - unless , of course, he's 
got something the faction rea lly wants. 
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The 11111lti1 1er_c,c is a hig place a11d it t/011 ·, play by 
the "11or111ol rules ... 1l'l1t11c11C'r they ore, but team -
ing tl1c dark of 1hc111 i'i 1hc mi/JoJIUl'. A bci11g\ yvt 10 become a I lo11d to 
k11ow all the diflere111 u•a_v_c, magic 11 1orks nut 011 the Great Ring. a11d 110 
basJicr should Cl'Cr br: able lo ju<;/ lay /,fa lu111d,· 011 a 1110/J ofoll the purtn/.\ 
bel11 1cc11 t/,c plo11cs. TfiC'n:'., ll1i11ys o wul 11 1a.rn 't 111ca111 10 k11011 1 a11d 1hi11gs 

he'.\ jim got 10 learn by l'.rperfr11n·. (A 
body ca11 tlt·scri/Jc 111llaf it\ like i11 the 
J11nu1ce, uf Can-eri, b111 it j11.,t ai11 ·, the 
. amc a,; going there.) Sure. some of tile 
111ulti1•ersc i\ so simple///{// c1 1c11 a 

bariaur basl1cr'd wulersta11d, bur 1/,crc's rnmc of it that\ real dark, and 
it's 111ca111 to be that tray. So folks 11 1i1Ji 110 lwsi11e.\s k11ou 1i11g tllc.sc 1Jii11gs 
should ju.'il keep tJicir 110sec; ou1 of it - 1111denlt111d? 

Bui there's af11 1oy, 011,• culler - f/,a1 bciHfJ the D111111co11 /\,lt1,tcr 
(DM) - /llho ·s 111ea11t to /Jc i11 the k11011 1

, llllli ll'h{// 's i11 here i<; for hi111 or 
her. So, for those who need to k11011 1 all //1c ,ccrets of the' 11111/1i1 1cr-;e. 
read 011. 

Undoubtedly, some readers are wondering at this point, "Just what 
is this PLANESCAPC" thing and what docs a OM do with it?" Fair question. 
As a first step to getting that answer, those wanting to know should 
read A Player's Guide to the Pla11es, which indudes a thumbnail sketch 

of the worlds and charactt'rs in the 
PLANE C/\Pf setting. Before starting a 

game, that book shouJd be read by 



the play rs, too, so th y can become familiar 
with h trange and wonderful possibilitie of the 
planes. 

Thi book contains the rul and background 
information th DM need lo tart a working 
PLAN • CAP campaign. Th planes lhem elves are de-
scribed herein, one by one, but only in enough detail to give the DM a gi t 
of each place. (Th planes are so va 1 and intricate that they can no be prop-
rly explored in a ingle product. Tn lead, upcoming campaign xpan ions will d -

tail et of r lat d planes. For in tance, TSR, In . will publish Planes of Cllaos in late 
1994. Other xpansion will focus on the Lawful Planes, the Neutral Planes, the Elemental 
Plan s, and Lhe Demiplanes.) Details about magic alterations prie ts and their god , and rav-
eling from plane to plane are also covered in this book. 

The 96- page book, igil and Beyond, d cribc th dimen ionally impo ible city of igil 
and he Outland , along with a coup! qui k-start adv ntures that use both locales. Sigil and 
the urrounding lands provide the DM with a base for a full-fledged campaign - a place where 
bold adventurers can mingle with beings not like them elves and rest between forays into the 
bizarre reache of the Out r Plane . 

In addition to the books. the PLANESCAPE campaign setting box contains four map sheets, a 
Monstrous Suppleme11t, and a DM' · creen. To fully use the PLANESCAPE setting the DM needs a 
copy of the Outer Plan appendix of the MON raous COMPENDIUM®, which contains many of the 
creatures. both fiendi h and helpful found throughout the planes. Not that a lot of monster 
will be mentioned just in passing in this book; complete descriptions appear in the MONSTROUS 
COMPENDIUM, in th Mon trou. Supplement included in this box, or in products to t,0me, as 
needed. Those DMs who are interested in th powers - th deities of the planes - will waot to 
read Mo11ster Mythology (2128) and Legends Et Lore (2108). 'Course, the DUNGEON MA TER® Guide 
and the Player's Handbook are prereq-
uisite to any ADEtD® game, berk. 

THI: SCE9PE 
E9f +HE PLANES 

The multiver i a big pla e, and logicaJly 
it ha to be because hypothetically it encom-
pas every ADRD campaign world ever cre-
ated, whether these are made by TSR or by any 
of the thousand of DMs who play AD&D games. 
Thi i all th or tical, of our , since no one ha 
recorded all the campaign er ated for th ADEtD 
gam , yet theoretically they're all out there 
somewhere. 

With all that pace, it would be easy 
for a DM to b ov rwhelm d by the 
infinit pa and po · ibilities 



for a PLANESCAPE 
campaign. To keep 

Lhi from happening, the 
OM should plan to restrict 
the scope of "known lerri-

tory;· gradually intro-
ducing new areas to tbe player character a 
1he ampaign grows. In fact, this i simi-
lar to lhe proc ss or r ,Hing a . tandard 
campaign 011 a prime-ma erial world. 
There. most OMs tart with a 
single casll . villag , or 
town and a uitable ad-
vemure site nearby: a 
ruined keep, an 

abandoned 
temple, or a dark 

forest. As th cam-
paign grows and the 

DM's ambitions increase, 
more and mor territories are 

added lo the setting unlil a world emerges. 
Now apply that basic approach to a P1 ANESCAPE 

campaign: Si:ming from a small base, the OM expands 
the campaign . However, instead of adding new king-
doms or wil d rness s, the OM gives the player charac-
ter more planar gates and portals to choo from. Each 
opening leads to a particular place within a plane, al-
ready cl cted and delined by lhe DM. In th i way, con-
trolling the growth of a planar campaign is no different 
than keeping a group of player character from wander-
ing in undesired directions in a normal prime-material 
wildrrnes setting. 

In a P1 .ANESCAPr campaign, the city or Sigi l and the 
urrounding ten-ain of the Outland provide that needed 

campaign base. Of all the planar worlds and possibili-
ties, these areas arc given th mo t detail in Lhi boxed 
set. As mentioned, other planes in which players wil l 
adventure later arc cl crib cl in less detail, but much 
more will be said .1bout them in future products. In the 
mrantime, thcr 's enough adventure hooks and kips to 

Pl ' I+. BERK ! 
1·m THEBR'S PREBXY. 

,h[ ©J•LAWS 
DffiN ' + APPLY 

© rn t. 

explore in this box to 
walk a party of' bash-

ers from the 1 t to 
the 3rd level or ex-

perience - and 
then some! Mid-

and high-level 
cutters won't 

- LAS+ WEB RDS Elf 

fRAN$K Ht:IDfN. +«DA 

m£RCYKILL£R 

have time to 
give it the 

yawn, either, 
if the OM 

is a blood. 
This campaign set assumes that DMs will be run-

ning a p/011ar campr1ig11. one where Sigil is the origin of 

the player chara tcr - Lheir "home town," so to speak. 
Thi approa h can be true even if the player characters 
are a mixture of prime and planar types, as primes are 
simply tho e chara t rs who have found lheir way to 

Sigil and perman nt ly ct up hop 
there. 

If desir d, though, tlie OM 
an LI the Pl.AN ESCAPE setting 
as a temporary adjunct to a 
prime- material campaign. . -

tab lished characters can pass between Sigil and their 
prime- material campaign world by means of spells. 
magical items, and special porta ls. While this allow · 
Sigil and the planes to be simply visited by character 
rrom a regu lar campaign, in the nd the PLANESCAl'r ct-
ting will lose some of its unique character and mystery 
with this campaign sty le. Player character will no 
doubt become distracted by other concerns in their liny 
prime- material worlds, and they"ll never rully exp lore 
the wonders of thi trange new eLling. On th other 
hand, some player are true "prim "at hea11, and they 
may prefer only an occasiona l sojourn into th plane . 

Another option i LO ful ly integrate the PLANESCAPE 
setting into an ongoing campaign. A temporary or per-
manent porta l between the old campaign world and 
Sigil could exist at the OM's whim. Establish d ·harac-
ter could pa th rough Sigil en route to th planes and 
new, planar characters could be created as players de-
sire. In t ad of viewing Sigil and th plane as separale 
worlds, they would become another part of the DM's 
expanded campaign world. 

The be t way to view th PLANESCAPE campaign is 
as one would view any prime-materia l ADEtD cam-
paign. It ha a ccnlral base for player character (Sigil), 
a relatively settled area around it (th Outlands). a fron-
tier (the gate towns at the borders or the other planes), 
and a wi lderness (the planes themselves). Scattered 
throughout are traditiona l adventuring opportuniLies -
dungeons, ruins, castles. fortresses - but the planes are 
filled with their own, specia l wonders of all sorts. 

One thing the PL/\NESCAPE setting is nol: ll's not 
just a set of rules for getting from here to there. Indeed, 
traveling from plane to plane is ridicu!ou ly easy, once 
a body knows how. It's merely a matter of casting the 
right spell, having the right magical item, or (most fre-
quently) stepping through the right door. Traveling to 
another plane doesn't require a journey taking clays or 
weeks; il happens almost in tantaneously. Tinw i. n't 
lost in getting lhere, and special preparations an:11'1 
necessary to make the journey - only lo ::;urvive the 
destination. 

Pure fact is, the PLA LSCI\Pr game is far from tra-
di tiona 1. Thal dungeon lo be explored might be the 
skull or a dead god on the Astral Plane, and the rortrcss 
of an efrceti prince could be a fiery volcano, to name 
just two of the c-xce!lenl ,rnd virlually lirnitlr s possi-

+ 6 • 



bilities. The multiversc of the planes can be ordinary, 
horrifying, enchanting, surreal, or impossible. With the 
DM's imagination, there's literally no limit to what can 
be done! 

THt: TE9Nt: 
EDf +Ht: PLANES 

Goud campaigns have a navor and reel all their own, 
something that sets them apart from all the other cam-
paigns out there. Krynn of the DRAGONLANCE'!i> saga has 
its epk struggle, the dark gloom of the RAVENLOFI,g set-
ting is rich with brooding horror. Elminstcr's FoRGOITl:N 
RIAi MS'~ homeland has the vast sprawl of ancient l'm-
pi1Ts, and Athas or the DAI<!-. SuN® world reeks of gritty 
survival. Thl' Pt.AN! ')CJ\Pf setting has its own style and 
tonl', 100 - something lo capture the imaginations of 
µlayers as 1l1cy explore thi,;; strange world. It speaks to 
them with a certain voice and set the tone for the 
worlds. 

The PLANLSCJ\Pl setting j5 about ideas and philoso-
phies, about Uthe meaning or the multiverse." It's not 
the dry, academic lectures of musty old professors, 
quoting things that don·t much matter to the real 
world. A planar lives in a world where the meaning of 
thr multivrrsc isn ·t just a quest ion, it's a way of life. A 
planar doesn't just ask the question, he li/les the answer. 
Take another look at somr or the factions detailed in J\ 
Plnycr's Guide 10 the Plnncs to get an idea of how it all 
plays out. This is a campaign where idtas ,ire backed by 
actions and vice versa - swords, lis1s, magic. and ideol -
ogy as needed. Count on it: Planars arc tough because 
living philosophy ain't for weaklings! 

This campaign selling is a world where the living 
mingle with the dead. A body can see the final reward 
or punishment because he can !Our the place where 
he'll be sent when he dies, and Lha1 knowkrlge affects 
his point of view. Plana rs know just what the rewards 
or mercy, p;oodncss, terror, and treachery arc. Thcy·re 
tough because they know what h;1ppens if t hey·re 
w •ak. 

Tht P1 AN LSC ,\PL setting is a world where the ah-
stract i · re«I and potent. Priests don't just pray for 
spells from abstract gods, but from ·•real" powers that 
can possibly be seen or visited. Wizards inhale a multi -
v ·rsc ur magic in a. inglc breath, ror they explore 
places tha1 shouldn't - could11't - exist by normal laws. 
Warriors can seek absolute perfccrion of1hcir skills on 
planes where all things achieve perfection. Rogues have 
the chance lo acquire treasures beyond imagining, for 
all things that can't oe imagined exist here. Planars 
are tough because 1hcy live in a world 
whcrr raw power lies within 
their grasps. 

The P1.ANLSCAl'I' setting b cos-
mopolitan, too. Herc is the place that fiends, dcvas, 
gilhyanki, and slaad all claim as home. The "normal" 
lot - humans and their ilk - aren't very often the rulers 
around here. They're just more participant'> in the great 
game. Planars scoff at the provincial attitudes or 
primes, who are ortcn surprised lo find tanar'ri gl'nerals 
or githznai sages at the next table, minding Lhl'ir own 
business./\ planar grows up with the idea that anyone 
and anything can become powerful and important. The 
consc4uc11ces? Planars are tough becau'>e llwir l'lll't11ics 
are tougher. 

All of lhi breeds a cynical worldliness. Planar., 
have seen it all and survived most of it. Planars don·t 
expect much sympathy from others because every -
body's got a bard row to hoc. Good folks'll band to-
gether and help each other, but cryin~ over bad luck 
isn·t likely LO gel a body anywhere. 

When running a Pt.A N[SCAPr campaign, the DM 
should definitely keep tone in mind. It's as imponant lo 
a Pt.ANf:SCAPL adventure as maps, monsters, and trea-
sure. Planars think. act, even '>Ound different from 
primes, and DMs should make those differences come to 
life in play. Remember that pl a narc:. believe in the 
philosophies of their factions. Let their actions be moti -
vated by those philosophies and carried out with a 
jaded laissez faire to the actions of others. When rolc-
playing, give the planars a distinctive voil'e. Get a feel 
for the _jargon 1 hat permeates the books in this box. Use 
the list of planar slang provided and create more (it's 
called the Canl - sec page 95 in Sigil a11d Beyond). Al 
first it might seem unnalural, but the patois or the 
planes will quickly become quite natural for enthusias-
tic DMs and their players. 

1 AIN -1- BARmY! 
DEBN "+ £VER CALL mE BARmY 

mR I'll NICK YEBU 
GEB+ +HA+? 

- A R£S1D£N+ (l)f 

PAND£mEBNIUm 



Only a clueless prime or a leatherheaded wizard would cv r b liev · his 
magic is always going to work the same on every plane. It just ai11"1 so, 
berk - not wben the multiv r e ha got planes whose very essences are 
living fire. absolute perf ction, howling despair, comp! te d ay, or 
things even worse. Som of it should be obviou - using a holy word 
against a pit fiend on its home plane just won't work, as many a sodding 
basher has learned too late. Some of it ain't o clear, either, like can a 
cutter summon a djinni to Ysgard? 

Some ay experience is the best teacher, and a fool could learn a lot 
about the planes that way, but it'd be painful. A wise blood knows 
there's no r ason 10 risk his own neck when he can learn from others. 
Why discov r the hard way thatfireba/1 don't work the same on Limbo 
when a cutter can ask around in Sigil and learn? The moral of the story: 
f/11 f)\f ,l,1111/,/11I111111Jw/d 1llt /C'l/n l'IIH/ 111111111w1;1111 /m 11 1/,t I lart 1 

ch,11·"c1c1\, "' lt111y 11, 1Jwy'rc 11·1lfin!I Ju look /111 ii i11 1/1t ri!f/11 11/11cn. 

EffEC+S EDN SPELLS 
A lot of primes don't understand why magic changes so mu h 

from plane to plane. It doesn't happen to th rn on their 
worlds - they can travel from one end of the world to 
the other in places like Krynn, yet magi operate · the 

same in every country they visit. Well, going to an-
other plane·sjust a little bit more compli at d than 

traveling cross-country. Sages have been arguing 
the cause and r a. on for 



why each plane is magically differ nt ev r since they started thin.king. 'Course, every faction's 
got its own an w r, too. A Godsman' ll say it's because of the divine properties of each plane. A 
Guvner'II give a long analy is of how all th differences on each plane are interrelated into 
some grand order that follows c rtain logical laws they may or may not have yet to discern. A 
Xaositectju throws up his hand and ay , "It's chaos, berk. What's the problem?" 

[n the end, why r ally do n ' matt r - how does. Whatever the cause, each plane affects 
spel ls in a consistent way, and a body can count on that much at least. But for a wizard to make 
do on a plane, he or h ' got to learn what those chapges are. 

Not surprisfogly, the.r are thr things a spellcaster's a lways got to keep in n:und, no mat-
ter where hi ·pell goes off: 1) the effe t of magic on creattrres in their home planes, 2) the rel -
ativ position of otll r plan in-
volved in the p II, and 3) th ~·:.,.....~-~:--....:.... 
availability of tradim n ional 
space. The e points are fairly asy 
to pick up on and r -
member. It' 1he _.,..-
changes 
that 

,, 

• 

. ,, • 



affect individual wizard spell school on specific planes 
that can put a sod in the dead-book before he's got 
them all straight in hi head. Fortunately, it usually 
takes just one or two unpleasant urprises befor most 
mages wise up and tart making notes. 

NA+IVE SEDNS 

Certain rules hold true no matter what plane a being· 
on, be it the Prim Material the Astral, an lnner, or an 
Outer Plane. The mo t universal of these deals with a 
being's home plane. Everybody' got a home plane, and 
it' not necessarily th place they haunt now. A prim 
living in Sigil still call the Prime Material Plane his 
home plane. lt' not where a being lives that matt r ; 
it' where he was born, hatched, or sprouted. Home 
planes matter becaus a lot of spell work only on crea-
tures either in ide or out idc their home planes. 

I l,c 'flt II, I/Ill\/ 11/]i c Inf hy II hci11y, ho111c p/a11c 
an- llf(/llmti1;11, 1111tf \/111111/llllilly, . 

Most abjuration protect again t creature from 
another plane, and a few (like holy word) can drive a 
creature back to it home plane. In either case, an abju-
ration can't affect a creature on it home plane. For ex-
ampl , ome primes might try to use protection from 
e11il to protect Lhemselve from fr ct while they're in 
h City of Brass. They figure th pell works at home, 
o it should work on the plane of Fire, too, but it 

doesn't. The City of Brass i on the efreet's home plane, 
o the genies aren't an extraplanar there and th pro-

tection p II won't work. lf anybody was summon d, it 
wa the fool prime. 

Th home plane has Lhe reverse effect on summon-
ing spell . Sp cifically, unless it's a spell that summons 
creature from another plane (such as conjure elemental 
or gate), a summoning·s got to draw on something close 
at hand. A monster s11m111oning I an only summon up 
monster From the same plane. For instance, casting a 
monster ummoni11g won't cau e a succubus to appear 
on Ysgard; it'. not the fiend' horn plane, and not even 
a plane wher it can normally be found. 

CEDNNt:C+ED PLANES 

When a prime wizard ca ts co1Uure eleme11tal, he usu-
ally doe n·t think about wher the elemental comes 
from. Th er ature appear and that's that. Spell make 
for a lot mor planar traveling than most folks uspect. 
though. Take that conjure elemental spell: It (obviously) 
has to rea h the Elemental Plan in order to work. Cut 
off that conn ction and the spell can·t function. Now, 
prim t nd not to notice any of this because the Prime 
Material Plane's connected to all the other planes, 
either through the Ethereal or Astral. The sam just 

TABI-E I : SPELLS Wl+H PLANAR PA+HWAYS 

j\\ l l<Al 
Astral spell 
Astral window 
Divination 
Duo-dimension 
Find familiar 
Identify 
Joi11 with astral traveler 
Raise dead 
Reincarnation 
Resurrection 

peak ivil'h astral traveler 
Speak with dead 

lllllRI\I 

Aerial ser11a11t 
Chariot of Sustarre 
Conjure earth elemental 
Conjure elemental 
Conjure }ire elemental 
Demishadow magic 
Demishadow monsters 
Distance distortion 
Ele111e11ta/ swann 
Energy drain 
Estate transference 
Elherwalk 
/1wisible stalker 
Khazid's procurement 
Leomund's secret chest 

Dll ·\L 

Augury 
Commune 
Contact other plane 
Dismi sal 
Divine inspiration 
Drawmij's instant summons 
Draw upon holy migllt 
Ensnarement 
Hornung·s ra11do1n 

di patcher 
anctijy 

Vi ion 

[\11'!\lll , HN'>IIIN ,\I 

Deep pockets 
Extradimensional detection 
Extradimensional 

manipulation 
Extradimensionaf pocket 
Leomund' secret chest 
Maze 
Mordenkainen 's 

magnificent ma11sio11 
Rope trick 
Seclu ion 
Transformation 

Lorloveim 's creeping shadow 
Lorlo1Je im 's shadowy rransformation 
Major creation 
Minor creation 
Negative plane protection 
Reflecting pool 
Restoration 
Shades 
Shadowcal 
Shadow engines 
Shadow magic 
Shadow monsters 
Shadow walk 
Summon hadow 
Vanish 

May or may not cross planar pathway , depending 
upon th creature called. 
Priestly magic with planar pathways - affected only 
if used through a scroll or other magi al ilem. 

• 10 • 



ain't true for the Inner and Outer Planes. The Inner 
Plan are cut off from th Astra l Plane {and thus the 
Ou er Planes) whil th Outer P1ane are cut off from 
the Eth real (and thus the Inner Plan ). 

So what's thi mean? lt m an that on lhe lnner 
Plan a spellcaster or a prie l can't normally use 
thing li ke th astral pell or rai e dead. And on the 
Outer Planes, the same p r on would have troubles 
with conjure elemental and aerial servant ince these 
call upon things found on the Inner Plane . In ome 
cases, a spel l reaches lhrough either the Ethereal or the 
Astra l Plane, depending on who or what the caster is 
after. For example, con/act higher plane passes through 
the Astral Plane to reach the powers on the Outer 
Planes and through the Elhereal Plane to reach the ele-
mental lords, but a spell slinger can't reach Arborea 
from the Ether al and he can't call the plane of Air 
from the Astral - get it? 

A comp! te Ii t of spell Urnt have planar pathway 
( pell that mu t accc s any sp cific plane or group of 
planes) i given in Table r a left. Although priest pells 
aren 't affec d by planar pathway (see page 13), those 
that cro dimensions are listed in Tabl I b cause mag-
i al item that perform prie t pell-like effects are im-
pacted by planar boundaries. 

E X + RA D I m £ N S I $ N S 

A handful of spells and magical item create weird lit-
tle pockets known as e.xtradimensional spaces. Using' 
these sp Us isn't normaJly a problem - unl ss a 
body's on the Astral Plane, where there · 
aren't any extra dimensions. Try to. use a 
rope trick lhere and notblng's going to 
happen. Now, the reason to mention 
this is that the planes aren't perfectly 
mapped out, pecially .all those- lit 
tle demiplane. in the Ethereal. 
There's a chanc any on of 
those might be lik the Astral 
- comp! tely cut off from 
the extradim n ional world. 
If that' the case, it'll be 
noted in the description of 
that particular place, so 
ke p an ye peeled for it. 

CA+EG$RICAI. 
Al.+t: RA+ HD N 

siderations, most 
spell changes are 
grouped by 

chool. All spells of a given school of magi are af-
fec ed the same way. Th po sible effects on a school 
ar themselves divided into enhanced(+), altered( • ), 
diminished(>), and null(:.). See Table U on page 12 for 
a Ii t of pell chools and th ir status on each of the 
plan . 

ENHANCED (+) indical s that spells of lhe noted 
schools have th ir power increa d on the given plane. 
The effect i probably due to the imilarity of lhe magic 
o the prop rti of the plane it If. Enhan ed spells 

function at on I v I higher than normal. Thus a .fire-
ball spell cast by an 8th-level wizard on th ElementaJ 
Plane of Fire a tually inflict 9 dice of damage. Saving 
throw against nhanced spells that cau damage are 
made with a - 1 adjustment, whil saving throw 
against enhanced spells that confer protection ar made 
with a +I bonu . 

ALTERFD (• ) spell schools are the most common, 
making for different pell results based on ei h r a 
philosophical or phy ica l property of the plan . The 
exact result of the a] eration varies from spell to spell 
within the school, but the same general principle i ap-
plied to all spells of it type. Thus, fire-based pell on 
the Paraelemental Plane of fee produce scalding xplo-
sions of team rather than tire. 



TABLE II : SCHE&E&L AL+ERA+IEDHS BY PLANE 

CoN/ ENC/ ILL/ ]NV/ -- f.t rMENIAI 
PlANl AflJ All SUM DIV (IIA PIIA Evo NEC WIL A r E w 
A tral • > • + • • • • Ethereal > • + • • 
El m ntal: Air • • + > > > 
Elemental: Earth • • > > + > 
Elemental: Fire • • > + > 
Elemental: Water • • > > + 
PE: Ice • • > > 
PE: Magma • • > > 
PE: Ooze • • > > 
PE: moke • • > > 
QE: Lightning • • + > • QE: Mineral • • > > + • Q : Radiance • • + > 
Q : Steam • • • + 
Positiv Energy • • • + + • • Negativ Energy • • • > > > • • QE: Ah • • • • QE: Dust • • • > 
QE: Salt • • QE: Va uum • • Aby s • • • + • + • • • • Acheron • • • > • • • • Arbor a • • • • • • • • Arcadia • • • • • > • • • • Baator • • • > • • • • 
Beastland • • • • • • • • • Bytopia • • • • • • • Carceri • • • • • • • • Elysium • • • • • • • Gehenna • • > + • • • • • 
Gray Waste • • • • • • • • Limbo • • • • • • • • • • • • • Mechanus • • • • • • • Mount ele tia • • • > • • • • Outlands • • • • • • • • • • • • • Pandemonium • • • • + • • • • Y gard • • • • + • • • • 

No alteration to chool 

• Alt rations to chool occur; see plane description for details 
> chool i dimini hed on plane 
+ School i enhanc d on plane 

School i null on plan 

ABBRl''vl ,\nl1NS: A Air (elemental); Abj Abj uration; Alt Alt ration; Con/Sum Conjuration/Summoning; Div Divina ion; 
E Earth (elementa l) ; Enc/Cha Enchantment/Charm; F Fire (elemental); III/Pha lllusion/Phanta m; J11v/E1 o lnvoca-
tion/Evocation; Nee Necromantic; PE Parael mental Plan ; QE Qua ielem ntal Plane; W Water (el mental); Wil Wild 
magic 

• 12 • 



DIMINISHED (>) spell s hools have their effect r -
duced, due to ome oppo ition betw en the school and 
the nature of th plan . Diminished spells function at 
one I vel lower than norma l. For instan , an a ir-based 
p II used on th plan of Wa r i automatica lly di -

mini hed by the natur of that plan ·s eJemenL Furth r-
m or , diminished indicat that the ca ting of high -
I v I spells is impossible. Becau th power of this 
magic i more than can be tolerated by the forces of the 
plane. pells higher than 4th level can't be ca t. 

NULL(:.] indicates that spells of the noted schools 
are simply una vailable wh ile the wizard i on t hat 
plane. Th magic of the spell is too oppos d to the na-
ture of the plane, so pells of that school don't function 
within the plane. Cast that spell and it's gone, b rk. 

SPEJ..l. Kt=YS 
With all these alterations and re triction , a pellcaster's 
life on the plane could b nigh impo ible. Imagin 
om poor sod of an elem ntali t wizard out there on 

Gehenna, cut off from the Ethereal and unable to cast 
th mo t powerful of his pe ll . Kind of make a wizard 
ju t want ro stay horn , h? 

Good thing, then that there's a way around it: For 
each p lan , there are secret spell keys that attune a wiz-
ard to the magica l vibrations of that plan . Once the 
spellcaster's in harmony with the p lane's essence, some 
or a ll of hi pell may behave nonnally again. re really 
not much of a dark, since most planar mages know the 
keys exist, ven if they don't know the keys for every 
plane. It's h pellca ter from the Prime Mat rial who 
tend lo be mo t cluele s about such things, much to the 
general amu ement of their planar counterparts. 

Most ke\'S, regard/es. of what they are, add I to 
tlte initiative or casting time of 11,r spr/1. 

Spell k y take on lots of form , which ar nev r 
the am from plan to plan . On Y gard pell key ar 
a lmo t a lways runes - trac d out, poken, thrown, or 
what ver - invoked as the spell i ca t. On Mechanus 
key tak the form of equation - math matjcal formu -
lae that a lter, just sl.ightly, the natur of th universe. 
On Limbo, the heart of Chaos, the key are on tantly 
changing, so a sodd ing spellcaster is never quite sure 
what' going to work right next. 

Difn rent keys have different ranges of power. The 
most common i the general key. In this case, a single 
key affects all pell of the same type. For instance, a 
general key might restore the spel ls of an altered school 
or reactivate a ll Ar -based magic. Other keys ar not so 
generous and are know • as specific keys . These m-
power a sing! parlicular spell. On Mount Celestia, a 
cuner needs asp cial key to makefearwork prop rly. 

Another pecific key allow a wizard to cast conjure 

elemental spell s on the Outer Planes, but it shou ld b 
pointed out that the th ing which show up is made of el-
emen ts that exist on h plane where the spell is cast, 
and h pirit of the creatur i d rawn from the essence 
of that same plane, too. Thos l mentals ain't the same 
a "tru " elementals, and the ummoning sod who 
do n't take that into con ideration i in for a long day. 
(S page 42. "Magic on tll Out r Plane ," for details.) 

YEBU FIGURE A SWEBRD AND A 

BUNCH EBF SPELLS 
ffiAKE YEBU +EBUGH? I+ AIN'+ 

WHA YEBU GEB+ +HA+ CEBUN+S, 
BERK, l+'S WHA+ YEBU KNEBW. 

- fAlR.VEN , A CIPHER 

It doesn't tak a club to point out that k ys hav 
limits, and on ly a leath rheaded wizard 's going to think 
th y'II solve everything. Som, chools and spells simply 
hav no keys - most t im that's because the nature of 
th plan i too incompatible to the spell 's magic. No 
matter what' done, ajireba/1 won't work o• the plane 
of Wat r, and wild magic will never function in the rig-
orou ly order d univers of M chanu . 

PRIES+ S 
AND THEIR GEBDS 

All these changes of pell effects aren't ju t for wizard 
- magic changes for priests too. Pri ts have got their 
own considerations that affect spelkasting, and it' all 
tied to their higll -up men, their deitie . Th bigg t deal 
with priests is that they don't get their power from ci-
ence and study, but from their deities. Now, in n arly 
all the powers (except for a few elemental types) live on 
the Outer Planes, some sages would postu late that mo t 
prie ts on the l nner Plan are out of luck. After all, by 
the logi aJready explain d, the Inner Planes are u off 
magic- wi e from the Ou r Plane . Well, those wou ld-
be age are wrong. That' what happens when a berk 
trie to fol1ow logic out h re. 

H r ' th dark of it: If th powers couldn't reach 
the ir follower verywhere in the multiverse, they 
wouldn't be very fearsome, would they? Think about it. 
Power are unfathomable, mysteriou , and magnificent. 
How they overcom the logic probl m that binds the 
rest of the magic- u ing multiverse i n't found in the 
morta l world . 'Cour e, tile facto ! debate it: Godsmen 
say mortals haven't achieved interna l und r tanding, 
and the Atbar use it as evidence that the r · a greater 
universe beyond this one. Are they r ight? Are they 
wrong? What's it matter what the poor sod think? The 
fact is simple: Priests pray and get their spells. 

• l3 • 



Con-
tacting th ir god to learn 

. pc! I isn't the problem for 
priest - wand ring into n my territory 
is. Here· the chant: The plane - Inner, 

Outer, and even omC' of the Demiplanes -
arc territory specitically beholden to one group 

of powers or another, power Lhat don't look kindly on 
int rlopcrs, especially not provocateurs from some 
other plane. Some powers, especially those down on the 
Lower Plane , hav, enough trouble holding to a truce 
with rival on their own plane, let alone with gods from 
plan that cliff r both morally and phy i ·ally. All th -
oclding priests out to impress their high-ups cou ld 

make the Outer Planes a very bloody p lace. Still, 
putting every enemy priest in the dead-

DEBUB+? 
WE oei ~1e+ QUES + IEBN. 

WE DEB. 

- meDR$N TRICAJ.US 

book's only 
going to rnak 

troubl for a 
d ity, and since 
it's not possible 

to lock a ll the 
doors Lo a 

plane, the powers find oth r ways to uppress the med-
dling agents of their rivals. 

The end of it all is that th r ' a two-part under-
standing that keeps the multiverse from going to war. 
First off, god just don·t go sending legions of their 
faithful into each other's home planes. It's bad form 
and bad busine s, even for 1anar'ri and baatezu, who 
have th ir hand full with each other as it i . Second, 
and most importantly, 11•/1c11 a 11rit's1 clwrai·u,r is 011 a11 
Ouh r Plt11u of/1('1 1/11111 11 1/tc,r l,j,; deity rnitic,. hc.fi111c-
1 ion, a, [( Ire 11·1·n· cmc e.rpcricnn· fr1·cl loll'er Ji1r ,·1Try 
11/r11w IH 111•cc11 lnm~d/' 011 rJ Im t/1."itv\ Jtr1111c p/a11c 

For example, Nayla the Righteous is a 10th-level 
prie t leading a band of faithful warriors into the heart 
of Pandemonium. The home plan of Nayla' deity is 
Bytopia. Moving around the outside of the Great Ring 
(se the poster map of th planes), Elysium, the Beast-
lands, Arborea, Ysgard, and Limbo all Ii between By-
topia and Pandemonium. Therefore, while on Pandemo-
nium Nayla is effectively a 5th-level priest, and all 
those spells that higher- lev I clerics wield are lost to 
her until she gets a Ii tie lo er to home. 

Spell loss is ins1antanrous and temporary, taking 
place the moment a plan i entered. If the 
character currenlly has memorized more 
spells and spell levels than are 
allowed, lhe ex-
tras (of the 
player's 

14 

choice) are in tantly wip d from his mind. Upon cross-
ing a boundary that brings him closer to hi deity's 
home plane, the priest's spell levels are instantly re-
stored. However, knowledge of lo t spell doe 11·1 in-
stantly rel urn; the ch a ractcr must rest and pray for 
spells as usual. 

Note that Nayla's "power conduit" doe n't trace 
the shortest route to her home plane, like magical it m 
do ( e below). Why? Becau e the god d n't want it to 
work that way! It stands to rea on that a priest from 
Bytopia should have a tougher time ca ting pel ls on 
Pandemonium than on Limbo - not cv rything powers 
do i unrathomable, b rk. On the other hand, if a 
prie t' · d ity re ides on one of th l1111er Planes, he's 
going to lo e three effective level 011 any Outer Plane, 
a the Astral. Prime, and Ether a l Ii b tween him and 
his power sour e. Th am limitation applies to those 
cleric of the Out r Plane who visit the Inner Planes, so 
in this case prie t magic doe work like magical item . 
(Is the logic ircular? Remember the Unity of Rings 
principle?) At any rate, lhe moral of the tory is: lf you 
can't take all your spell with you, take lots or scroll -
they're not affected by any of this rival-power/plan 
stuff. 

P$WER KEYS 

A prie t, because a plane's home lo his high-up man, 
can also di cover power keys. A power k y do n 't ju t 
re tore a pell to normal (lik a pell key does), it makes 
the sp II work even better than b fore. For instance, a 
cleric who has the right key can ca t cure light wound 
and get th maximum effect ev ry time. Power keys are 
rare, 11ery rare, and the pri st who know one should 
count him elf a lucky soul. Wh rcas g neral and spe-
cific keys are just part of the planar landscape, power 
keys (as their name says) are c reated by the powers 
themselves. 

A power key can change anytime the deity wills it, 
o there's no promise that a priest can use the same key 

forever. Odin might teach one of his priests a rune 

SPELL KEYS A RE- LIKE SCARS -
YEBU NEVER LEBSE +HEm. 

- mt:G e· +H£ mAZ£ 



that's a power key to improve all divinations. lf that 
prie t should foolishly go out and teach this to all hi 
disciples, Odin might get offended and change the 
power key so the priest's rune no longer works. 

The gods use power keys to reward faithful ser-
vants or as extra muscle on a particularly dangerous 
quest, and they only pass them out to those who de-
erve them. A priest can't request a power key or even 

find one in a treasur trove. The best guess as to why 
power keys are so carefully guarded is that each costs 
the deity a tiny portion of its might. Not many deitie 
relish the idea of weakening themselve , so power keys 
ar pretty rare. 

There's one risk in using power keys that should be 
mentioned, particularly to priests on the Lower Planes. 
More than a few of the evil powers enjoy making false 
power keys. It amu th m no end to I t out the chant 
that standing on one foot while casting a spe ll or 
plucking the feathers from a chicken will work a the 
pow r key to a who! group of spells. lf a pri st' lucky, 
thi humor won't ause anything worse than not hav-
ing a key at all. Mor lik ly, the fal e pow r key' going 
to alt r th spell in ways th priest sur ly won't want. 
In other words, wh n a berk get a key, he'd b tter make 
sure it' from his d ity and not some rival. 

fflAGICAL I+Ems 

Most magical it ms are bound by the same rules and 
limitations as wizard spells when it comes to function-
ing on the planes. Take a wand of fire to the plan of 
Water and all it' really good for i making harmless 
bubbles of steam. A wand of wonder, whi.ch uses wild 
magic, is a u ele stick on orderly Mechanus. And un-
1 ike spel l , ther are no key to make magical it m 
work properly. Table Ill in the next column lists magi al 
items and the spell school equiva lents they fall into. 
Refer to Table II for specific alteration effects on magi-
cal items. 

mAGICAL WEAPEDNS 
A N D A Rm ED R 

When magical weapons and armor are made, they b -
ome attuned to be energies of th specific plane on 

which they are crafted. Move such an item away from 
that plane and its connection to those magical energies 
weakens. The further it moves from its home plane, the 
weaker the item becomes, instantly losing one plus for 
ev ry plane's distanc from its home. For instance, take 
a sword +2 made on the Prime Material to the Astral or 
Ethereal Plane and it becomes a sword + 1. Carry it fur-
ther still, to the Outer or Inner Planes, and it becomes 
ju ta word +O, with no magical bonuses at all. Magi-

TABL£ Ill : SP£LL SCH$$L EQUIVAJ,.t:N+S 
$f MAGICAL I+ems• 

P0110 AND OILS generally fall in the alteration school, 
changing the user in some fashion. 

PHIUERS are usually enchantment/charms. 
PR0TECnQN ROLLS are abjurations. 
RING S fall into several categories, depending on func-

tion. Most are either alteration (ring of blinking, 
ring of fire resistance) or enchantment/charm (ring 
of human influence, ring of mammal control). 
Rings tha project energy (ring of the ram) are in-
vocation/ vocation. Those that call on beings are 
conjuratfon/summoning. A ring of protection or a 
ring of pell-turning uses abjuration magic. Rings 
with sev ral uses abide by the affects of the "speJl " 
being cast at the moment. 

WANDS are generally of the invocation/evocation 
chool. 

STAVES are aff cted according to the spell being cast. 
Weaponlik. functions use alteration magic. 

Roo either go by the spell-like power used at the mo-
ment or use alteration magic for weaponlike abili-
ties. Several rods (the rod of rulership, rod of be-
guiling, rod of splendor, and the rod of terror) use 
enchantment/charm magic. 

MtSCELLANFOU MAGIC'Al l rEMS can use the full range of 
magic schools. The best approach is to compare the 
item's effects to existing spells. Bracers of brachia-
tion ar alteration magi , Bucknard' ever.full pur. e 
i conjuration/summoning, and a libram of gainful 
conjuration is n cromantic (since it adds Ii~ en-
ergy in the form of a n w level). 

ARTIF-Ac.TS are unaffected by the plane . Unles specifi-
cally noted oth rwi e, an artifact function nor-
mally on all plan , although v n the effect of an 
artifa are subje t to th natural law of the plan . 
Thus, an artifact that reates a ma ivefireball 
cannot overcom th problems facing fir ball 
within the solid ocean of the plan of Water. 

• When determining the planar effect on a special magical 
item, compare it to existing pell - a potion of healing 
would be classified as being in the same school as a cure 
light wounds spell, and a ring of flying would be from the 
same school as a fly spell. When there is no I ar match for 
a magical item, the typ of item can be u ed to determine 
any alteration, as determined in Table Ill. 
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cal armor suffers the 
same fate. De-

spite being 
inert, these 

items stiJI detect 
as magical to a 

detect magic spell or 
other divination device. 

Magical items 
reduced to O pluses are 

effectively inert (until 
they're moved closer 

to their home planes). At that 
point, xtra abilitie - speech spell-like powers, and so 
on - can 't b used. (Weapons with multiple pluses, such 
a a sword + 1, +4 vs. lycanthropes, are not rendered 
inert until th ntire +4 bonus is lost.) Note that a sword 
+2 thre tim s r moved from its home plane doesn't be-
come a word - /. The absolute bottom is 0. 

To k ep ra k of this change during a game, af-
fected weapons can be noted in adventure keys by plac-
ing the modifi d bonus to hit in parentheses - for ex-
ample: word +2 (+1). An inert blade would be noted a 
a sword +2 (OJ. An inert item isn't completely useless, 
for it can till b u ed against creatures that can only be 
hit by a11y magical weapon. If a + 1 or greater enchant-
ment i pecifi d, however, the sword must retain at 
lea t that many bonuses to be effective. 

Tho e bloods who figure cursed weapons are af-
fected in the ame way will have to pike it when they 
x rci th th ory. A cursed blade intera cts directly 

wit/, its 11 •ic/der Ho matter urhc:re he s1011ds, a11d all the 
plane hopping i11 th e 111ultil'rr~e won 't change that . 

When calculating the distance between the current 
plane and th home plane, the DM should remember 
that the Astral Plane connects to every Outer Plane and 
that the thereal connects to every Inner Plane. So, if a 
chara ·ter on Pandemonium uses a magica l sword 
forged on G -henna, the sword loses 2 from its pl use 

b cause the shortest route traces through the Astral 
(or the Outlands) to Pande-

monium. lf the sword's 
home plane were 

Limbo, it would 

only lose I plus, since Limbo and Pandemonium are di-
rectly adjacent (see the map of the plan s). Th ame 
pattern applies to the Inner Planes, where the Ether al 
serves a the link. The greatest number of plan s that 
can separate two po ints is four. [fan Inner Plan is a 
weapon's home, the longest path would b Ethereal to 
Prime Materia l to Astral to Outer. 

When calcu lating distance, the demiplan , 
extradimen ional spaces, conduit , co lor pool , vor-
tic , and verything else have no effect. A d miplane 
in the Ethereal doesn't count as a separate plan ; lik -
wise, a conduit from the Prime Material to an Out r 
Plane doesn't reduce the number of plan parating 
the two. 

WE'RE mAR©©NED I N BAA+©R, 
Y©U'VE LEBS+ +HE GA+E KEY. 

A D©ZEN Pl+ flENDS 
ARE HEADED +HIS WAY, 

+HE PALADIN IS D©WN 
AND ri11GH+ BE DEAD. 

AND Y©UR P©WER KEY'S A FAKE -
S© WHA+? 

HEDR+AZ el f + tt t: BJ.t:AK CABAL 

Fortunately, the variety of planar sources isn't 
that broad, since most weapons and armor the charac-
ters are likely to get come from only a few ource . 
With the exception of those few d iti devoted to the 
forge, th powers discourage folk on their turf from 
creating mag ical items willy-nilly. It doesn't do for 
even their agents to be making them elve pow rful 
without p rmission, especially not in the ye of ome 
fiend-princes of the Lower Planes. Petitioners a a rul 
don·t manufacture magical goods, sine thi doe n't 
very oft n bring them to the gr at r ward they're striv-
ing for. 

Forge work's not barred everywh -re, of our c, or 
there'd b no magic at all on th planes. A ide from the 

odd bit of godly craf ing - someth ing 
no sod i ver likely to 

·tumble over -
Sigil' well 

known for its 
magical parapher-

nalia. The Great Bazaar 
(see Sigil and Beyond) in particular is 
lined with stalls wher a forgemaster 

wizard' ll take an order for a bit of cu tom 
work. 'Course, it'll co t a utter a lot of 

jink to pay for the job, but ther 's 
enough money on th plan o keep 

a dozen wizards in steady work. 
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Th· main reason Sigil's got 
more or this work than a11ywhere cl is b ca use che 
gods ca11·1 inrcrfere with the business Lhcre - not al the 
center of the Oullands. and not on the Lady of Pain' 
turf. With nothing lo prevent th ir hand. emigrant 
dwarv s. cunning \icnings, and practi al humans have 
all set up hop in rclarive safety. Rrlati11e -arty, mind, 
be ause there's always th threat or . ome offended god 
ending a proxy to put a body in the d ad-book. Plu , 

there's alway thieves practicing the cross-trade on lu-
crative targ t . 

There's another r a, on Sigil's w aponry is in 
demand, a practical one that keeps the business com-
ing. Weapons made in Sigil lose only a ingle plus on 
the Great Ring. as the Outlands arc adja cnt to all the 
Outer Plane . IL the best place for a planar to make a 
weapon, short of the Astral. and that plane' too full or 
clang r . 

Another common source of weapons i the Prim 
Material Plane, as so many primes have b en making, 
trading. and getting themselves ki lled over magical 
weapons for eons. 'Course, prime-based weapons surfer 
the loss of 2 pluse on both the Inner and Outer Plan s. 
This m ans most prime-material gear is a patch weaker 
than what a planar might make. All to ld. the best that 
can be said or prime weapons is tha 1 they're equally 
disadvantaged on the Inner and Outer Plan . 

Becau c of its importance to a PLANESCAPE cam-
paign. OM anti players should keep track or the hom 
plane of magical weapons - but this doesn't need 10 be 
a difficult and secre-
tive process. The 
source of 
most 

weapons mad on the planes i. 
easy to tell; a sword made on the 

Abyss jus1 doesn't look the ame as a word from 
Mount Celestia. If a basher can't identify the source. 
there are experts in places like Sigil who will gladly do 
so (for a fee, of course). 

When a magical weapon is discovered, the OM can 
choose on or three options for its origin. First. it can 
be given a particular home plane. carefully chosen for 
some specific adventure purpose. This choi is best re -

served for tho · really rare item 
made by proxies. G tling and 

u ing one or the e it ems is usually 
a highlight touch to a grand adven-

ture: Braving the 50th layer of the 
Abyss, the player characters discover the 

armor and sword of the late Imperious the Fa ithful. 
who had been specially outfitted and sent on the same 

quest rhe characters arc I ow try in g to complete. That'll 
give the playe pau e. 

Second. the weapon' home plan c,in be the same 
a the curr nt plane. This is qui k and convenient at the 
time the weapon's round. but can lead to confusing 
bookkeeping, e pccially ir the characters travel to sev-
era l plan and ac(]uire gear on 1h e way. Also, what 
seems lik r a onably go d magic when first found can 
prove weak and nearly us less a the group travel far-
th r away. 

The third and casic t solution i · lo assume lhe 
weapon ome from Sigil. Thi way, mo. t weapon ad-
justment in the entire pany are consi tent lhroughout 
the majority of the Outer Planes, simplifying bookkeep-
ing for play rs and DMs. Thi choic should be u d as 
the default unless stated otherwi. c. That way it serves 
as a prol ction, should the DM forget. the players lose 
their notes, or som , imilar calamity occur. 

T •1 E N EB B L E , B E S +, l 

+RUE PE+l+ l ffiNERS 1• SIGll 
ARE +HEBSE WHEB +URN 

At [ LIS+EN 
WHEl--l +HEY HEAR 

SWEE+ +RUmPE+S SE0UNDING. 
DEVA ISAB 

GIF+HE B-EN+ WING 
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For a cutter lo make it on the planes. he's got 
to know how LO get around quickly. It won't do 
if a sod ·s got to wander through Gehenna and 
the Grny Wa te b cau e he doesn'L know the quickest way to arceri. It\ 

pure fact: No planar wanl 
to rely on spcl least rs just 
lo cross lhe thcrcal. For a 
blood Lo survive on the 
planes. he' got to learn the 
dark or ponals, doors, con-
duits. vortices, and other 
planar pathways. Only then 
can he really sarcly adven -

ture on the planes. 'Course. nobody !>tarts 
off knowing all this sluff - it's some -

thing mosl basher!> 

KEEPING CE9N+RE9L 

learn as the 
~o along. 

A practical problem for every PtANESCAl'L campaign is that or how char-
acters will travel through the vast expanse or the planes. Normal wilcltr-
ne s movement rrom one infinite universe 10 the next is impos iblc. 



Except on the ring of the 
Outer Planes, a body can't rid -, sail or ny 
from plane to plane - it just don't work that way. 
Furthermore, a character doesn't just walk from the 
Prime Material to Lhe Astral Plane, and sailing a 
boat across the fiery sea of the plane of ire i 
going to take a pretty special boat! Even on a plane 
where character can travel overland, like Arcadia, th di tances between 
realms can be so va la to be impo ible ton gotiat . 

But in ma11y ways, these problem are all ·imilar 10 those faced by a OM run-
ning a prime-mat 'rial wild rncss adventur : Unlc given limitation · and guidan , 
player character can travel anywhere in uch a wildcm s. far and wide of the DM's car -
fully laid plan . Al o, while the mulliv r offers ncll po ibililies for advcntur , play rs can 
be quickly overwhelmed by the options. OM in either ca e are fa eel with the impos ible need 
to b pr pared for ev 1y pro peel. ew ar in tantly r ady when the playe1 d id their chara -
ters want to go there instead of here. 

herefore, pell , magical it m portal., pools, conduit , and v rticcs ar ju t the ool to 
help the OM keep the plane manageable. Over mo t of these the DM has absolute control. The 
eharact 'r can't indep •ndently open a new ponal in Sigil or dir ct th now or a vo11ex; thes 
1hing· the OM cl id . . Likewise, the OM choo e what magical items arc di cov red and wh r 
olor pool will I ·ad. Wilh these, Lhe OM can prevent the player charact r · from rea hing 

certain plan . 
But blocking the charac:lcrs from taking unauthorized 

tang 'Ill is only hair the olution. If the play r don't want their 
c:haractc:r- to xplore the OM' late t creation, th -n blocking off 
all other choi sonly lead to frustrnlion. Interested player 

EVERY+HING DECAYS . 
WE'RE 1us+ HERE 

$ HELP I+ ALEDNG. 

cnainly don't need to have their characters pushed, and they'll -f AC+ e L pf: N +AR ef +He 
probably talk about wh re th y want to go long b fore hey know D E9 E9 m GUARD 
how to get th ·re. Good OM watch for those cue and u them. 



TCD AND fRCDm 
+HE PRimE 

Although most planars won't admit it, a prime's claim 
that his home world is the hub for the multiverse makes 
a lot of sense. Jt 's the only plane wh re both the Astral 
and Ethereal Planes intersect, so it is something of a 
crossroads of the multiverse. 

Y t for om reason, the Prime Material Plane isn't 
very open to planar travel. Folks from the Outer Planes 
are always amazed at the effort it takes for a group of 
primes to shift from one plane to another. This is 
mainly because primes lack the natural ability to pass 
between planes, a power mo I planars tak for granted. 
Planar travel to and from the Prime Material usually re-
quires special spells or magical items to make the jour-
ney. Oh, there are a few vortices and conduits, but not 
many and they re little known. Jn addition, a few of 
Sigil 's portal open onto worlds of the Prime Material 
Plane. 

Nevertheless, the astral spell and plane shift 
spells are by far the most common methods for travel-
ing off the Prime Material. The first carries the caster 
(and those traveling with her) to the Astral Plane only. 
A plane shift is a quicker method for reaching a dis-
tant plane, in it allows the caster to skip the tedious 
bu ine s of traveling through any intervening planes. 
It does have more risk, though, since the caster is there 
"body and oul,'' as it were, and if the caster is killed, 
h 's as dead a if she'd be n killed on the Prime Ma-

terial Plan . Th a Ira/ spell, on the other hand, cre-
ates a new body for the caster, and this allows her to 
take more ri ks on the Outer Planes. When an astral 
body is killed, th ca_Ler' pirit immediately returns Lo 
her body on Lhe Prime Material Plane. (It's said the 
worst this cau es is a bad case of nerves and a nasty 
headache.} 

uriou ly, although the Prime Material Plane is a 
nexus point to the Eth real, wizards and priests have 
y t to come up with an ethereal version of the astral 
spell. The best-gu s reason for this is that without the 
ilver cord - omething unique to the Astral Plane -

it's impossibl to make a version of this spell work on 
the ·therea l Plane. Sure enough, wizards haven 't been 

able to create any pell that specifically gives them 
a door to the Ethereal P.lane, even though this 

isn't a prob! m for magical items. 
The items listed below provide 

other common ways for primes to reach th 
plane . These have the advantage that 

the DM can control 
what he or she 

chooses to give the 
players (and when}. 

• Amulet of the plane 
• Cubic gate 
• Mirror of mental prowess 
• Oil of etherealness 
• Plate mail of etherealness 
• Robe of ta rs 
• Rod of passage 
• Slaff of the magi 
• Trimia 's catalogue of Outer Plane artifacts 
• Well of ma11y worlds 

It should be said !hat there are several problems in rely-
ing on magical items for getting bashers around. For 
one, several of these items do more than ju t open a 
path io the planes. Giving a cutter a staff of the magi 
means giving him a good deal of firepow e r, maybe 
more than the DM desires. Second, a number of the-c 
items can be used only by wizards. This means every-
one in the group may have to rely on a single character 
- another potential problem and conflict. Third, other 
items such as oil of elhereo/11ess have limited uses, so 
some characters may find themselves stranded on a 
plane without a way to gel home. Finally, there's the 
matter of just giving magical items away. If at all possi -
ble, adventurers should have to earn their magical 
items, notjust conveniently receive them. 

What most primes don ' t know is that lhcrr are 
ways that anybody can use to get around the multi -
verse, if they know the dark of them. These are a few 
means to move the player characters around the planes 
that don't rely on spells or magical items. They are the 
gatelike passages known as elemental vortices, a tral 
conduits and portals. Color pools arc accc sible, but 
only through th Astral Plane. 

t:Li:fflEN+AL VEDR+IC£S 

Vortices are direct openings between one of the four 
basic Elemental Planes (Earth, Air, Fire, and Water) and 
the Prime Material Plane. They aren't the easiest things 
to use, since vortices are found only at the heart of great 
concentrations of elemental stuff on the Prime Material 
Plane. This means most vortices gape at the heart of 
things like volcanic caldera, oceanic trenches, soaring 
mountain peaks, or the deepest mines. Vortices are, how-
ever, very stable - such large concentrations of matter 
seldom shift much over the course of a human lifetime. 

There also may be vonices that lead to the Quasi -
and Paraelemental Plan s. None have yet been mapped, 
and if they exist they're probably only temporary 
things, brought into being by sudden passing events. A 
vortex to the Quasielemental Plane of Lightning might 
be found at the very center of a raging thunderstorm, 
and another to Radiance might be localed in the curling 
arm of a solar flame. 

• 20 • 



A vortex looks like a shimmering pool or wall of 
elemental tuff - fir wirls and bend with flaming 
magma, water ripples with deep cerulean colors, air 
shimmer like heat waves, and earth grind and hifts 
like earthquake-trembled rock. When a ba her knows 
what to look for, they aren't too hard to find. 

There aren't any known vortices to the Energy 
Planes. Although both are basic life (or death) forces, 
wise bloods don't clas ify them a Elemental Planes. 

AS+ llA I. CED ND U I+ S 
Conduits are shaft that go directly from the 
Prime Material Plane to one of the Outer 
Planes. Conduit pass right through the 
Astral Plane and look lik giant ilver 
arteries there. They snake all the way 
through that plane in Lheir joum y 
from the Prime Material Lo one of 
the Out r Plan . Although it seems 
that conduit don't mov , th 
chant fTom astral travelers i that 
these conduit are constantly 
twisting, writhing, and wriggling 
around on that plane. Luckily, 
though, the nds remain largely 
table, most alway dropping a 

berk off in pretty mu h th 
ame place ea h tim he passes 

through one. 
fn wizard talk, conduits are 

either young or mature. A young 
conduit goe only on way, so 
it's possible for a poor sod to step 
off a conduit into Baa tor and not 
have a way back. Mature conduits 
let a cutter step through in either 
direction, which can be useful 
until that purstting fiend steps 
through, too. Whether young or 
mature, conduits can only take 
a being to the uppermost level 
of any plane, though there are 
other conduits that can go From 
one level of a plane to another. A 
b rk can't go from th Prime 
Material Plane strajght to the 
seventh layer of Mount Celestia 
or right down to the iciest lay r of 
Baator through any astral conduit 
{though why a b rk'd ever want to 
do the latter is beyond reasoning). 

A feUow can't pick out 
where he's going to land, either. The first 
time through a conduit i blind chance. All a basher 
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knows is that it'll be somewhere on some plane. In fact, 
most conduits tend to drop a od somewhere in the 
middle of nowhere. This ain't necessarily as bad as it 
sounds, though, since a fiend 's not too likely to be gen-
erous toward unannounced visitors in its malignant 
horn . 

The maw of a conduit is invisible to normal sight. 
Under a spell like true eeing, it looks like a reflective 
haze - a cloudy mirror is another way to describe it. Th 
haze is opaque, and certainly nothing can be seen of 
where lhe conduil lead" or what might be on the other 
s ide. Conduits have the gr al advantage of being quick. 
They pop a body righ through the Astral Plane in a nod 
and a wink, so a cutter doesn't have to waste any pre-
cious travel time. However, since they're often two- way, 
there's just as much chance of something unpleasant 
stepping off the Outer Planes as there is of a prime zip-
ping to lhe Outer Planes for a quick adventure. 

A conduits are pretty well an hored, there's a 
brisk trade in maps of their openings and endings. It 
pays lo be real careful in buying these, however, be-
cau e there 's more than a few cony- catcher out there 
with cunningly made forgeries, ready to work the 
cro - trade on some gully prime. 

PCDR+ALS 

Portals are the doorways to and from Sigil, and they 
have a lot of advantages over vortices and conduits! 
First. a portal can connect to any layer of any plane at 
any point - it's just that one end is always anchored in 
Sigil. Step through an archway in Sigil and a od might 
find himself on the 447th layer of the Aby s or the 
sixth level of Mount Celestia. Second, portals don't pass 
through any other planes. Irs not like a conduit, where 
the traveler till has to go through the Astral Plane (al -
though inju t seconds). Portals directly link two places. 
Third, portals aren't as hostHe as vortices. A cutter 
doesn't have lo figure out how to reach the center of a 
volcano or the bottom of an ocean in order to use a 
portal. Most of them are easy to reach and pass through 
- provided a body knows where to look. 

A portal may be easy to reach, but to do that a 
sod's got to find it, and that's another matter entirely. 
Portals general ly don't advertise themselves. They don't 
glow with strange colors, and a being can ' t look 
through one and see the destination on the other side. 
They don't detect as magical, but their presence can be 
discovered with a /rue seeing spell, though even this 
won·t reveal where they go. A basher can walk through 
a portal and have nothing at all happen, too, because 
each one tak s a special gate key. 

This key isn't like the one used for a normal lock 
and it isn't a pell or power key, either. This key's some-
thing pa,ticular 10 that portal - a word, an action, or 

YEBU EVER +RAVELED 
+HE GREA+ REBAD 

AND SEEN +HE rTIADNESS 
EBU+ +HERE, LEA+HERHEAD? 

TRY 1+, AND+HEN +ELL mE 
I+ ALL ITTEANS SEBITTE+HING. 

- CARAVAH-fflAS+f:R PHAAL 
IDf +HE BLt:AK CABAL 

an object carried aero s th thr shold, for instance. 
Only when the key' used will the portal come to life. 
Then , the portal flashes with a brief flare of light -
golden, ruddy, hellish, or whatever - and an electrical 
crackle sounds a the traveler teps through. Those 
watching migl1t see a brief glimpse of the destination, if 
they're quick to watch before the brilliance fades away. 

Some portals are stable, some are temporary and 
others seem lo shift around in random patterns. Portal 
always ground their ends in some kind of arch. In Sigil, 
this i mostly doorway and gates. Out on the planes it 
might be anything - a palace door, a cave mouth, the 
curve of a bridge, even a canopy of tree branches. Be-
cause of this, portals are rarer on Limbo or the Ether al 
and Astral Planes, where archlike shapes are harder to 
find. Portal to the Ethereal lead mostly to clemiplanes 
of solid matter. Portals to the Astral have an unpleasant 
habit of grounding themselves in githyanki fortress<: . 
On Limbo, portals constantly shift and mov as new 
arches rise and old ones collapse in the turmoil of that 
plane. 

Sages aren't sure what the portals ar and why 
they always have one end in Sigil. Theories abound , 
and it's something of a sport to try to propo can an-
swer. It's a mystery that make Guvner crazy - they 
can come up with the rules for what the portals do, but 
not those for why. Answers run from complicated cal-
culations about Sigil as the nexus point of the multi -
verse to the incredible-sounding but perhaps accurate 
suggestion that the portals are living things which feed 
off the energies of Sigil and its travelers. 

Who knows the real truth? It doesn't really malter 
- the portals work. 

TH£ GR£A+ REDAD 

... ain't really a road and it ain ' t all that great, but 
that's what folks call it: the Great Road, the Ring. Fact 
is, it's an idea mor than a thing. There's actually a road 
on some planes, but mostly it's the thought of the Ring, 
the grand union of all the Outer Planes, that poets ing 
about. What it really is is a string of portals, permanent 
and unchanging, that link each Outer Plane to it adja-
cent fellows. Now, if a berk had the years and the com-
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pliai1ce of the fiends in his path, he just might be able 
to walk the whole thing in sixteen Ii~ 1imes, but, then, 
who'd want to? 

ach portal on the Great Road exists as an arch, 
like the portals of Sigil. However, looking through one 
or the arches or the Ring, a being can see his destina-
tion on the other side. Passing through doesn't require a 
key, either. All a being's got to do is step through the 
arch. 

Towns, forts, en ampments, even barricades 
spring up around the Great Road's portals. On the 
Upper Planes they're u ually used for trade and com-
m ·rce, but on the Low r Planes these town are staging 
points for the endles Blood War. These are dangerou 
place to pass through - a stranger here could get 
himself gulled a a spy or dragooned into the nends' 
rank . Most folks don't go there without a powerful 
reason. 

Each Outer Plane has a permanent portal that 
leads to the Outland!>, too. Town sprout up around the 
Outlander end, like Plague-Mort, Ribcage, Glorium, and 
Automata. But even though these burgs it on the Out-
lands, their character is very much that or the plane 
they watch. Ribcage, which lies at the portal to Baator. 
is thick with pestilence and horror, and Glorium, near 
Ysgard, is lilled with noble virtue, and so on. These arc 
places where low-level adventurers can get a taste of 
the planes with a little less risk invo lved. See Sigil a11d 
Beyond for idea and further information. 

THE E+HEREAL PLANE 

The cocoon or the Inner Planes, the Ethereal Plane i , in 
Marinj th Poet's word ·, 'Th grand and mi ty shore." 
For a body that's s 'en it, the description mak s sense. 
because th Ethereal'. like c1 great fog-bound realm 
with mi ts or green. red, silver, blue, and whatnot in be-
tween. In thi a cutter an ometimes hapes: win-
dows tooth r planes or drifting globs of protomatter. 
the tuff of future demi plane ·. 

The Ethereal's more like an ocean than Marinj 
knew, a it ha its shore and it de ps. Wh n a berk 
first cro scs the boundary into thi plan , h · in the 
shallow end, ailed the Bord r Ethereal. While tTaveling 
in this region, a basher's not realty here or there - he's 
not in the ·thereal or on hi starting plane; in the Bor-
der, he' in both. He can ' into adjacent plane , but 
he' invisibl to most fo lks there. The boundary be-
tween the Border thercal and th Deep Eth real i easy 
to po1. It's a big, . himmery wall of color, like the 
"northern light "some prime talk about. Th Deep 
Ether ··al' like the ocean, va t and bottomlcs . 

The ethereal mist isn't completely empty, though. 
hap s rise and fal l out or thi. void lik tranger. in the 

fog. Pure fact is, there·. plenty living here, things 

friendly and dan-
gerous both. 
There's creatures 
that live on the the-
real but hunt on the Prime 
Material. TI1ere's others that I rey on ethereal 
travelers, waiting to snare them in the mi t. ... 

Then there's the demip lanes. They'r i<;lands of 
matter out in the deeps of the Ethereal. Demiplanes are 
like regular planes, on ly they're smal ler and have defi-
nite border. Sages rigure that, in some millennia 
hence, the e demiplanes might become full - !ledged 
planes themselves, but this i only theory since it's 
never happ 11ed (that the sages know about, anyway). 
No basher knows how many demipli-rnes exist. Prime-
material wizards keep making new ones al l the time, it 
seems. Some of them are well mapped, but other are 
barely known. Of the two best known, the D ·mi plane of 
Shadow is the largest, and it' , powerrul enough to ex-
tend its essence into other plane . There, it feeds such 
creatures as the slow shadow and the shadow dragon. 
It' possib le that the Demiplc111e or Shadow is near to 
becoming a full-0edged Inner Plane. 

Another of the demiplanes is one or mystny, 
known only as the "Demiplane or Dread," whi h is for-
ever lost in the deepest mi ts. Those unlucky plane-
hoppers who find it most ly don't come back, and the 
rew who do tell tales of horror that do well to caution 
others. Those sods talk or lands of darknc ·sand despair, 
where evil plays with mortals like a little boy play with 
toys. 

':,1•1 c 1 \I 1111~ ..,1< \I L11m11111•· ..,_ In the Border Ethereal, 
a p 'rson cans c the shadowy outlines of what ver 
plane he's adjacent to. The ground beneath hi feet is 
the shadowy ground of that plane. The traveler can't 
touch, move. or speak lo anything on the other plane. 
A tion and v rbal communication are impossible with-
out pells or magical items. In hi ethereal form. a Lrav-
ckr can wa lk right hrough any olid object on the 
other plane that's not sheathed in dense meta ls or 
magic. Ethereal traveler are invisible to folks on the 
other plane unles they use a detect i1111isibifity or a pe-
ially researched detect ethereal ·pell. 

In the De p Ethereal the ground vani hes, but 
traveler ti ll mov as if they w re walking, riding, !ly-
ing. or whatever. They're not doing any of that, though. 
In tead. they unconsciously move by power or thought. 
Distances have no meaning. ll only lake "some Lime" 
to reach one' goal. The clearer the thought and desire, 
the le s lime needed to reach the intended destination. 

WHERE DEB I GEB 
HB SEE H BLEBEBD WAR? 

- ANE&NYmeus Cl.Ut:LESS 
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SP! n \L M \ldl loNr1111nN"- . Most spells function 
normally on this plane. ('Course, those spel ls that ac-
e s the Astral and Outer Planes are restricted.) Solid 
matter created here can be moved easily, since it's vir-
tually weightless. Illusion/phantasms created here last 
without concentration, then gradually fade into noth-
ingn . There 's a 50/a chance of any illusion taking on 
a life and rea lity of its own, beyond the caster's control. 

N ,,nv1) \NIJ I! I\/ ,\RD".>. Chrono lily Foo creature, 
gingwatzim, gk'lok-lok, phase spider, terithran, and 
thought eater occupy the Ethereal. Many other crea-
tures hunt in or can see into this plane. Those ab le to 
e into the Etherea l Plane can affect beings there with 
pell and gaz attacks. In addition, there's the risk (at 

th DM' whim) of an ther cyclone snatching up trav-
eler and hurling them into random planes touched by 
th Eth r al. 

THE AS+RAL PLANE 

To some it's the most dreadful of nothings, an unre-
lieved xpan of silver, worse than the fog of the Ethe-
r al Plane. For others the Si lver Void (as it's also called) 
i a pla c or ubtle wonder, with patt m in the hade 
tha hint at gr at r thing . The A tra! Plane looks 

mpty, but th r · a lot drifting in it. 
Th mo t common things a ba her's going to se 

there arc the color pools - gateways to the Outer 
Plane . These hang in the void, shimmering in prismatic 
olor like th urfa e of a pond. A few prime have let 

out the chant that the pool are color-coded, letting a 
body know which plane they lead to, but as usual 
they're wrong. On smart thing to know, though, i that 
a od can u e a olor pool like a window, to ee wh r 
he' going, if h look through the colorful side and 
concentrate on what's beyond. It's sad the number of 
leatherh ad who don't know that trick. 

Color pool are on -sided, and a being can hit one 
from it back ide without eing it. Pa sing through a 
color pool - from either side - spits a traveler out onto 
th uppermost I vel of that pool's plane. Moving 
through a color pool's been de cribed a kind of like 
pu hing through warm molasse - the pool kind of sur-
round a body when he pr es again t it. 

A tral onduits to th Outer Plan are anoth r 
B atur of thi plane. Th e look like whirling funnel , 
exc pt they've got no ends. No matter how far a sod 

travel , th e conduits eem to go further. 
Conduit · are dangerou , too, becau e 
th y t nd to thrash 

around 

can suck up a traveler and 
spit him out someplace he don't 
want to be (at he DM's whim). 

More dangerous than the conduits ar the gith-
yanki, who'd just as soon put a sod in the d ad-book 
as talk to him. Their homes are bui lt on great is land 
of matter sucked out of other planes by the creation of 
a new conduit. Larger githyanki settlements are ome-
times made on the drifting corpses of long-forgotten 
powers. Weakened beyond awarencs , th powers 
have been cast out or the plane to drirt h lpl s ly in 
th silver void. Not dead ye not alive, th o- ail ed 
"god-isles" are slowly crumbling in an undying decay. 
Occa ionally a dim g limmer of awarene tir the 
power, and sometimes its thoughts and dream over-
whelm the squatters upon it. There's also the githyanki 
ships - bizarre vessels powered by thought alone, u d 
to hunt the a tral whal sand dreadnought or thi 
universe. 

Numerous little thing are al o found on th A tral 
Plane, like arrows soaring in endl ss flight, enemies 
bani hed to the drift in th void, and ven dangerou 
magic that's been cast out here for th sa~ ty or all. 

Snn \L P11Ys1c,\L CoNDIIIONS. Vi itor , wh ther on a 
ilver cord or not, a sume a olid (though tran lucent 

and pale) version of themselves. Bodie and objects are 
weightle , but can b prop II d normally. The world 
has no up down, north, or south. Creatures don't 
breathe, and they eat and drink pa ringly. They mov 
by pu hing off th ings or by thought. For the latter 
method, the character simply thinks about his goal and 
mov . For play r character , lntellig nee core x 30 
qua ls th number of feet traveled p r round. In that 

weightless environment, lntelligenc determines lhe 
bonu to hit and damag a if i wer Str ngth, while 
Wi dom ha th am ffi ct on Armor Cla and mis ilc 
fire as Dexterity doe . All mi ile rang (not magi 
range ) ar doubled, though non-nativ creatures uffer 
a - 2 attack penalty. 

Sri ll ·\I M \ufl CoN1J1110 , ..,_ Th Astral ha no link to 
the Ethereal and no extradimen ional spaces. Every-
thing radiat magic on thi plan , so detect magic is 
u les. 

N, II\ 1, \ 11 II 1\/ ,\RII) A tral dreadnought, astral 
wind, Foo reature, and gilhyanki re ide her . A tral 
wind an w cp a trav ler to distant reache of the 
plane without a moment' notice. 
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The Inner Plane are the realms of the ele-
ments. They're place of narrow- minded ex-
tremes, place who e very existence is d vol d 
to a single ubstance. Of all the plan in the multiver e, perhap none 
arc more ho tile to mortal life than thes . 

A k a clueless prime to number th lemental 
Planes and he'l l probably say four - arth, Air, Fire, 

and Water. In truth, there's more 
than four. Th Inner Planes in-
clud a whole range of elemental 
po ibilities - not just the foun -
dation plan of Earth. Air, Fire, 
and Water, but the Paraelemental 

Planes that pring from the blending of these (Ooze, Magma, Ice, and 
Smok ), the Energy Planes (both Po itive and Negative), and the Quasi -
cl m ntal Plane that link the ba ic element to the energy poles (Vac-
uum, Salt, A h, Du t, Lightning, Steam, Radiance, and Mineral). Eigh -
teen, not four, is the correct numb r of Inner Pl ane to be found . These 
ar th building block of all matlc:r. 



GE N E RA L Ce N D I + I e N s 

Although each of the Inner Plan sis singular by it 
own nature, they all have certain featur in common. 
The e are pres nted below. 

PIIY'>I( ,\I CON!Jfl ION'>. Except for the plane of Air, Lightning, and Steam, 
mortals can't safely breathe on th Elemental Planes. On the plane of Fir . air i 
sup rh ated beyond all tolerance and filled with poisonous gases. The planes of Earth 
and Water have no air to breathe at all; the Paraelemental Plane of Smoke chokes what air 
there is with thick fume ; and the Energy Planes imply have no atmosphere to p ak of. 

On virtually every plane, trav ler had b tter make special provi ion for food and drink a 
well. Th Jnner Planes have no inns, farms, plants, or game suitable to any but their own ele-
mental d nizens. Sure, a xom'II insist food abounds on the plane of Earth, but that's true only 
for those who eat rocks and gem ; any other poor od had better pack his own lunch. At least 
on the plane of Water a body can get omething to drink .... 

Mf\GH C0Nn 1110N . The Inner Planes have no connection to the Astral Plane so wizard 
spells needing outer-planar contact don't function without a spell key. Elem nta l spell - airy 
waler, water breathing, tra11 mute rock to mud, and so on - can be modified by asp llcaster for 
u e on each plane. For instance, airy water can be researched and modified to airy earth, while 
waler breathing change to fire breathing, and transmute 
rock to mud become. tran mute fire to moke (the para-
plane equivalent). For most, the intended effect of the 
spel l remain the same. Research on the modified spell 
take 1 d6 we k and cost 1 d6 x JOO gp. The n w ver ion 
counts against a wizard' tota l spells known. 

D11ncn0Ns. The lnner Plane have no north south, 
east, or we t, and om and don ' t even have an up or 

THE BEAU+Y EBFA SPELL KEY 
1s +HA+ 1+·s A S ECRE+ 

@F+He muL+JVERSE 
+HA+ fl+S IN YER PEBCKE+. 

- PARGE++E + Ht: APPREN+ICE 

down. "Up" i whatev r dir ction a b ing decides. With this condition, normal compa ses are 
usele , o a cutter needs an elemental com pas instead. Without one of these magical devices 
or - and don't ev n hop for this - a good landmark to ight on, a ba her's quickly Io t . 

The best way to get around on any of the Inner Plane i to get a guide. becau e nativ to 
the Inner Planes never get lost on their home turf. Even the implest harginn know whi h di-
r ction the City of Brass lies in. A age blood knows to hire himself a native guide straight off. 
and he never bobs him in the end either. 

POCKETS. None of th Inner Planes is purely all one lement. Ov r th history of all time, 
little bits of elements have drined loo e and crossed the boundaries between the planes 

until by now there are pockets of most el ment types to be found on all the others. 
Bou Id rlik islands of Earth drift through th plan of Air, pool of Water are held 

geode-lik on the plan of Earth, laval ike patches of Earth float on the seas of the 
plane of Fire, and even globes of Electricity briefly surge through the plane of 

Water. Pockets can be usefu l to trav lers, providing a place to stand, air to 
breathe, and water to drink - al l th ba ic n eds. Their sizes and 

durations va1y greatly, but pockets have been known to 
hold large cities from time to time. 



THt: PLANE CBf AIR 

Imagine being ten of Lhousands of feet up in the air -
so high up th ground's out of sight. hat's what the 
plane of Air's like: nothing bul air. It' a world of bril -
liant blue, like the ky viewed from the highe t moun -
tain top. It' not fealur les ·,though.Creature ny 
through the great vault of endle sky, and other things 
- chunks of matter from other planes mostly - drift 
aimlessly about. Winds rise from gentl breez s to rag-
ing gales in mere cconds, and lhen die down as 
quickly as they came. Most fearsome of all are the 
storms blown in from other planes - fearsome light-
ning. giant hail, scorching heat, choking dus , and 
whirling mael troms that are ringlike tornados, eating 
their own tail . 

Beings on the plan or Air divide into two clas cs. 
There are the natives - djinn and air elementals of all 
types - who stay to the sky seldom or never setting 
foot on the pockets of other stuff that drift by. Then, 
because the plane's not hostile [and is even beautiful to 
some), there's a fair numb r of extraplanar sods here. 
too, visiting or lting up outpo t ·. Tho e who ain't 
natural flyers or elemental from other planes tend to 
ding to stony, noating i land in th endle s sky. Djinn 
sometimes build palac sand cities on th , too. The 
greatest of these is the Citadel of Ice and Steel. No far 
from it is a vortex called the Waterspout, which leads to 
the plane of Water. Other plac of note include Bore-
alis and Tai fun, the Palace of Tempest . 

\ru 1 \I I'm -., Jl ,1 l11"<1J1110N<i. North, south, east and 
west are meaningless here, so Smoke, Void, Storm, and 
lee are given as directions. Mov in the direction of 
those planes and the air gradually change to match, 
becoming warmer, thinner, windier, or colder. 'Course, 
without a loca l guide, a bash r's got no chan e of figur-
ing just which way is which. Up and down are just as 
funny - the plane tends to orient it If to things within 
il. Group agree that "down" is the ame direction and 
things around them behave accordingly . Rain "fa lls" 
according to their down. A utter tanding on a rock 
knows that down i bcn ath hi fe t and a roe in the 
ky knows that down is beneath it. The only real prob-

lem is that believing there's a down m ans a berk can 

fall. If a poor sod tumbles out of 
his hippogrifrs addle, he' · going 
to fa ll ndle sly (unles , of course, 
he hits a passing rock) . Natives of 

the plane don't have this problem - up and 
down are dispo able idea to them. ho c b ings 

move through the plan either by flying or by riding 
something that can. There are also flying hips, ponder-
ous gas-bag built by non-native to sail betwe n the 
different settlements of the plane. 

On the side, even an addle-cov should realize thal 
inanimate things don't think about up and down, o 
!hey aren't affected by it. Arrows n v 'r l"all, but travel 
in a traight line, going slower and slower till 01ey stop 
in midair. Pockets on the plane tend to form into 
sphere - jewel-like orbs of water, cooling Lumps of 
magma giant balls of ic , even crystalline masse of 
alt that drift like seeds on the wind. 

Srtll\l M\c;1L CoNIHIIOl'.S. Conjuration/summoning 
spells can only draw er atures from th plane of Air, 
Smoke, Ice, Lightning, and Vacuum. In addition to the 
tandard air I mental , thi generally includes sylphs, 

a •rial servants, mephits, shockers, and tempests. Note 
that b ings native to the plane of Air aren't automati-
cally bound by the summoning. The caster has to u e 
ano her way to force them to his or her wrn, like em-
ploying a ring of lemental co11trol. 

N \tM ~ \ u II \/ \RtJ'>. Aerial . ervant, air elemental 
air mephit, djinni, ildriss, invisible: stalker, skriaxit, 
sylph tempest, and wind walker are all pre nt on thi 
plan . The p lan is also home to a number of power , 
including Akadi (the I men al qu n) and Caliph 
Husam al-Balil ben Hafhat a l-Yugayyim (the Ma t r of 
th Cloud and Son of th Bre ze . Command r of the 
Four Winds, Rul r of All Djinn, D D nd r or the I av-
ens, Prince of Birds, Storm of the Righteous, and o on). 
The greatest natural hazard are the maelstrom . All 
within 100 yards of one of these mu t su ce fully av 
vs. paralyzation or be caught, thereupon suffering Id 10 
points of damage per round. Escape is possible only 
with a succe sful bend bars/lift gat s roll or through 
out icle aid. Spellcasting is impossib l whil trapped in 
a maelstrom. 

A ND ENlffiY rTIY S+AY. +ID 

+RAVEL-ER! WELCffimE Y(l)UR 

- A XA$S1+-EC+ NAmeo 

SIVAL ... f(l)R +$DAY 
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TH£ Pt.AN£ $f f:AR+H 

Press against a olid stone wall - that's what the plane 
of Earth is lik . Solid and unyielding, this plane is one 
of the Inner Planes that's least open to travelers. A cut-
ter can't ny through it like the plane of Air, swim 
through it like the plane or Water, or ail on it like the 
plane of Fire. H's a universe of unbrcached rock. 

till, there's reasons for going th re. Armorers and 
swordsmiths will pay a line: price for iron dredged from 
the heart of the plane and j welers cherish the stones 
pried from it. But there's a lol of danger on it, too. A 
being can get lo t without even trying, as th re's no 
landmarks or clear expan ·e to guide him on his way. 
Plus, wander away from the heart of the plane and 
Earth becomes Du t, Magma, or 0oz - all almost as 
difficult and ju t as deadly. 

There are a Jew places lo go in this plane. The 
Great Di mat Delve is an immense series of caverns 
wher the khan of the dao resides in the Sevenfold 
Mazework. Visiting that place isn't recommended, 
though, ince the dao arc notorious slavers. Travelers 
here can find the Pale River and the Iron Crucible, vor-
tices to the planes of Waler and Fire. There are also the 
hidden fortresse of wizards and trading outposts, mag-
ically tucked into pockets deep in th core of the plane. 
The plane of Earth's a popular place for cmp rors to 
banish their enemies, wizards to store their lreasurc , 
and ev n for paladins to hid, evil artifacts. 

Then there are the denizens of th plane. Perhaps 
they've absorbed too much of their surroundings, be-
cause their natures are slow, dour, and stubborn. More 
bizarre than mo t planars, the elemental of Earth share 
little in appearance or sympathies with any save per-
haps the most obsessed dwarves. Earth and digging ar · 
all the e denizens seem to care for. 

'lr111 \I P1" s,, \I ln rn, I} s. Getting around i 1 he 
bigge t problem facing any traveler to this plane, the 
whole of it being solid earth, broken only occasionally 

by pockets and tunnels. 
Travelers need a 
means to pene-

trate the rock, 
such as pass11 all 
and tone shape 

spells or a wc111d of corri-
dor. A particularly deter-

mined feJlow could try min-
ing his way through the 
plane, but only at a rate 
of about I foot per tum. 

Doing so requires con-
stant detours around impen-

trable s ams of pure elemental 

stone. Any kind 
of tunnel eventually 
"heals" in I d6 days, as the 
ground closes the wound, so mining out a passageway 
seems cwice as futile. 

Even with a means to get around , a traveler must 
have a guide or an efrme11ta/ compass. Even the latter is 
useless without some understanding of where the goal 
lies. Unlike some other Elemental Planes, there are no 
landmarks a body can sight on. There are no directions, 
and up and down are determined by the traveler - feet 
point down, heads look up. It's perfectly possible for 
two travelers to meet and each be standing on a differ-
ent wall. This usually lasts only for a moment, though, 
since one or the other will fall to match the other's 
"down" (higher Wisdom prevails, with Intelligence set-
tling any ties). 'Course, things that make their home on 
this plane have no such difficulty with the matter at all. 

Besides getting around. breathing, drinking, and 
eating are all problems. The interior of the plane has no 
natural air supply. so a sod's either got to bring one or 
find a way lo make one. The same holds true of food 
and water. Pockets of elemental Air and Water can be 
found, along with a rew mushroom-filled caverns, but 
only a leatherhead relics on lhese to survive. Ai,y earth 
makes the soil breathable and crcare food c111d wt1lcr can 
fulfill other needs. 

Sr, ti \I M•\<dl CoNDIIJ(1 •. Conjuration/summoning 
sp !Is can only draw upon creatures found on the 
planes of Earth, Ooze, Mineral, Magma, and Dust. 

N \II\.' '"" Hv w1i..,_ Chaggrin, dao, arth elemen-
tal, earth mephit. galeb duhr, khargha, lava m phit, 
pech, sandling, xaren, and xorn are all native. Very few 
power make their homes here - the most notable arc 
Kabril Ali al-Sara al Zalazil (Great Khan or the Dao, the 
Fountain of W a Ith, the Perfect Compa ·s. Atam n of 
the Mountain's Roots, and so on) and Grumbar (an ele-
mental lord). arthquakes are always a risk, lasting 
Id 10 rounds and inflicting 6d6 points of damage each 
round (no saving throw). Another risk i in all th pock-
et of other elements hidden here. Min rs have fried in 
gushing flows of lava, drowned in floods of water, and 
choked to death on clouds of ash. all in their eager 
s ar h for gems. 

• 29 • 



THE 

Of all th Inner Plane , i 's the plan 
Fire that inspire true fear in all tt\e 
but the mc;>st addl -coved trav-
eler. Sure, lh r are oth r 
plane that're wor e, 
like the life-suck-
ing Negative 
· n rgy Plan 
or Lhe impa able 
plane of arth, 
but the e just 
don't hav th 
heer theatrical 

horror and evil 
fe I of the 
plane of Fir . 
Wilh its leaping 
flame , cor hing 
h al, and chok-
ing brim ton 
moke, it' no 

surprise that 
gullibl prim 
often mi tak 
thi plane for 
one of the 
layer of 
Baator or 
Car eri. 
Still, f• w 
doubt the 
plan of 
Fire i 
the 

___...,..,.... 



Palace, the Ob-
sidian Fields, the 

Furnace, and Slag. 
Like the dao, the efreet 

keep many slaves. Revolt 
and escape are impossible, 

since on ly the magic of the 
efreet protects slaves from the 

fic1y element (who'd want to flee into the Fire?). Eighty 
miles from the City of Brass is Jaba l Turab, the Mount 
of Dust. From its top rises a plume of smoke, a vort x to 
the plane of Air. Elsewhere throughout the plane are 
other efreet outposts, smaller palaces that float on the 
fiery seas. 

S1·H I1\I P"' sit ,1 lu~n11 ION'>. The plane of Fire looks 
like a normal landscape with one major difference: 
Everything i cloaked in flame. Th majority of the 
plan i a naming ocean, but occasionally pockets of 
solid "'land"' tloat upon this. All things bum and scorch 
mercilessly. The air, too, will scorch and kill those with-
out protection. Efreet are ab le to grant anyone they d -
sire - mostly their slaves - temporary immunity to the 
land; otherwi e, a traveler must use spells or magical 
devices to prot ct himself. Without such aid, a being 
must succe sfully sav vs. breath weapon or die imme-
diately. Those who do save still suffer 5d 10 points of 
damage ach round. 

This plane has a definite "up" and "down," logi-
cally b cau e names leap upward, so movem nt on this 
plane is relatively normal. Food and water must both b 
imported and protected - the heat is so inten e that it 
destroys thes in mere moments. A create food and 
water ca t without preparations doe nothing more 
than conjure up a flash of steam and an inedibl lump 
of charcoal and ash. Potion will boi l in their vials and 
bur t. A travel r' got to plan carefully before venturing 
about in th is I mem. 

Pockets of most other elements are rare, ince the 
int nsity of Lhe plane destroys them almost a quick ly 
as they're formed. Most common are pool of Magma, 
one pockets of Earth. Ash and Smoke pockets wirl 
though th afr. When Water pockets app ar, almost im-
m diately disappear in an explosion of team. True 
Water pockets are rare beyond imagining, and Ice pock-
ets have: the proverbial "snowball's chance in hell" of 
existing. 

Sl'IU•\I MAts!t L0NuI rt0N'>. The plan of Fire has 
more effects on magic than most, and many that can't 
be overcome by key -. Many magi al effects can't with-
stand th plane' scorching heat. Wat rand ice in -
stantly boil away, metal melts even earth shudders and 
ev otually falls into magma. Conjuration/ 
summoning can only reach the planes of 
Fire, Magma, Smoke, Radiance, and Ash, and 

even then ome beings summon d won't be able to sur-
vive th is furnace. 

NA11vrs \Nfl II \ZARu-;. Azer, efre ti, fire elemental, 
fir m phit, fire minion, fire snake, fir tail, flame spirit, 
hargino, bell hound, phantom stalker, alamander and 
tshala all call this plane horn . The plane of Fire has 
more dangerous creature han any of the other Ele-
menta l Planes . Perhaps it's b cause there are fewer 
high-up men to interfere. Only two powers live here: 
Kossuth (the tyrant- king of all lementals) and Sultan 
Marrak al-Sidan al-Harig ben Lazan (the Lord of the 
Flame, the Potentate Incandescent, th Tempering and 
Eternal Flame of Truth, the Smoldering Dictator, and so 
on) . Both are great r powers. The lemental king has his 
palace at the hotte t point of the plane - so hot that 
even fire creatures suffer ld2 points of damage each 
tum while there. The efreet lord lives in the Charcoal 
Palace. Nonliving dang r include udden fountains of 
flame (3d 10 points of damage, ave vs. breath weapon 
for half) cinder rain (2d6 poin or damage per round 
to all exposed), and volcanic eruptions that can sud-
denly block. the path. 

THE PJ.ANI: (Df WA+f::R 

Sea-green and soothing the plane of Water would be 
heaven if a ba her'd just find a way to breathe there. 
After the infernal violence of Fire, the crushing close-
n ss of Earth, and the ndless chasms of Air, this plane 
gently embrac s a body and drifts him safely through 
all perils. Sure - unJess a sod is suddenly washed into a 
current of bubbling team, sucked into a whirlpool, 
shocked by a I ightning pocket, captured by tri ons, or 
attacked by water weirds. The endless blue- green, th 
water's soft embrace - it's all deceptive. Fact is, the 
plane of Water i no safer for a leatherheaded wanderer 
than any of the other Elemental Planes. 

The plan of Water i just that: water as far as the 
eye can see. Theres no surface and no bottom. Occa -
ionally, coral re fs tretch up from the depths sup-

ported by slender branches that extend endlessly into 
the immeasurable depths. ln these immense cavern arc 
the palaces of noble rnarids. The greatest of these is the 
Citadel of Ten Thousand Pearls, naturally shaped from a 
gleaming coral reef. H's a place of brilliant fish, nawless 
pearls, swaying coral fans, and exotic flavors borne 
here by distant currents. Not far from this is 
a vortex to the plane of Air, known as 
the Bubble Net. 
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Elsewhere the 
plan changes, 

gradually be-
coming cold 

and icy in 
one direc-
tion (lee), 

boiling and 
steaming in another 

(St am), thick and 
limy in a third (0oz ). and bitter in the last (Salt). LittJe 

else is found here, becau the denizens of th is plane 
have cant interest in the doings or offerings of out-
sider. 

'-,J J llA! PIIY'>lt \I CnNOI II0NS. This plane is truly 
without form, for there's no up, down, top, or bottom. A 
being can drift in any di~ection, at any angle, without 
feeling any disorientation. While nothing demands it, 
the p lite custom i that creatures face each other 
quar ly. For example, the hall of the ma rid court are 

built with an obvious top and bottom so that no one 
accidentally embarra se themselves. Navigation by ex-
traplanars is impossible, and to get anywhere a guide is 
absolutely necessary. 

There·s more than just water out here, too. There's 
elemental pockets, though few hold their form Long. 
Chunk of arth hover in the tream, bubbles of Air 
drirt aimlessly, Ooze worms through the endle s ocean, 
Magma hardens to tone, and bitter brine mark a 
p cket of alt. Only pocket of Fire are trnly rare, most 
of them uffocating th instant they appear. 

To urviv here, a cutter's got to breathe. Airy 
water and water breathing are effective. Ma rids also an 
bestow the ability to breathe water for periods of a day 
or more. Most useful of all is a ring of water breathing, 
since its power wi ll never expire. 

Unless a basher's got a ring of free action or some-
thing like it, fighting on this plane has all the limita -
tions of fighting underwater. 

Si'l t 1 \I M \t,ll CoN1>1110Ns. Conjuration/summoning 
spells only reach the planes of Water, Ooze, Steam, I c, 
and Salt. Water is second only to Fire in the difficulty 
or using spells, and like Fire many of the prob! m ar 
rela ed to the nature of the element. These cannot be 
overcome by keys. A fireball cast here i us l ss uni es 
it's released inside a bubble. An ice storm will simply 
drift in the ocean, neither rising nor falling, inAicting 
no damage. A light11i11g bolt makes an electrical globe, 
an underwater fireball as i1 were, that inflicts damage 
but grounds out aft r touching any object. 

NA!Jvl:'1 '\Nil 11,\/-\trns. Ice mephit, maricl, n reid, 
triton, varrdig, water elemental, water mephit, and 
water weird all re ide here. There are two greater pow-

er here as well. The first is lstishia, the queen of the 
water elementals. She is immense, spanning a sea or 
more, and has no court. The second is Kalbari al-Durrat 
al-Amwaj ibn Jari (Padishah of the Ma rids, he P arl of 
the S a, th Mother of Foam, Mistress of th River , 
Savior of Fish, Patron of Waterspouts, and so on). Non-
living threats include unexpected steam currents (4d6 
point of damage) and tidal bores that can suck a swim-
mer to vastly different regions of the plane. 

THt: PARAELEMt:N+AL 
PLANE ED f Sm ED ICE 

Little trav led and less known, the paraplane of Smoke 
lies between the planes of Air and Fire. It is groundle s 
like Air and hot like Fire, though it doesn't scorch. The 
air is filled with roiling clouds of choking smoke, foul 
with brim tone and gases, so it's impossible to breath 
safely without aid. Toward the plane of Air the poi ons 
clear a li ttle (a successful saving throw vs. poison e11ery 
round results in only 1 d 10 points of damage; failur in-
dicates immediate suffocation). 

SnnA1 Pm~1LAI CoN!Jlll<lN'>. Directions and mov -
ment on the paraplan of Smoke have the am limita-
tions a thos for the plane of Air. Up orient its If' to 
group or people, and being must fly to get from place 
to place. The elemental pocket found here are bubbl 
of pure air or slithering riv rs of elemental Fire. Earth 
pockets are extremely rare, so there's little to build on 
av an occasional oversize cinder from the Paraclc-

mental Plane of Ash. Without landmark , a Ion , trav-
eler finds himself lost. 

Unlike being on the plane of Air, where a cutter 
can breath without trouble, a fellow on Lhi paraplane 
will quickly choke. Ir's best to have a modifi d smoke 
breathing if a berk wants to live ; without a proper 
breathing apparatus, the length of time a bash r will 
lived p nd on how long he can hold his breath -
mokc inhalation is immediately deadly. At the dos t 

edges o th plane of Fire, temperatures become more 
than a body can stand. Without actually cro ing the 
boundary between the two planes, a being stil l suf~ rs 
Id 10 points of damage each turn (no saving throw). 

SP! UAI M.\t.ll C0Nu1110N\. Conjuration/summonings 
ar limi ted to the planes of Smoke, Air, Fire, Radianc , 
Lightning, Vacuum, and Ash. 

N.u,vrs AND IIA/ \Rll',. little live on thi inho -
pita bl plan , save a few beings of smok and furn 
(primarily the smoke mephit). Th mo t notabl f atur 
is the Choking Palace, which i th court of Ehkahk, the 
Smoldering Duke. H 's a paraelemental lord and the 
s If-pro !aimed ruler of the smoke m phit of hi · land. 
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The other creatures most likely to b found are djinn 
and efr ct, who us this plane as a battlefield. 

THE PARAE~EmEN+AJ. 
PLANE $f MAGfflA 

Bord ring the two inhospitable planes or Earth and Fire 
it shouldn't be a surprise to any traveler that Magma's 
an unplea ant place. It's easiest to imagine it as spew-
ing out from the plane of Fire, who e leaping flames die 
down to a hellish glow and th n spread in an ever-
cooling ma o the plane of Earth. Th urface con-
stanlly churns and hifts as the scabrous, hardening 
chunks are churned back into the molten flow. Near lhe 
plane of Fire, this churning landscape bur ts with occa-
sional geysers of cryoplastic flow, lava that splatters 
nearby. Closer to the plane of Earth float pillars of solid 
rock, borne away by the earing tide. 

Few extraplanars can survive this ho Lile land, so 
there are few places of note to vi it. The most signifi-
cant of these is Caldera the stronghold of Chilimba, 
First General of the Cauldron and Master of All Mephjts. 
This elemental lord claims dominance over the entire 
paraplane, and there are few to challenge his rule. The 
only visitors are the fiery efreet and the stolid dao, who 
meet on thi neutral ground to trade. 

SP! t IAI Pm ',ll -1.1 CoNOll IONS. To survive on this 
plane, a blood' got to have th same protection a on 
the planes of Fire and Smok . The inten e heat will 
toast anyon and anything to a cinder, if foul ga es re-
lea ed by the lava don't chok them fir t. 

Like the plane of Fire, Magma has a definite ur-
face with an up 
and down. 

A prole ted b ing can walk on thi , though 
it onstantly roils and shifts under his feet 

1'1(1\t MAGIL CoNomoNs. The limitations on spells 
here are the am as those on lhe plane of Fire. Magical 
effects mu t be ab! to withstand lhe in t n e heat. The 
planes of Fir , Earth, Mineral, Radian , Du t, and Ash 
can be reach d from this plane. 

N,,nvrs AND HAI.ARDS. Dao, efreet, fir mephit, and 
magma m phit r id here. Sudden bur ts of lava cat-
ter molten stone in a JO- foot radius (successfully ave 
vs. breath weapon or uffer 3d 10 points of damage). 
Footing is trea herous on thi plan , and cru t often 
plits to swallow th unwary. If a save v . paralyzation 

i failed, the unfortunate plunges in and die in tantly. 

T H E PA RAE I- f: m E N + A L 
PLANE fDf EDfDZE 

It's all mud and slime, a quivering ocher ocean of muck 
- hardly the place a cutter cares to go. It's a plac of 
torturous death and exile, too. With a wave of th hand, 
evil wizard-tyrant send their enemies her to drown, 
choking on lungfuls of stagnant silt. Kinder souJs 
merely imprison their foes here, sealing them inside 
bubbles of pure air. Oh, sometimes they forget the other 
niceties of food and water, leaving their pri on r to 
slow starvation, but at least they kept tJ1em from imme-
diate death. Even those fully provided for face unhappy 
fates, for there's little or nothing to stave off the mad-
ness that boredom brings. Small wonder the plane is 
also known as the House of Chambered Madn 

Little reli ve the unending o can of muck. 
Toward the plane of Earth, the mud grows drier, filled 
with abrasive grit, and toward Water it thins into rip-
pling silt that a cutter can easily swim through. Dri~ing 
through it all are blocks of stone and puddles of clear 
water. All in all, it ain't a popular rest top. 

SPTCIAI PIIYSll ,\I 
CONIJI I lt)NS. Movement 
on this plane 
is like that on 

th plane of Water. 
There's no clear up or 

down, and creature must be 
able tO swim to get around. 

Breathing an be accomplished by 
any d vice that allows breathing 

on the plane of Water (but spells must be 
researched and modified). Combat on the plane 

uffe1; from all the restrictions of underwater 
ombat, and visibility is reduced to mere feet. 

~l'TTll\l M,\C,lt [ONLlllH)NS. The moi t closeness of 
0oz aff ct spellcasting almo t as eve.rely as it does 
on the plane of Water. The r tri tions of that plan 
aply h re generally. Howev r, becau e water is les free-
n owing on this plane. fire -ba e spell have limited 
function , causing half or no damage instead of not 
fun tioning at all. 

NI\TIVVi AND HA/1\RIJS. Ooze is virtually uninhabited 
by intelligent creatures, except for ooze mephits. Hunt-
ing marid ometimes mi take travelers here for game, 
and dao come here lo bathe. Lt is aid there is a baron of 
the plane, Bwimb, but what it is baron of is a mystery. 
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THE PA RAE J.t: m f: N +AL 
Pl.ANI: EDf ICI: 

Some think hell is fire, but oth -r are convinced it' ice. 
If the la ter' true, then this plan is their hell. 
Glistening white ice, cracked and scored, lie in 
a sheet a far as the eyes can e. It's an 
endless arctic: plane, where only frozen 
crags of ice-locked mounts shatter the 
smooth sheet and give featur s to the 
terrain. Closer to the plane 
of Water mall patches 
of open water appear, 
and the ice eventually 

break into 
enonnou no s and 

bergs. At the plan of 
Air, the sheet taper 

into fingered bridge and 
icicles that fade into nothingness. 

Dig and there' no limit to how deep the ice ex-
tends. And during that dig a basher might get lucky 
and find caverns filled with the purest air, or unlu ky 
and hit a boulder bigg r han a mountain. If h 's real 
unlucky, a berk might open a crack in th ic and And 
something extremely unplea ant lithering in it. ... 

The paraplane of Ice i empty, but it's not d s rted. 
At its coldest heart is th Chi eled Esta e of Lord Cy-
ronax, the most powerful of the ice elementals. Most 
ambitiou of all the paraelemental , he hopes to sup-
plant all other Elemental Planes and become the major 
force of the Inner Planes. 

St'l l I \I P11, '>It •\L l q u1 1 IPN'>. Travelers can move 
about the surface normally and the atmosphere here is 
breathable. However, it's bitterly cold, and unless the 
air is h ated (by spell or device), a traveler suffers I d6 
points of frostbite damage each round. Those not 
dressed for the cold suffer an additional I d6 points of 
damage. A basher can also burrow through the ice as if 
moving through the plane of Earth. 

S 1·1 l, ,1 l\·1 ,, ,11 Cllrrn 1110N . Cold-based spells a re 
completely useless on this plane. and fire -based on 
inllict only half damage due to the intense cold. Conju-
ration/summoning spells only reach the plane of Air. 
Water, Negative, Lightning, Steam, Salt, and Vacuum. 
Other limitations are the same as those on the plane of 
Air. 

N 1 ,1 \ ,11 I I'/ \J,:p..,_ Only the ice mephit 
inhabits this plane. Marids, how ver, often scour 
the plane in their great hunts. Raging blizzards, which 
inhibil movement for Id 10 turn. or more, ar the 
greates of Lhe nonliving hazards the plane has to offer. 

THI: QUASliELEfflEN+AL 
PLANE EDf 1-IGH+NING 

This is called th plane of torm , the 
VengefuJ Land, or the Gr at Illumi-

nation - it all dep nds on who 
gets asked. A travel r knows 
when h 's ntered th plane, 

though, because the sky i filled 
with black cloud that flash with int rnal Are , the air 
tingle with ozone, and th touch of el ctri ity prickles 
his hairs. Bolts I ap from cloud to cloud and the ky 
rings with the laughter of lightning elem ntal . It' a 
scary pla e to fly through - a utter an dodge a 
jagged bolt only to st er himself into the path of a tum-
bling ball of lightning. Then there's the glow, St. Elmo·s 
fir , that dances ov r everybody that om into th 
plane. People and things glow with an unn rving, elec-
trical brillian . 

The storm ar light r close to the plane of Air. 
Near th Po itiv Energy Plane, cloud and torm giv 
way to a olid she t of ripp ling en rgy. At the v ry 
gateway to the Po itive Energy Plan tand the Tower 
of Storms, a my teriou bridge into the Positive. 

~Pr, 1 \I PIIY'>H \I '1>N011 ION~. Moving through this 
plane i no differen than doing so on th plane of Air, 
and the atmo ph re is quite breathabl . Lightning i thr 
most dangerous of all the quasi planes, however. Any 
metal that's dagger-sized or larger automatically ar-
tracts electrical bolts each turn; otherwise, there's a 
100/o chance per turn of b ing randomly struck by light-
ning. Bolts inflict ld8 x 10 points of damag ( av v. 
rod for haltl, but a protection from lighlni11g spell 
negate their ffec . With each bolt, a second ucces fut 
save vs. rod must be mad to avoid dcafnes (2d4 hour 
duration). 

51'! < 1,\1 M \l,ll ( 11N1J1110,Js. Conjuration/summonings 
reach the plane of Lightning, Air, Ice, Smoke, Steam, 
Radiance, and the Positive Energy. lnvi ibility is use-
less, since St. Elmo's fire outlines all things. 

N1-11,1s \f\il> ll\11\111-,. Lightning mephit and 
shocker only are found here, though djinn ometimes 
hunt on thi plane. 
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THE QUASIELEfflEN+AL 
PLANE E9f RADIANCE 

Bu ming and featureless. this is the most barren of all 
planes - that"s likely to be most folks' impression of 
Radiance. It ain't necessarily true though. Travelers 
who've been there will tell a body it's a place of aching 
heauty. Every color ever imagined glows and burns 
with painful splendor. They'll tell a soul about the cur-
tains of color crashing over each other like waves on a 
beach, and as they talk, tears'll form in their dead, 
blind eye . 

hat's the way .it i . 1t' a joy and beauty 
Lhal'II burn a bcrk righr out. that'll show him 
the most beautiful glories he'll ever see -
and the /a I he's likely Lo ever 
see. What's the point of see-
ing more. after a body's seen 
the greatest light of all? 

A few bloods, though, 
have the skill to go there and 
come hack with their eyes. 
There are reasons to go, too. 
Steel forged in the light of Ra -
diance takes on properties that 
can't be created anywhere else. 
Blade burn with the light of 
the sun, mirror reflect more 
than is seen, and other won-
ders a berk can't imagine are 
made. Then there's the Heart of 
Light, a Lower of blue light that 
tands at the border of the Posi-

tive Energy Plane. Great healings 
arc upposed LO be possible there. 

I 

Movement on the plane or Radiance 
is similar lo that on Air. However, 
Radiance is a fiery hot as the plane of 
Fire, and travelers will suffer the same 
damage unless protected from the heat. 
Furthermore, travelers mu t shield themselve 
either with co11ti1wal darkness (which only cre-
ates weak shade here) or thick len es of moked 
glass. Otherwi c, immediate blindness occurs. 

"1 , 1 1\1 , , < , 1 , .. Conjuration/sum-
monings reach the planes of Radiance, Fire, Smoke, 
Magma, Lightning, Mineral, and the Po itive Energy. 
No other special conditions apply. 

I\:\ 1,,, \ 1> 11 v 1 . There arc no records of 
creatures on this plane, except radiant mcphits. 
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THE QUASI E Lt: m EN +A J. 
p LA N i e f m I N E RA I-

This is it, cutter. This is the treasure trove of the multi-
verse, the goal of very dwarf who ever learned how to 
cro s l11e planes. It' lh plane of Mineral. There's iron, 
diamonds, rubi apphires, silver, gold, and more, all 
pr ssed up in veins that wrap around each other. All a 
blood's got to do i go g · t it. 

Don't b a lea herheaded berk! Jf it was that easy, 
the plane would've been mined out long ago. Getting 
there· only the tart of the problem. Then a sod's got to 
find a way lo move through this crystal world, a world 
filled with razor edges sharper than a /lorpal blade. 
Even after that, her 's tilings out there that don't want 
a cross-trading rogue lo make off with their kip. 

There's more on the plane than just riches, loo. At 
the very edge of the Positive Energy Plane stands the 
Tow r of Lead. I I re, it' sc1id, i the greatest forge in all 
the multiverse. Mostly the place is empty, but some-
times a mast ·r craftsman risks all to do his work here. 

!:>Pr ll \I 1'111 '>IL \I l ,, n111r1N'>. This plane uses the 
same rules for movement, direction, and survival as the 
plane of Earth. However, it's even more dangerous be-
cau e all the pa sages are lined by sharp crystals. These 
innict ld4 points of damage in every round spent mov-
ing. Each point of magical AC protection reduce the 
damage per round by I ( 1 d3, I d2, and I [minimum]). 

\11 < "' ~1 \L,i1 l "' 1J1t 111 ,. Conjuration/summoning 
spells reach the planes of Earth, Ooze, Magma, Radi-
ance, Steam. and the Positive Energy. Otherwise, magic 
is affected as on lhe plane or Earth. 

11 1 11 11 v HIP,. Dao, mineral mephit, pech, 
xaren, and xorn call this plane home. These creatures 
all consider themselves guardians of the treasures here. 
Fossilization i the greatest risk - once per day travel-
ers must successfully save vs. petrifaction or be 
turned to stone (or possibly precious gems). 

THf: QUASlf:f..Efflf=N+AJ. 
PLANE EBf s+t:Am 

Some folks like a sauna, a place to go and sweat off the 
day's troubles. Well, they'd be disappointed by the 
plane of Steam. It's not quite like its name says. The 
plane of Steam is surprisingly cool. Mist is a better 
name - clammy, thick, cloying mist that seeps into 
everything. The danger here isn't boiling, but drowning 
in lungfuls of water. 

Near the edge of the plane of Water the mist is 
more like an ocean Ailed with bubbles. As a swimmer 
from Water's great ocean slowly finds the world spread-
ing on him, the bubbles join and the water forms free-
noating droplets. These gradually become finer and 
finer, and they glow with energy stolen from tJ1e Posi -
tive Energy Plane. 

Just at the border to the Positive Energy Plane 
sands the glowing Tower of Ice, a glittering spire that 
lances upward almost as far as can be seen. Who or 
what built this lower is unknown, but alchemists some-
times come here to complete essential steps in potion 
brewing. 

'::,r•r 1 1 \I P n ',Jl \I l11Nri11111 '>. Movement on the 
plane of Steam i like that on the plane of Air, although 
closer to the plane of Water this is more akin to swim-
ming. Breathing i pos ible, but all movement i slowed 
(as the pell) by the uffocating mist. A water breathing 
spell removes thi difficulty. Visibility is limited to Id 10 
yards at any given time. 
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-., 1 LI\ 1\1 l H C ,, 1>1 111 Conjuration/summoning 
spells reach the planes of Water, Ice, Ooze, Mineral, 

Lightning, and the Positive Energy. Due to 
the high moisture of the plane, pclls func-
tion as on the plane of Water. However, fire-

ba eel pell effectively cause half or no 
damag here, rather than not function at all. 

, , 1 , ,, l 1 ,, 1, Ma rid, 
mist mephit, and steam mephit in-

habit this plane. No power ar 
known to reside here. 



THE QUASIEJ.EffiEN+AJ.. 
PJ.ANE EDF VACUUffl 

This plane is the prelude to ultimate death, a glimpse at 
U1e fate of Lhe failed petitioner, because Lhis is the plane 
or Nothing. Leaving the banks of Air, the atmosphere 
here becomes less and less until there·s 11olhi11g - no 
breath, no light, no sound, no warmth. 

For certain mystics - the ascetics of the Doom-
guard and the dancers of the Dustmen - the plane or 
Vacuum is the ultimate goal. It's the last door or the 
mystery, the kiss awaited by all. uc:h sages spend th ir 
lives mapping I.he doors of Sigil until they find the path 
to Vacuum and then they pass through, never noting 
for others what they've found. It is Vacuum, it is right. 

Who can find the border between nothing and 
death? Well, the Doomguard has, and there betwee11 
Vacuum and the Negative Energy they built Citadel Ex-
halus, Portal of the Last Breath. It drifts by a thread in 
the void of the Negative Plane, barely anchored to the 
reality of nothing. 

",11tl\l 1'1ns,1l ,1 l< 1,11111r,•s,. Movement through 
this plane is done through sheer will for there's noth-
ing to swim, Dy, or walk through. A cutter thinks his 
goal, and if his mind's clear enough, he gets there. 
Breathing's harder, since spells that transform, like 
water breathing, won't work here. There·s nothing to 
transform. Air and warmth must both be provided. 

~l'L l I \I M \l,11 LDN H 1111,,is,. Conjuration/summoning 
spells reach the planes of Air, Ice, Salt. Ash, Smoke, and 
the Negative Energy. Most creatures summoned will 
quickly die here. Gases, fogs, and the like instantly fail, 
dissipating too quickly to be useful. Fire-based spells 
la t only a fraction of a moment. A.fireball is still effec-
tive. but a wall of fire doesn't last. In short, any magic 
that require a pace in which to work is diminished or 
negated. 

, 1.1" \·,11 ll I''<,..,. Sages say creatures might 
live here, but without bodies, form, or even cohesive 
energy. Perbaps they're beings of pure thougbt. Perhaps 
they've returned to Sigil, their thoughts becoming the 
thoughts of a traveler to this plane. Who knows? 

AR+IS+S ARE ENG INtERS 
m +HE SEBUL. 

THA+'S WHY 
WE LEBCK +HEm UP. 

TALL TALLY 
l&f +HE fflERCYKILLERS 
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THE QUASIEJ..EffiEN+AJ.. 
PLANE EDF ASH 

A h. Miles upon miles of choking ash - that's what a 
berk's going to find here. IL starts at the edge of the 
plane of Fire; the flames flicker and die, and from them 
cooling ashes rise. A little farther on and the air grows 
thicker, and farther still the burnt earth beneath gives 
way. At first, the ash swirls in tendrils 'round a being. 
Then, before he knows it, a berk 's swimming in an 
ocean or ash. The red glow of distant fire fades, warmth 
turns to chill, ,rnd th · air is choked with charcoal soot. 

The plane isn't utterly empty, though. Here the 
Doomguard once had Citadel Cavitius, a massive skull 
fortress that sat on the edge of the Negative Energy 
Plane. Eons ago it wa taken from them by the lich 
Vecna. and now it's that demigod's prison and strong-
hold. The Doomguard have since built anew, fashioning 
Lhe Crumbling Citadel as their new home. 

S l 'l CI \I 

Pm'>H \I ( fl' Ill llON', 

Movement on the plane of 
Ash varies between normal 
movement, closer to the plane of Fire, and swimming 
once the depth of Ash is too great. There's no air, so 
breathing must be maintained by spell, transforming 
the ash into something that can be inhaled. Further-
more, the cooling cinders steal all warmth from the 
body, so unless a basber's protected by spell or device, 
he'll suffer 2d6 points of cold damage per tum. 

~,,, I•\ M \Ldt l 11r>;u 1110- "· Similar to the plane of 
Vacuum, this plane sucks all heal from magical effects. 
The nash of a fireball still causes damage, but long-
term spells such as wall of fire or heat metal are inef-
fective. Conjuration/summoning spells reach the plane 
of Fire, Magma, Dust, Vacuum, Smoke, and the Nega-
tive Energy. The utter cold of this plane causes fire- and 
magma-based creatures to suffer 1 HD of damage per 
round of exposure. Other limitations are the amc a 
those on the plane of Earth. 

N '11 , .., \ o I! \I · is, The ash mephit is the only 
known inhabitant of this plane. Citadel Cavitius holds 
prisoners of Lord Vecna, many of whom are now un-
dead. Another danger lies in the pockets of the Negative 
Energy Plane. which inflict damage as doe that plane 
(see page 39). 



THE QUAS i t:LEMEN+AL 
PLANE $f DUS+ 

That's the goal of the universe, the clearest picture of 
entropy there is - so a Doomguard would say if be 
could show anyone the eternal sea that is Dust. It's the 
end as they figure it was meant to be. Perhaps it's their 
vision of paradise. 

At th border of the plane of Earth, this plane starts 
as a dusty expanse, broken free of the endless caverns. A 
traveler's pretty happy to escape the closeness and step 
into the dark, open world. Farther on, the dust reaches 
up to his knees. Lt's thick and it pulls against him. Close 
to the N gative En rgy it becomes an abrasive sea that 
chafes as a traveler swims through the grit. 

But a cutter's not alone here. Things swim through 
the and ocean, and at lea t one tower, Citadel Alluvius, 
lies in a ramshackle sprawl on the Negative Energy 
Plan 's bord r. This i one of the four itadel of the 
Doomguard, and the most favored of them all. 

PECI.\I. P11vs1rA1 CuNoniuNs. Movement and breath-
ing on this plane are handled the same as on the plane of 
Ash. The cold here isn't as intense, though, so there' no 
need for magical protection from it. Nevertheless each 
day pent on this plane cau es 2d6 points of damag , as 
the traveler· body b gins to break up. This damage can-
not be healed while on the plane. Should a traveler lose 
all hit point , his body di sipates into nothingness. 

SPlTJAI MAc.;tr CoNtllnoNs. Conjuration/summoning 
spell reach to the planes of Earth, Magma, Ooze, Salt, 
Ash, and the Negative En rgy. Solid objects creat d on 
this plan don't la t crumbling to dust in ld4 turns un-
le s protected by a waif of force spell, to bind the mate-
rial in place (as is lhe case for Citadel Alluvius). Other 
limitations are the ame a those on the plane of Earth. 

NATl\11 c; AND H AZARDS. Dune stalker, dust mephit, 
sandling, and sandman all abide here. The plane of 
Dust is one of the most populated of the darker Quasi-
elemental Plan . Thes er atures tak no delight in 
their exi tence, however, and many hunger for oHd 
forms. This hunger can make theme pecially deadly. As 
with all the dark r quasiplane , random pockets of Neg-
ative Energy are alway a danger to any normal trav-
eler (see pag 39]. 

THE (i)UASIELt:mEN+AL 
PLANE E9f SAL+ 

Of all the Quasielemental Planes. this one might b the 
worst, or at lea t that's so in the imaginations of travel -
ers. What crueler fate is there than slowly having the 
very lifeblood within one' elf parched away? Th skin 
shrivels, the lips crack, the throat fills with dry choking, 
and the eyes - well, the eyes are th mo t horribl . 
Welcome to the plane of Salt. 

At its safest edge, it still seems to be only water -
bitter and 
unpalatable, SHU+ YG>UR YAP. CLUELESS. 
but still 
water. Travel 
deeper into th 
plane and the 
water grows 
more laden with 

Y$U'LL BE 
REB++ING QUIE+LY 

SEBEBN ENEBUGH ANYWAY. 
- ANE&NYMEDUS 

oeemGUARD minerals. Crystals form, 
solidifying on even the small-
est mote of a seed. Travelers who v nture farther are in 
peril of becoming completely encrusted, he salts leach-
ing all moisture out of their cells. Finally, all water i 
gone and there is only a solid mass of crystalline salts, 
hard and deadly, to block all progre s. 

Ifs at this extreme that the Doomguard has carved 
the la t of its fortre ses from a ho! low pocket in the 
plane. Citadel Sealt rests on the border to the N gative 
Energy Plane, carved from the very minerals th -m-
selves. 

SPFL t,\I P11vs1c!\1 CoNDlTloNs. Moving through this 
plane varies. [t can be like the planes of Water, Ooze, or 
Earth, depending on how deeply the plane is entered. 
Breathing can be accomplished by spell, but a traveler 
must find ways to avoid dehydration or suffer 4d6 
points of damage per day. Ibis damage cannot be 
healed until the being leaves this plane. 

SPECIAi MAGIC (0NDlllONS. Salt is linked lo the 
planes of Water, Ooze, Dust, Vacuum. lee, and the Neg-
ative Energy for the purposes of conjuration/summon-
ing. Water and ice creat d here last only ld3 rounds be-
fore evaporating. Water is immediately undrinkable 
upon contact with any material of the plane. Water-
ha ed creatures lose I HD per round while on this 
plane. 

NAT1v1s AND HAZAtrns. There are no known crea-
tures on thi plane except the salt mepbits. Pockets of 
N gativc Plane material and dehydration are the great-
est risks to traveler . 
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THf: PEDSl+IVE 
~NERGY PLAN£ 

Being the plane of all life, a hody'd figure (his to be th 
gentlest or plane , that it would I ath a sod in soothing 
and revitalizing en rgy, but it doesn't. The Po ·itive En-
ergy Plane i dead ly because too much energy i. just a. 
da ngerous as too little. 

Thcr · nothing to see here beyond an endle s 
burn of brilliant white, even mor inten e than that of 
the plan or Radian e. and a cutter needs to cov r his 
eye with a olid hlindfold if he ever plans to us them 
again. That doesn't matter much, since there' no thing 
to see here anyway. Be ·ides, it' not the glare that's the 
problem. It' the sh er inten ity or the plane' energy 
that mak it dang rous. Any I ath rhead who ome 
here without protection is g ing to quickly name out 
like a Roman candle from the heer ab un dance of 
power. Trav ling the Po itive Energy Plane i a bit like 
wimming in an ocean of pure electricity. 

1 Movement on the 
plane of li fe is accomplished by the power of thought. 
There's not much point to it, though, sine cv ry plac 
on the plane is the same. furthermore, just being on the 
plane fil l · a being with li fe-energy. Each round a trav-
eler gain 2d6 hit points, first healing wound and then 
adding to his total. If the tota l reaches twi e the trav-
eler's odginal, he bursts into in ande cent names as the 
overabundance destroys him from within. If the traveler 
leaves the plane before reaching the tombu lion point, 
the extra hit points remain for 2d 10 turn . A po iti1•e 
pla11e protection shields the traveler from thi effecl. Fi-
nally, spells that tran form the elements into breathable 
material don't work here, since the plan contains only 
energy - air must be provided by device. 

'i1 1 , Conjuration/summoning 
spells reach the plane of Radiance, Steam, Lightning, 
and Min ra l. Matter created here is destroyed in a 
round, exploding in a burst of harmle slight. Spell 
that inflict damage cause the minimum amount possi-
ble while on this plane. 

'CEBURSE I 'NEBW ,. t ALK 
ZEBmBIE! 1 1us+ GED+ IN 

FRffim 01 NEG' ENERGY P~ANE. 
ANo 1·m 1us+ P~AIN s1cK 'i)f 

+ ALK1NG Ii' CEBLD FEBLKS. ©KAY? 

RAHm . A BARIAUR ANARCHIS+ , 
PEELING H is WAY +HREDUGH 

+He mE&R+UARY 

11 1, II 1 • The xag-ya is the on ly 
known being on this plane. By far, lhe greatest hazard 
is simply surviving the forces or this plane. 

THE NEGA+IVE 
ENERGY PLANE 

The plane of Death, the Black Barrier, the Grea t Void, 
the Co ld Land - non of these names do justic to the 
utter desolation that i the Negative Energy Plane. Un-
like the plane of Vacuum, Lhis i n'l a barren nothing-
ness. Ther 's something here, something that sucks the 
life out of the marrow and drains th piril from a 
being. It devour the very sou l. 

Wh re the Po ilive Energy Plane is all burning light. 
the Negative Energy is bla kn s greater than can be 
imagined or onjured. Ther · at lea. t one citadel here, 
the Fortr s of Lll Soul, main-
tained with great effort 
by the Dustmen. If 
there arc other low-

rs and fearures here, 
who can e them in the darkn ·ss that onsumes all? 
Thcr ar creatu re here, too, more so than on the plane 
of Positive Energy. Und ad lu rk here, eagerly awaiting 
the opportunity to escape to more ~ rtilc planes, where 
they an spread the clarkn s that n11 them. 

Movement on this 
plane i accomplished by thought, as ii i on lhe Po i-
tive Energy Plane. Again the que tion is, "Wh ·re would 
one go in this void, especially since survival is so diffi-
cult?" Breathing suf~ rs as on the Po itiv Energy. The 
absence of en rgy 011 thi plane sucks all life from crea-
tures, inni ting 2d6 po ints of damage each round. 
When a being· hit points reach O he wither ' and dies. 
Hi pirit is lost forever LO re urrection by any means, 
and what little remains or hi husk becomes an undead 
er ature, eager to feed on the living world. A nrgafi,,e 
plane protectio11 spell pr veras this loss of hit poin1s. 

Conjuralion/summonings 
reach th planes of Ash, Du t, Vacuum, and Salt. pells 
that cause damage innict the maximum possible amount, 
whil healing spells do the abso lute minimum. Matter 
created here crumble to nothingnes in a single round. 

, f , . Slow shadow, spectre, wight, 
wraith, and xcg-yi hover on thi plane. here may be 
other forms or undead lurking on this plane, including 
even liches. 
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Let' face it, the Ethereal and Astral Planes are little more than high -
ways. ur , there ' places and b ings out there. but a cutter' not lik ly 
to make his nam and fortune on what he find in these planes. The 
Inn r Plane are all well and good, too. There' certainly things to ee 

and places to go but lo a true planar the Inner Planes 
are, w ll, provincial. As plane go, they' re too single-
minded, fixated on their one-element mentali ies. 

Any basher knows there's 
too many possibilitie in 
life to be tuck on a single 
id a. 

For a true planar, the 
planes means the Outer 

Planes, the Great Ring. No other place has 
the same richness or the same tingle 

of power as any one 
of the Outer 

Planes. A 
true planar 

in tinctively 
know when he' 

on an Outer Plane -
the smell of it is in his blood. 

Primes have differen1 names for the plane , which comes from their 
own peculiar understanding of the multiverse - names like the Twin 
Paradises, the Nine Hells, the S ven Heaven , Tarterus, Olympus, Asgard, 
Hades, ancl Nirvana. Don't be thrown by them. Also, try not to laugh at 
the ods when they use these tags; it's almost certain they would've go -
ten the names right if they'd bothered to ask folks who know better. 

G t= N E RA L C $ N D I + I ED N S 
AND f-EA+URtaS 

Aft r experiencing the mystery of the Astral Plane, the 
misty bor dam of the Ethereal, and the deadly embrace 
of the Inner Planes, the Outer Planes might seem like 
a lark to most travelers. Generally, the air doesn't 
poison a sod and the ground doesn't burn. On the 
Outer Planes, it's not the landscape that's dan-
gerous - it's the sodding Jocals that II get a 
berk. The Outer Planes are the home to 
powers, 
proxies, 
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and petitioners, who can all put a fellow's name in the dead-book. 
While it seems that the seventeen Outer Planes have little in common, that' only because 

most planars take for granted what they do have in common. First. a cutter can walk and 
breathe on most of the Outer Planes without sp lls, magical devices. or other protections -
that's a big change from the Inner Planes. S cond, most all places have a clear up and down: 
Down's the arth under a basher's feet and up' th sky overhead. Third, most plane got a 
north and outh. II ain't the same from plane to plane, or even from layer lo layer, but it's still 
uscf ul for getting around. 

A prime shouldn't kid hirn~elf, though - the Outer Plane are different from any 
weak prime-material imitatio11. Compared to 1hc Prime, everything·s greater here. 
Mountains arc lofiier, glaciers colder, deserts holler, and even the colors have an 
cxtrn hue. Nothing on any prime-material world can ever quite match its counter-
part on the Outer Planes. After all, what's a basher upposed to expect 
in the homes of the gods? 

LAYERS AND RfALm 

Ano1hcr importanl thing that many or the Clue-
less don't realize is that a plane's not just a 
single place. It's got divisions and 
areas within it, and things can 
rhange from area to area. 
Planes ,Jr mad 
up or layers 
different 
worlds 
that all 
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fall 
within the plane. Generally, each layer 

fall s under the sway of a different power or group 
of powers, which accounts for often stark differences in 
appearance. 

In some places, like the Abyss, the layers tack up 
like a m y deck of cards, mostly on top of each other, 
with an occasional layer that sticks out where it 
houldn't. On Baa or, the nine layers form the tiers of a 

descending cone, perfectly regular to each other. Other 
layers are joined by rivers, bridge , or - most fantastic 
of all - great clockwork g ars. 

Within a plane, and even within a layer, there can 
be a lot of different realms. A realm is an area ruled by 
a power or group of powers, who fashion the land to 
suit their desires. A pantheon of powers that calls itself 
"Greek" (after some favorite prime-material kip) has a 
realm called Olympus on Arborea. It' a place of great 
stone temples, rocky mountains, olive groves, and 
warm sunny coasts, where heroes fight monsters and 
philosophers debate. The same plane also holds the 
realm of Arvandor, home of the elf gods. Their realm is 
one or ancient woods, nowering meadow , rippling 
brooks, and crystal palaces. Here. bards sing and nobles 
partake of the hunt. 

Each realm can modify the physica l laws of the 
land . Gravity, weather, and ev n directions ar subject 
to the control of the lo al pow rs . Hence, il"s usually 
asy for a cutter to t II wh n he· en er d a new r aim. 

There's a shirt in the landscape, one that match the 
ideal of lhe new rulers, that's noticeable to all but the 
mo t add! -coved travelers. 

Gt=++ING ARtDUND 
+HE eu+t:R PLANES 

Ju I being on th Outer Plan doesn't make g tting 
around a y. Ther ' sti ll va t di tan e to be ov r d 
and my ·tical barri r to be era sed. It helps for a fellow 
to know lhe way and means of qu i kly getting from 
place to place, unless he wants to sp nd a lifetime just 
ro ing from one portal to the next on th Great Road . 

Fir t, a cutter can always use the Astral Plane in 
pretty rnu h the same way a prime u it o r ach lhe 
Outer Plane . Through pell or magical it ms, a blood 
can step into the Astral and th n will hims lf to his des-
ination. IL takes power and practice, but it can be done. 

The astral method' not per~ ct though. The Aslral only 
touches lhe uppermo t layer of each plane on the Great 
Ring. If a fellow wants to go lo Mount Celestia, for in-
tance, he can on ly get to the first layer this way. He's 

got to llnd anoth ·r way to reach the seventh layer (or 

the second, for that matter). 
Fortunately, other, mor efficient m ans of g tting 

around ex ist. There's conduits, ju t like tho e that 
thread the Astral Plane (see page 21 ), which link differ-
ent layers of a plane. The e conduits can even link dif-
ferent layers of different planes. It' aid lher ·. a on-
du i l on the 492nd layer of the Abyss that'll carry a 
being to the first layer or Ysgard . which ju t might 
make for a handy escape omeday. Th e conduit can 
be either young (one-way) or mature (two-way). Most 
conduits are pretty stabl , and map to many of them 
can be bought in Sigil. 'Course, fakes are available for 
purchase. too. The biggesl prob lem with conduit is 
they don't always take a body where he want lo go. 
Step through a conduit and a berk may still hav long 
distances to travel. 

Every plane's got regular paLh between the layers, 
too. On Baator, a sod can pass through the gate of the 
city or Dis and end up in he bog of Minauro , lhe next 
layer down. On Elysium, a body can sail clown the River 
Oceanu to reach Lhe n xt layer. To use these, a being· 
just got to know the dark or them. They're not as quick 
as conduits, but their dep ndability mak them regular 
trade routes. These roads are also used for formal occa-
sions, like when one power goes calling on anolher. ll's 
the polite thing to do. 

Finally there's Sigil's portals. Just like th· portals 
to the Prime Material and Inner Planes, igil's got door-
ways to more place on the Ou er Planes than can be 
mapped in a millennium. For most planars, or at least 
those that can get to Sigil , the portals are the preferred 
way to travel. Odds ar good for fin ding a door at lea t 
omewhal close to where a ult r wants lo go - if he' 

willing to search th stre ts long enough. 

MAGIC E9N 
+HE EDU+ER PLANES 

For the most pan, magic functions normally on the 
Outer Plan s. Spe llcasters shou ld rememb r, though, 
hat chere· no conta t with the Ethereal Plane out 

there, and even h A tral reach s only to the Arst layer 
of every plane. A ca Ler needs k ys lo overcome these 
limitation . 

B caus of the nature of th planes conjuration/ 
summoning spe lls can on ly draw upon er atures and 
things from th sam or an adjac nt plane. For exam-
ple, a wizard using a monster summoning [If pell whil 
on Ely ium cou ld call up omething nat ive to the 
planes or Elysium, the Beastland , Bytopia, the Out-
lands. or the Astra l. 

Elementals summoned on the Outer Planes aren't 
the same thing a those er atures that appear on the 
Inner Planes and 1he Prime Material. Since the Inn r 
Planes ar pretty well cut off from the Outer ones, spells 
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that call upon an elemental creature actually create one 
from the el men ts of the plane wher the spell is cast. 
That mean th se mon ters are going to act a bit dif~ r-
ently from the real thing. First, the elemental adopt the 
alignm nt of the plane wher it's created. It'll refu e to do 
anything that would contradict that alignment. Thi also 
m an that elementals created on the Lower Plane have 
a little of the d viou nes that other natives posses , o a 
p Ilea ter better wat h out for tricks, misinterpreted in-
trnclion , and outright lrea h ry. Finally, lhe chance for 

an I m ntal to br ak the ca ter' control over it in-
crease by 50/o for every plane between the monster's and 
the ca ter' (a d tcrmin d by faction plane of influence} 
- the ystem i the same a that for priests ca ting sp 11s. 
Luckily for prime , that la t problem doesn't affect them. 

H aling and necromantic p lls ca t in the Outer 
Plane have ab olutely no ffect on petitioners. Peti-
tioners ·an only be raised by calling their spirits back 
to th Prime Material, at whi h point they're no longer 
petition rs. When a petitioner di s on th Outer Planes, 
he or he's gone for good. 

As noted on Table II: School Alterations by Plane 
(page 12), some schools of magic are affected by the 
nature of some planes in a pecific way. Most times, 
thi will fall into on of four atcgories: ENHANCED, DI-
MINI 11ED, NULL, or ALTERED . The DM should always check 
that table befor allowing a spell to go off. 

ff fol,/(' fl i11dital!''> that th< ~dwo/ h I NIIAN( Fil, 

then all spells opera le as if they had been ca t by a w iz-
ard one level higher. For example, a flreba/1 pell cast 
by a 5th-level mage will inflict 6d6 points of damage. 

If Ta/ill' Tl i11dic11fl•, that the ,dwol i, lll~11 l'>lll ti. 

then all spell operate as if they had been cast by a wiz-
ard one level l0111er. In the example above, the fireball 
would innict only 4d6 points of damage. 

l{To/1/t· /I i11dica1c·, ti/tit //1(· ,clwol i\ NI 11. then 1he 
nature of the plane is such that pells of thats hoot fail 
wh n a t and are ubsequently lost from the wizard's 
memory. 

lj'Tal1h fl i11dirn1e, that tftt ,cllno/ i, 111r,111. th n 
the pell may need help to work, or its effects may be 
changed. For xample, pells that have ethereal path-
way need pell keys. 

rn th d criptions of the plane pre ented on the 
following page , any peculiar spell effect will be not d 
und r "Sp cial Magic Conditions." 

SPELL CRYS+ALS 

A minor hazard to planar haracters, but a hazard 
nonetheless, i the occa ional pell cry tal. These things 
aren't useful item to adv nturers, but are the handi-
work of prim -material wizards. 

What happen wh n a wizard ummons omething 
from th Out r Planes or commun with a planar 

being? He do n·t real ize it, but the force of his magic 
creat a whizzing, glowing rystal on the target plane. 
Thi ry ta l hoots across Lhe plane, unerringly search-
ing for the obj ct of it master's pell. Upon reaching its 
goal, the ry tal woop in and touches the target, re-
lea ing it magical energy. If it's a summoning, the tar-
get vani hes, instantly drawn to the Prime Material 
Plane through a magical, temporary vortex. Commune 
and divination cry tal relea e a nood of insistent im-
agery that clamors for an an wer. The effe t depends on 
the pell ca t. 

Spell cry ta! come in a variety of colors and 
shapes, although all ar crystal of ome 011. Neither is 
an indication of the pell carried. However, creatures 
that have a Wisdom core of 19 or higher can instinc-
tively know the natur of a pell crystal by making a 
su ces ful Wi dom check (-5 modifier to the ability 

ore). 
Wisc planars carefully avoid p II crysta ls. No one 

wants to be blipped off 10 some slrange prime-material 
world without preparation or warning, as the chance is 
too great to take. A few intrepid outs have managed to 
capture spell crystals; th e imprison d magick · com-
mand good prices as curio itie . It' al o possible to trap 
them and use the cry tal as weapon by releasing them 
on enemie . Thi. technique is dangerou not only while 
catching the crystal, but also b cau e ther ·s no promis-
ing who its target will be once a p II crystal is released. 

PA+HS Wl+HIN 
+HE GREA+ RING 

Pa ag through portals, conduits, color pools, and vor-
tic i nearly in tantaneous, allowing a cutter to slip 
through infinit - paces a qui kly as a child's wish 
rcache a tar. These planar gates, once found, connect 
the entir multiverse - a paradoxically s impl e a11d 
complex ystem. 

There ar a few other paths between planes and 
layer , and the ear unique. The River Oceanus, the 
River Styx, Yggdra ii, and Mount Olympus are not in-
stantan ou portals, and there are many opportunities 
for extended adventure along th ir tr.iii . A ba her 
mighl ven happen upon a door to igil or somewhere 
cl e along the way. The e paths are legendary, and any 
blood who's been out icle the ity of Doors has used 
them. 
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TH£ RIVER CDCl:ANUS 

Ri ing on th plan or ly ium is a gr at riv 
it banks, whose walers flow smoothly aero 
r alms. It surfa i calm, barely 

marred by rip-

r, broad in 
lhe upp r 

pl , and its 
depths are deep r than 

any line can ralhom. The wal r isn't 
dangerous, but swe t - indeed fragrant - to tho e who 
tand on it hor s. It · surra e is calm. yet it has its 

share of dangerous currents and creature in the depths 
below. This is the River Oceanus. 

Like its ister the Styx, the Oceanu i a world-
spanning river, a waterv-rny betw en realms, layers, and 
plane . Its headwaters lie in Thalasia, on the plane of 
Elysium. From there it flows through all of Elysium's 
layer and ventually breaks through th boundary be-
tween the plane , passing through the lop layer of the 
Beastlancls. After this, it cros e' another boundary and 
enters Arbor a, passe through the 
fir t layer, and finally di appears 
somewhere in that plane's second 
layer, Ossa. 

Although Oceanus looks like a 
normal river, it' far from that. In ome 
place the river i , but in other 
places it i 11 't. lt flow in and out 
of xist -nee without once breaking 
its continuous now, defying the logic 
or onn tion. A hip might sail 
through one plane or layer for an 
hour or a week (d · pending upon 
th OM' plans). Pa age through 
th barrier an b arduous or in-
tantaneou . Sornc1ime , a body 

just lips from on plane to the 
n xt whit h wasn'l looking. 

Oc anus is a commonly used 
path b twe n plane and th layers 
of plan . rading ve sel ail up and 
down i I ngth, and mall towns line it 
banks. Travelers can usually find a boat to 
hir· omewh re along it sh r s. 

TH£ RIV£R s+vx 
No one knows where it ri es and no 
one knows where it ends, but all 
the Lower Plan know the 
River Styx. This wine-dark, rank 

riv r bubbl s and churn through lhe top layer of 
Ach ron, Baator, Gehenna, the Gray Waste, arceri, the 
Aby s, and Panel monium. Side channels or this odious 
riv r reach to other lay r of the plane - the fifth 

lev I of Baa tor and som or the un-
numbered layers of the Aby. 

in panicular. The now isn't 
linear or predictable, either. On 

one journey, a boatman goc from 
Baator straight to the Abyss; on the re-

turn, the river shifts ils banks and carrie. 
lhc cutter from the Abyss lo the furnaces of Carceri. 

The now is unmeasured and unmapped 
Where the Oceanus is sweet the Styx is foul. lt 

water i black, putrid, and greasy, yet still a temptation 
to those ·uffering from thirst on these planes. One taste 
or touch of its water and a being mu t uccessfully save 
vs. spell or suffer total amn sia of his past life. including 
class, alignment, and spells. Even tho. e who do ave for-
get the events of the past clay. Beneath its sluggi h ur-
face, the currents of the Styx are wift and dangerous, 
often ucking down boats or pulling wimmers under. 

Still, the Styx is useful for travel from plane to 
plane. A journey to any point on its banks never take 



more than a day (altho ugh il might be a dangerou 
day). Horrid and fantastic boatmen called mar-
raeno loths ply its waters, lh ir ski ll uperna urally 
competent. All or them are willing co carry passengers 
- for the right price. 

YGGDRASIL , +HE WEDRLD ASH 

On· magnific nt reature or the planes is the great tree 
Yggdra ii, 1he World Ash. Rising on the first layer or 
Y garcl, Yggdrasil's roots and branches extend into 
many oth r plane , providing yet another way for trav-
lers tog I around. No 011e has mapped the extent or 

th sc pathways, but some or the important path are 
known. On or 1he root reaches to Ninheim on the 
Gray Wa t , and another tre ches to Pandemonium, 
where Loki (or the Norse pantheon) resides. The 
branchc ar no I s widespread, even crossing the sil-
very void or the Astral Plane to reach the very Prime 
Material. There, it"s aid, the small st branch tips touch 
hundred of worlds where the Norse gods are revered or 
remembered. Other branche reach Ely ium, th Beast-
land , and Limbo, and lhere are likely lo be many more 
such pathway ". 

Trav ling Yggdrasil's paths requires the traveler lo 
climb through the branches or roots. At each planar 

ro ing, the tree disappears through a portal of shim-
mering color, like a color pool found on the Astral. 
Only the vaguest of shape can be seen through the 
window. To know for ertain 

what Ii on the other side, a traveler mu t step through. 
The co lored portal are all two-way pa sages. 

meuN+ tDLYmPUS 

Like Yggdrasil, Mount Olympus is a palhway to many 
other plan s. Rising from the plane of Arborea, Mount 
Olympus has veins that reach into lhe planes of 
Gehenna, the Gray Waste, and Carceri . These plane arc 
reached by twisting caverns that pierce Olympu ' 
stone. On its lope , a cutter can climb through the As-
tral Plane and into a number of prime-material worlds 
- worlds where Zeus and the fellows of his pantheon 
aren't forgotten. Unlike Yggdrasil, Olympus has no con-
nections to any or lhe other Upper Planes and its link 
lo the rest of the Outer Planes are well mapped. 

When crossing into another plane via Mount 
Olympus, the traveler must find a color portal like those 
found on Yggdra ii. Beneath the mountain , the right 
cavern mu t be taken, . ince there are many false trail 
and dead ends. On the slopes, the traveler must earch 
through rock and wood for th himmering curiains 
that mark doorway to other plane . 

DEALING Wl+H 
+Ht: PEDWt:RS 

Since the Outer Plan s are home lo mo t of the powers 
known to morta l , it' under tandabl that adventurer 
might expe t to get involved with them in one way or 
anoLher. Sigil is full f tall tale of bloods who outwit 
this god or that , steal divine lrea ure , or undertake 
dangerous qu ts personally assigned by their deity. A 
berk"d do well to look al who·s lel ling those tales. 
though, becau. th y're oil tal l tales. 

Here's the r al chant: Maybe - just maybe - one 
blood out or t n thou and· actually even see11 one of the 
powers, particularly on of th greater powers. Then, of 
them that's seen on , rnayb one out of a hundred's ac-
tually done anything for or again t th ' greater powers. 
And of tl10s r w berk , maybe one out of ten actually 
survived. And finally, maybe on , just 011e or tho e actu -
ally did give a power the laugh. He'll b the sod with the 
look or a chased rabbit in his eye , though, and it's a 
sure bet he's n vcr 1 ·aving Lhe afety of igil again. 

The dark is that pow r just don·t go and parley 
with mo t normal folks, probably be au e they don't 
want to ake such a dir ct hand in rhe multiverse, as it 
would inevitably lead to a lik re pons from other pow-
ers. Good and evil, lawful and chaotic, th powers made 
the multiverse, and they know that direct confrontation 
i the quickest way to wreck th whol how. Maybe they 
w nt that route once, in time b fore their own measur-
ing, and found that no one could win that game. Oh, 
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they still meddle with each other's followers, try to sub-
vert realms, and genera lly work behind the scenes, but 
getting directly involved can bring down the combined 
wrath or a lot of fellow powers. All of them remember 
what happened to th last d ily that tried it - Yavass, 
Lord of Tyrants. His moldering body drifts in the Astral 
Plane as a mutual warning to all the powers. 

Because of thi hands-off policy, powers make 
proxie , servants to carry out their will. lt's all part of 
tJ1e game. A power may not be able to act directly but 
iL can send its proxic to do things instead. ·course 
even tllen there's limits. It u ually doesn't take much to 
figure out which power sent a host of proxies to bash 
down a front door, and once the insulted power know , 
it' a matter of reveng . So even with proxies, a power's 
got to be subtle. There are RARE times when a power 
might recruit a rnorlaf agent, even a player character. 

So, maybe a berk thinks powers do deal witJ1 
mortals, but it ain't that clear. Fact is, mortals are a 
lousy lot at keeping anything dark, so the 
powers don't tru. t them with the truth all 
that often. Instead, most powers try to 
trick mortals, get them to help without 
ever realizing il, and even tJ1is kind of 
trick is extremely uncommon. Rarer still 
does any power actually reveal itself to 
a mortal. Those chosen for such a reve-
lation are paragon of whatever the 
power esteem . One is chosen for righ-
teous beliefs, another for tmstworth iness, 
and a third for ma terful duplicity. Some 
poor sods go barmy, exposed to the radiance of their 
lords. Most die canying out their quests. Others are 
cheated of tlieir reward - whatever it is, it's usu-
aJly not a winning offer. 

There are a few madmen in Sigil who claim 
to have either personally called upon the pow-
er or to have kill d one. These are lies. The 
1m11•cr. rn111w1 /It' 1·i\itcd 11111/ clwtted ll'ith. 
Any mortal who meets a power doe so 
because the power chooses. Sure, a berk. 
can e the temple of Olympu and even 
walk inside som of them, but that doesn't m an Z u is 
opening th door. The powers are unreachabl , b rk. 

Nobody (except a lot of combined other powecs) 
e11er kill a pow r. After all, they'r immortal , tied to 
thee nc of h ir planes. Ther might be some lim 
chanc of d troying a power· body but even that 
wou ldn' kill it. In time, the god would reapp ar with 
al l i s powers and m morie - parti ularly of whoever 
cau d it harm. Fae it, tbe chance of g tting tha far 
again ta pow r is unimaginable. Powers are just 
what the name ay - powerful. Within th ir own 
realm , th y are the law of he univ r e . 
They can trike wi h a thought, or with-
out any though t at all. N mo rta l has 

ever reached a deity's statu and none v r will for in 
attaining it a being is no longer mortal. 

That' the true strength of the powers. 
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THE LADY (Df PAIN 

Even though it's c losed to the powers, life's no t a ll 
happy and safe in he City of Doors. The place is a priz 
and the gods know it. Every one of them would love to 
seiz Sigil and control its doors, but o f course th good 
pow rs won't eve n try - they know it'd start an ou t-
right war. Neutra l pow r hold themselves in che k, 
thanks to the delicate balance of power on the planes -
if any one of them seized th place, the ha rmony of th 
universe'd be broken. 

Unfortunately, th is don't ho ld true for the powers 
of the Lower Planes - fiends and the like. They don't 
a re about some "imaginary" ba lance or who gets hu rt. 

They just want the whole birdcage and t hey' ll do what 
hey must to get it. God help the sod who gets in the ir 

way. 
It's a good thing. then. that Sigil's got t he Lady of 

Pain. Don't be so barmy th inking she's just a symbol. 
She's real and she didn't get her name or looks for 
nothing. The Lady of Pain's about power - the power to 
block lhe doors of Sigil to a ll deities. She's the protector 
of the whol e Cage the one being that keeps Sigi l safe. 

The Lady of Pain's rea l, but nobody ever talk to 
her. Nobody. Many who 've se n her floating th rough 
the treets wind up in the Hive with all the rest of the 
barmies. She's not kind or caring, and a berk can't ex-
pect mercy from her. On a whim she'll aid, but more 
often he kill , and yet it's to her the ity looks for pro-
tection . Th Guvn r think she created Sigil, while the 
Ciphers wonder if it' all her dream. 

'Course, just beca use the Lady of Pain' blocked 
the doors doesn't mean the fiend quit trying to get in . 
She's go tor main strong to keep th m out, and if they 
can weaken her, the seals will fal l - and al l Pa ndemo-
nium will break loose. Maybe the fiend lord can't enter 

igil, bu t the ir agents, proxies, and sympathizers are 
there. Thos b rk are searchi ng fo r the key, the way to 
bring down th Lady or Pain. 

'C EBURSE I'll +AL HER! 
HEY. I CAN BAA+EZU. 

CHARm AN AAS l mIDN. 
GE + rTI (B D R ffi N ,_ + U R N S +AG 

I CAN CER+AIN LY +ALK 
+HE L/\DY · PA I N! 

DAREL SILVA+eNG. 
RA++LING HER BEDN£-BEDX 

t=eR +He LAS+ +1me 

THE BL(D(DD WAR 

It's a good thing that mo t of the fiends ar preoccupi d 
with another problem: the Blood Wa r, a savage qu est 
for annihilation that ravages the Lower Planes. It's sup-
posed to be a war of tanar'ri against baatezu, but every-
one a nd v erything down ther seems to be involved. 
And neither of tho "sides" can b trus ed, either. A 
baatezu' ll turn tag on his bro the r if it'll ga in even a 
little power in t he proce s, and the ta nar' ri have alway 
been at odds with each other. In betw n them all are 
the gehreleths and the yugoloths, eag r to fight fo r the 
best- paying ide. It's a war that's been going on as long 
as mortals hav lived on the planes, and it's a war nei-
ther side has yet to win. 

Nobody ven knows what the exact goals of the 
war ar . G no ide's the best gue s - t he tanar'ri and 
baatezu'II fight each other until th · re's none left. Why? 
Wh at berk understands a fiend' mind. can figure out 
its depraved depths? Maybe the local power a re play-
ing games an d making hem fighl. Maybe they fight 
just because they want to. Nobody knows for su re how 
the war started, but a lot of fo lks figure the La dy of 
Pain had om thing to do with it. Some barmy philoso-
phers claim that he's one of them, a fiend now turned 
stag against all he r own kind . Maybe it's true, and 
maybe it ain't. 

Th e on ly th ing known for su re is tha t the Blood 
War's a grim blessing to Sigil. Every move on Sigil by 
on force trigger a reaction from the other side, since 
both groups are desperate ly afraid of the other onlrol-
1 i ng uch power. Sure, it makes traveling th Lower 
Plane dangerous - especially the battlefields of Gehenna 
and Carceri - but it keeps the fiends busy. 

Beginning on the following page. there· a general 
overview of the Outer Planes. Layers with in a plane are 
identified with a • , and realms are noted with a A . The 
PLANES APE Cosmographical Tables, fo und on one or the 
poster maps included in his boxed set, li st a ll ur-
rently known layers, realms, cities, and sites of imerest 
and may prove useful to the DM. 

• 47 • 



THt: ABYSS 
(Chaotic Evil) 

There 
are multitudi-

nous layers or the Abyss, 
perhaps even an infinite number. No one has ever cata-
logued them all, and it's doubtful that any of the 
plane's native , let alone any oLh r bean counter, has 
ever considered the effort worth the time and danger. 
Plain and simple, no one's ever done so because each 
layer is so horribly grotesque tha1 a bcrk would have to 
be barmy to want to sec any of them. Even fewer sods 
have the power to actually do so and survive. For one 
thing, almost every layer of the Abyss is complcLely in-
hospitable. For another, this plane is home to the 
tanar'ri, one of the two races locked forever in the in -
fernal Blood War - and they aren't particularly hos-
pitable either. 

Watch out for those tanar'ri basher . They'll ither 
try to imp re s a berk into one or th ir armies - whether 
for the Blood War or a local squabble - or they'll flat 
out put him in the dead- book. Their reason? As oft n as 
nol. just b cause they can. Don't expect a better reason 
from beings of utterly evil chao . They're devoted to 
seizing everything they can for themselves, and killing 
or en laving everyone else. To their minds, that's 1he 
only way to power, and powt'r is the goal of their exis-
tence. 

Petitioners on this plane are the spirits or the 
chaotic-evil. Most take the form of manes, the very 
lowest of the tanar'ri, though a few espc ially powerful 
or vii ones may begin their Abys al existence as ·ome-
1hi11g more powerful. Being a mane isn't so special, be-
cau e more powerful fiends vent their bloodlust on 
these poor sods, sometimes slaying them in droves. But 
tanar'ri ain't tanar'ri because they're being puni hcd or 
because or any <Hher dim- idcd reason some green 
prime has thought up. Here' the real chant: 
T<1nar'ri 111a11I to lie Lanar'ri, even if all they arc 
is a lousy mane. Tho e who urvive long 
enough may be tran. formed to more 
powerful forms, should a master find 
1hr need for su1:h a servanl. Raw, in-
domitable power's all 
those sods care about, 
and lhe Abyss is the 
place to get it. 

P1 \I " ()( I NI I~ I I 

Poi~ r 'l "· This. the top 
layer of the Aby s, is a dim, 
barren place baking forever 

beneath a bloated red sun. In 
numerable holes and huge iron fortresses dot the land-
cape. The holes are conduits that lead to other layer 

of the Abyss. The fortresses arc strongholds of individ-
ual tanar'ri lords where their bodies are protected by 
lavi hly devoled ervants while lhe leaders' spirits tra-

verse the Astral Plane and the Prime Material, seeking 
corrupt and evil types to press into servic. 

.':>rr c 1\1 l'ms1t \I CoND1 IION'i. There's no single uni-
fying theme to the physical nature of the layers of the 
Abyss, except that they're all incredibly harsh. Some 
are endl ss deserts of baking sand, salt, or even rust. 
Others arc nothing but bitterly cold ice plains, with 
razor hards of ice dotting the land. Some are endless 
sea of slinging salt or making acid. Others are plains 
of rock and lava. with atmospheres or choking fumes. 
Still others arc unimaginably worse. 

S11 u \l M .\1,IL (0N1Hr10Ns. Spellcasling on the 
Abys is a normal a can be expected for the Outer 
Planes. The only problem is that magic use tends to 
draw the attention of th' locals - especially the agents 
or powers - who are likely to vi w th spell user as a 
threat, one to be dominated or destroyed. Interestingly, 
illusion and wild magic arc enhanced on !he Abyss. 

N 1,1 Ir 11 11 1 \'lal'i. Eyewing, fetch, nre hadow, 
quasit, r trievcr, and tanar' ri all reside in the Aby. s. A 
short list or the powers here includes Sess 'inek or the 
lizard men, Laogzcd of the troglodyu·s, the beholders· 
Great Mother, and virtually the entire drow pantheon. 
Chcmo h and l-liddukcl (of the DRAGON LAN CI: ·aga) and 
Bcshaba and Umberlec (of the FORGCYITl:N Rf ALM S setting) 
also claim ihe Abyss as home. 

1+·s BE++ER rnrn SE!HTIE BERKS 
+EB BE IN CHAINS 

+HAN +EB BE fREE. 
YEBU. F©R INS+ANCE. 
TALL TALLY $ f +HE 

fflERCYKI LL£RS 
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ACBt:ReN 
(Lawful N utral Evil) 

Here's the safest place for a cutter to go if he really 
wants to deal with the liends of the Lower Plane - the 
iron-shod Acheron. It's a plan of nforced order, where 
onformity is more important than good. The Mercy-

killer will tell a berk that the fiends of Ach ron aren't 
that evil - it's only their rigorous adher nee to order 
that up ets those who lack such discipline. Other folks 
t 11 of the random cruelty that blind conformity brings 
- the crushed spirit , the broken hopes. This is lhe true 
fa of Acheron. 

Th plane of Acheron is made of imm nse block . 
bla k and smooth, whose surfaces ring metallic under-
foot. They drift endle ly through pace. the e ube the 
iz of cities and kingdoms. Sometime they meet with 

a ~ ar om lang that crushes all between them and 
ends hudder through the plane. 

The petition rs of Acheron, warriors los to the joy 
of battl and aviors who forgot their cause, are con-
urned by the ne d for conformity. They cannot con-

ceive of anyone refusing to obey the will of the group. 
a determin d by their commanders. They ar dedicated 
soldi r , forever lacking a cause. 

• AV/\1 /\S. he battle plain of Acheron is filled with 
world wher armie muster, drill, and wage war upon 
each other. The space echoes with the metallic clang of 
mar hing men, as vast legions hurl themselv s at ach 
other. Th am1ie fight not to conquer t rritory, a ome 
beli v , but to force all others to conform. Fiends from 
Baator come here to recruit battalion for the endle 
Blood War. The ground is covered wilh the wreckag of 
war. scattered between iron citad Is that dot the plain . 

The power Lei Kung, Duke of Thunder, kc ps hi 
home on this plane, in a palace floating on a torm 
cloud amid th drifting sea of iron. One of the blocks is 
the continual battleground of Maglubiyet and Gruumsh. 
pow rs of the goblins and ores, respectively. The two 
ning their humanoid legions at ca h other in rutil bat-
ti , n i her able to gain the upper hand. 

• Ttilll ll•\NIN. The blocks of this layer ar pitt d 
and hollow. and their inside are filled with the cast-off 
machin ry of war. Flying ships, spelljammer , catapult . 
cannons. and thing yet to be invented on a thou-
and prim - mm rial worlds all lie in broken, 

tumbled heaps, slowly transform-
ing into the ironlike tone of 
this plan . Patrol from 
Avalas forage for any-
thing useful in their 
endles 

war , and they skirmi h with each other over Lhe mall-
est scrap. Ther · a I-in- 1000 chance per day of finding 
anything useful. 

• TINTIBUIW,. This layer i barren of life. The only 
things to be found ar tumbling blocks of geometric 
solid of all types. Made of grit y stone, they collide 
and fracture along crystalline Faull , pawning yet 
smaller olids to join in the planar dance. A few daring 
wizards can be found here. conducting researches pos-
sible only in Lhis barren void. 

• Oc,\NTIIIJS. This layer is made up of razor- thin 
plates - some barely an inch aero s, others miles in 
width. Although the plates could upport life, it's too 
dang rous here. The plates slice through th darkness, 
striking creatures like ,,orpal blade (THAC0 11, ignore 
armor; only Dexterity bonuses apply). 

SrFUAI P HY~ l t Al CON DI I ION'>. All layers drift in a 
void of air tha upport life and flight. Gravity here 
conforms to the shape of h olid, always pointing 
toward the center. Thus, armies can range on all six 
sides of one of the immense cubes. or they can walk on 
bolh the top and bottom of Ocanthus's drifting plates. 
Travelers in Avalas and Thuldanin mu t be wary of col-
lisions between the cubes, since verything between he 
two masses is cru heel. Approaching cubes are seen a 
day or two in advance. depending on size, giving just 
enough warning to e cape. (So pitched are omc of the 
wars between legions that they fight until crushed, ig-
noring all olher perils.) 

SncJ,\L MAli ll (ONIJITIDNS. Wild magic is diminished 
on Acheron. 

N,nvr lNHA!l tl\Nrs. A haierai, baatezu, imp, mod-
ron, rakshasa. ru t mon t r, and yugoloth are all found 
on Acheron. Only yugoloth and rakshasa are truly na -
rive. the others coming to recruit or feed. Most of the 
ore pantheon re id her , having been driven out of 
Gehenna and Baator. 

IUS +I CE IS N EB+ LAW . 
mERCYK.ll-1-ER 

PR.EDVERB 
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AR '9REA 
(Chaotic Good) 

HE SCREAmED. +URNED PURPLE. 
AND WRl+HED $N +HE FLEBEBR 

fEBR AN HEBUR AF+ER 1us+ EBNE SIP? 
EB KAY, I'll GIVE 1+ A +RY. 

- f LISH A R.D WILL E9 WHEELS. 
A St3NSA+£ 

Thi plane's called Olympus by primes who've heard of 
om of the local powers, and Arvandor by prime elves 

who r vere a few other pow rs that live here. 'Course, 
th y've both got it wrong, but whatever a sod calls this 
plan , the best way to um it up in one word is to say 
"boisterou ." This is the home of a pantheon of gods 
that call themselv s "Greek" - a tag that refl cts one of 
their favorite prime- material worlds. Wherever that 
world i , it must be a wild on becau e thi pantheon is 
half-barmy with th party life tyle. Their passions run 
high and deep and the plan reflects that with stupen-
dou ly craggy mountains, unbelievably deep gorges, 
rore t of monstrou ly huge tr es, and vast wild 
stretches of wheat field , orchards. and arbors. The peti-
tioners who live here are a hearty lot of backslapping, 
wide - grinning, epic -singing bravos when they're 
happy. But they drink to excess and wail like banshees 
when they're sorrowful. W11en angered, they leap into 
ba1tle without a moment's hesitation (though their 
"combats·· ar b tter called 'brawls" - lots of h ad get 
thumped, but p ople seldom die). A swashbuckling cut-
t r fe Is right at home on this plane. There's always 
hunts and battle , contests of strength and derring-do, 
and long, loud parties - it ain't ever dull around h re! 

The clv n pantheon also makes its horn on this 
plane, but it r mains separate from the Greek gods. Th 
elf gods ar a bit more elegant in their behavior though 
no less pas ionat . The petitioners pour out their joys 
and so1Tows in achingly beautiful music, th ir rage in 
hard-eyed, cold-blooded vengeance. 

The S nsat s maintain a palace on thi plane. It' a 
rambling structure of white marble, filled with sumptu-
ou viands, b autiful art work, excel1cnt musicians, and 
grac ful danc rs and acrobats. 

Portals b tween the layers of Arborea are rarer 
than on mo t other planes, and those few are well 
guarded by the power and petition rs, om times even 
with ston walls and iron gates. The idea isn't toke p 
travel rs out, but to stop or slow th influx of unint Iii-
gent or dang rous monster . 

• 01 YMl'II S. The first layer of the plane takes the 
same name of the plane's most significant featur , 
Mount Olympus. This mountain dwarfs all other in iz 
and significance (except Mount Celestia, of course) and 
it serves as an interplanar conduit to all crysta l spheres 
where the Greek pantheon is (or has been) worshiped on 
the Prime Material Plane. Its caverns reach into various 
lower levels of the planes, like Gehenna, the Gray 
Waste, and Carceri. Separated from the Greeks by a 
stretch of wilderness lies the home of the elven pan-
theon. By some trick of the land, both the Greeks and 
the elves occupy the highest point on the plane, yet 
neither is higher than the other. 

• O-.,s \. The second layer in Arborea is called 
Aquallor by the elve . It 's one vast yet shallow sea, 
scattered over with islands. In the waters lie portals to 
the other layers of the plane, which are guarded by elf 
petitioners. Those gateways on the islands are watched 
by Greek petitioners. Sashelas of the elven pantheon 
swims these waters, as does Poseidon of the Greeks. The 
River Oceanus flows into Ossa from Thalasia (on Ely-
sium), loo. Watch out for the huge, funnel - like mael -
stroms that can suck a cutter into Elysium in the blink 
of an y . 

• PwoN. This layer, called Mithardir ("white dust'") 
by lhe elves, is a place of blowing white sand and snow 
with a few cattered ruins. The temperatures aren't ex-
treme, but the land seems to have disintegrated, fallen 
into an infinity of shifting, blowing du t. The Egyptian 
goddess Nephythys maintains a palace of dun -colored 
stone her in the middle of this desert plain. 

51 rr," Pl I\ Sil ,, CuN111110Ns. Travel on this plane is 
difficult b cause of its immensity and wildness. Don't 
plan on walking from one town to the next; it'll take a 
berk forever. Besides the sheer distance involved, there 
are appallingly steep mountains and ravines to be 
cro sed, dense forests to traverse, and mighty river 
with no bridges and few fords. A flying mount can help 
a lot, but magic's a better answer. 'Course, that's just 
speaking of the first layer. The other two are even 
tough r in their own ways. 

N \TIVI l NIIABJr \ I'>. Cyclops, Foo creature, giant [and 
giant animals), sphinx, titan, and other beings of Greek 
leg nd abide here on Arborea. Most of the Greek and 
elven pantheons dwell on this plane, as well as Llira, 
Sune, and Tymora (of the FORGOTTEN REALM setting). 
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ARCADIA 
[Lawful Neut ml Good) 

tancling on the lope of Arcacli,1's talles1 peak, il's easy 
to ce why this plant• is known as the Land or Perfect 
Good. Everylhing here radiates peaceful order. Forests 
grow in neat rows, more like orchards than wild woods. 
On the plain ·, grasses grow 10 only a certain height. 
Wildnowcrs grow in srlf'-dd'ined beds of color one 
never imruding on the other. Fields are geomc1ricc1lly 
perfecl and towns are laid out in neat squares. Even day 
and night arc orr\ered and perfect. All light and dark -
ne_ conH·s from an orb set in the top of Arcadia's 
tallest peak. Hair this sphere radiates starry darkness 
and the other half' emits gleaming sunshine. The orb re-
volves in a regular 24-hour day. Light changes to dark 
abiuptly - there is no dusk or dawn - and each chang 
signa ls the beginning or end of another perfect day. 

Arcadia is a land of fields, orchard , and woods. 
Throughout, there are the perfect forms of beneficial 
and peaceful anima ls from the Prime Material. ven th 
anima ls here reflect the goal of Arcadia - organization 
for the common good. Nectar- laden bee , industrious 
ants, . ilvcr-wooled sheep, fat d r. gleaming foxes. and 
other creatures that watch and protect their own are 
common here. 

This plane is on of the most hostile to evil sods. 
Squadrons of petitioner militia r ·gularly patrol the 
land, seeking out anyone evil. All Arcadian petitioners 
can know olig11me11t at wil l. and trave ler ar · always 
questioned as to their alignment. Lawful-good creatures 
are invited to join such hunts. chaoti goods are toler-
ated as long as they don't disturb the public order, neu-
trals of a ll types ar stifny requ t ·d LO Fini h their 
bu incs and I ave, whil vii ryp arc instantly at-
tack d. For the p iitioners of Arcadia, it' no failure to 
fall when fighting evil. 

Arcadia is aid to have three layers, though only 
th upp rmost is known, perhaps due to the difficulty 
of dealing with the Arcadian militia. The two realm 
des ribed below arc found on this layer of Arcadia. 

liAVINCi EXIS+ING. 

fREBm 'SAYINGS 
IH +HE fA+f: D' 

5 1 

.. tvl \ 'l•I" 
The realm of Mar-
duk. a grearer power, has at its 
heart the great city or Marduk. Thi~ is a spraw lin g 
megalopolis of orderly design buill around two rivers, 
the Kath and the Luar. The rivers cross at the very cen-
ter of the city, the Kath flowing in an aqueduct over the 
Luar just at the point where the latter tumbles over a 
perfect waterfall. Marduk·s streets are broad, the mar-
ket are well regulated, and the numerous parks are 
neat and well maintained. Patrols or cinhcriar militia. 
ca lled kindari. make regular rounds 1hrough the lreets. 
ever watchful for transgrcs ors. All of good alignment 
arc welcomed her , ·ave any kind of' dragon or dragon-
kin, for the d ity Marduk has fought too many battles 
with such reature lo abide them in his rea lm. Many 
planars of the Harmonium fa lion reside h re. 

Marduk isn·t utt rly perfc L although vcn ii im-
perfe lion are highly lawful. Well hidd n in the city i 
a lh ievc 'gui ld, the members· alignment <.:onccaled by 
magical devices and pell provided by beings or the 
lawful -evil planes. Though evil, lhe guild i nonetheless 
highly ordcr·d. with trict laws and regulations as vig-
orously enforced a any ordinanc of th· kindari. 

A 1\111 1 ( t , , 1, Thi r aim is a great moun-
tain ti ll d with dwarvcn halls, forges. and armories, as 
b fits a dwarf god of battle. The mountain is il perfect 
cone, and the halls are carved perrectly straigh1. Here, 
dwarf einheriar hone their battle skills. At regular inter-
val , the hosts of langgedin cross the planes and raid 
the evil forces of Acheron. uch balllcs, no matter how 
small, are always epic . 

\t 1 , ~1 , < 1 1 Th creature of this 
plane (but not petitioner. ) are immune lo illusions and 
phantasm . Likewise, a natural animal or this plane 
isn't affected by a prime's spell th.ii might summon or 
control its counterpart on the Prime Material. 

1 , Dev;,, einheriar militia, giant 
versions or normal creatures, hollyphanl, and l'uen - rin 
inhabit Ar<.:aclia. Powers found here arc Marduk anti 

langgeclin Silverbcard, as we ll as RlOrx (or 1hc 
DRAGONli\Nn- saga} and Azuth {or lhe FORl,Orn·N Rb\l M'> 
setting). Because of' the ir immunil.Y to illusions, Arrc1 -
dian hounds are prized as w.itchdogs. 



BAA+eR 
(Lawful Evil) 

Thi i it: Lhe Big One, the Nine Hells, the Pit of Dark-
nes , the Stinking Mire, whatever. H's got more names 
than there are prime-material world . It's the plane of 
th mo t dangerou evil there is: the baatezu, fiends of 
unsurpassed power. These monstrous b ing are absolute 
ma ter of their plane. Among their kind exist a rigid 
hierarchy of domination that defines all life on Baator. 

Th mo t vile petitioner consigned to thi plane 
are transform d into larvae - grub-thing found 
throughout th Low r Plan . All petitioners endl sly 
suffer 1he tortures of the baat zu . for the wr tches can 
never truly die by torment. Their burnt, broken, and 
bleeding car ass s reform within a day and the ntire 
process begins again. The petitioners endure this in the 
hope that someday they will advance and torture others. 

• AvTNNLJ'i. This is a rocky wasteland with a dark 
red and tar\ess sky, though the landscape is lit by 
spheres that weave and nare into fiery explosion . The 
blasted plain is scoured by savage legions, ready to 
repel invaders. This host is led by Bel, a pit fiend, ea-
gerly earning honor from the infernal archduke of the 
plane. Tiamat, Queen of Darknes , guards the entrance 
lo the next layer. The River Styx flows through this 
layer. 

• Dis. The smoking black walls of the iron city Dis, 
which i also lhe name of this layer, rise into the a h-
gr en ky, and narrow streets run a far as can be een. 
Cond mned petition r toil at meaningle labor, one 
team tearing a building down as fast as another erect it, 
and all work i don without tool . The fiery iron burns 
the ne h, and th streets echo with crie of agony. The 
archduk of this layer rules the Iron City from a tower of 
lead and stone. 

• M1N"t1Ros. Thi is the layer of greed. Foul rain, 
oily sleet, and razor-sharp hail weep across the layer. 
All is bog, ave the ridges of volcanic gla s that lither 
through the land cape. The only city i Minauro the 
Sinking, built of black stone, forever settling into the 
mire. Fiends drive petitioners onto the bottomless bog 
to nnd ever rarer stone to bo lster the city's srructures. 
Decayed bodie gurgle to the urface, filling the air with 
disea e. 

• PmEGl:'TIIOS. Here is the legendary realm of fire, 
Oiled with volcanos and river of liquid fire. H's virtu-
ally the same as being on the plane of Fire. The only 
city is Abriymoch, built in the caldera of an almost ex-
tinct volcano. 

• STYGIA. This is the realm of ice, a great frozen 
sea, although there's open water where the River Styx 
flows. Small plants grow h re, creating an icy wamp. 
Lightning scours the sky. On a great ice noe stands the 
ice-crusted city of Tantlin. 

• M,\LB0LC,L Thi layer is a gr at rockfall, im-
men in ize. With no lear path, trav ler must al a 
constant parade of building-sized bould rs or wind 
through the dark tunnel they form. The sky burn with 
cloud of red ·team. There i no ing\e city on thi 
layer but a eries of opper-clad fortre es among the 
cree. 

• MAL.ADOMI I. Thi i th plain of ruins. Under 
the blood-black sky, petitioners quarry, carve and 
build new cities for the archduke of this layer. The 
land, once fertile, i scarred by mine pits, slag heaps, 
brackish canals, and half-destroyed ruins. Cities are 
built upon cities, but only one, the newest, Malagard, 
stands above the surface. Beneath the ruin are 
dungeons so extensive that even the lesser fiends fear 
what lurk in them. 

• CANL\. Worse than Stygia, this layer is solid ice. 
Exposure here i equal to that on the plane of Ice. Huge 
glaciers grind at the jagged mountain . that hold them. 
The archduke of this layer rule from the citadel of 
Mephistar, overlooking the glacier Nargus. 

• Nrssus. Thi is the deepe t pit of Baator, a plain 
shattered by rift deeper than the d ep st oc an trench. 
At th I owe t depth it th palace of Baator' current 
overlord, a citadel even greater in scope than Khin-Oin 
on the Gray Wa te. It's unmapped and undescribed 
which uits it fiendi h master just fine. Th citadel 
tands on the shore of a lake of fluid ice that feeds the 

Riv r Lethe. This layer i a land of ex rem s - the cold-
est freez , lhe hottest fires, the st epe t cliffs, etc. 

SPECl,\I MAu!( CONDITIONS. Wild magic is diminished 
on Baator, clue to its lawful bent. 

NATIVE INH".BlTANrs. Baatezu, hellcat, hell hound 
hordling, imp, larva, and simpathelic call Baator home. 
Within the strict chain of command, the greater baatezu 
constantly jockey for power, each attempting to over-
throw its rivals and become the supreme ma ter of 
Baator. Takhisis of the DRAG0NLANCE aga re ide on lhi 
plane, although the Clueless of Krynn think she lives in 
the Abyss. 
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T I BEAS+LAN S 
(Neutral Good Chaotic) 

Although it'~ known to some ba hers as the Happy 
Hunting Grounds, most bloods pr ~ r to ca ll this plan 
the Beasllands. The name fit . too, ince this part of th 
multivers is rich with wild animals. A berk on a afari 
could bag quite a trophy here - if his prey didn't mak 
a trophy of him first. 

Of all the plane , thi 011 has 110 settlement . no 
town . no citad I built by its petitioners, and the rea-
son' imple: All the petitioner here are animal . When 
a body arriv s here. someone like a great provider for 
his clan. he be ome a wild creature of wood, plain, sea, 
or air. That' why iL's called the Beastland - natural 
wild animal roam in abundance. living the lives that 
animals lead. This means only 11alural animals. A 
basher"s not going to find a beholder or a atoblepa 
here - they ain't natural animals in th true sense of 
the word. 

The plane's a seeming hodg podg of every nat-
ural environment that there i . Th re's veldt, jungle, 
swamp, plain, and forests of all type . !ill d with tree 
of all de cription. Everything her ·s more lush, wild. 
and avage than any prim 'sever e n at home. Thi 
plan 's the epitome of wilderne . 

'Course, a petitioner-turn d-lion' got lo have 
ome things different than ju tan ordinary lion. Fir t 

off, he can talk; b coming an animal doesn't rob a p ti-
tioner of hi facu lt i . There's till a mind ben ath the 
fang and fur. Second, tho c that were spellcast r b -
fore th y died st ill have ome spell ability. For th most 
part th y don't use their p II , though, sin e ihat'd 
pail the natural life they now lead. But if some berk 
how up and tart making trouble, it's a sure b t the 

petitioners will trike back as best as they can. 

• l\.1rn1:\I ,. The lirst layer of the Bea ti ands is a 
place of continua l noon . Here are found th creature 
that live and hunt under the glare of the un. In some 
places it burns hot ly, creating savannah , while in 
other it barely penetrate the thick canopy of jungle. 
Running almost straight through th center of thi 
layer i the River Oceanus, h ad d b tw n Elysium 
and Arborea. The jungles and forest are thickest 
a long it. Moving away from th river, the land be-
come pla in , then dry v ldt, th n d · rt, only to ris 

L I KE +HE V I EW? 
1+·s ALL YEBURS 

into coniferous wooded 
mountains and arcti 

tund ra. 

FIDR A smALL PR I C E. 

mAl,.KARESH 6)f BAA+eR 

Lion • 
zebra . 

deer, 
hawks, 

eagl , and oth r day-cycle creature fi ll th i lay r. It' 
along th bank of the Oceanus that the igner main-
tain a citadel. 

• BRUX. This is the layer of perpetual dawn (or 
dusk, depending on a cutter's mood). The sky is always 
filled with ruddy half-light. competing again t the sil-
ver trace of a moon. The land's cool and mi ty. Forest 
are thick with shadows and the plains glimmer in the 
almost-light. Again, every type or terrain can b found 
here, the home to something. Bird calls, monkey howls, 
and other stirring herald the dark. The are the crie 
of creatures that live and hunt in the not-quite hours of 
dawn and du k. Bat . tiger , foxes, wolve , bears, and 
more fill thi layer. 

• KARASll1 11 R•\. The third layer 
is th' land of night. Glitt ring 
star outshin the almost-vani h 
moon. Cloud tr ak the ·ky 
and fog cling to many area . . 
The air rings with the croak-
ing of frogs and the s1ealthy 
ru tie of trackers. 
Here the realm is 
fllled with creatures of 
the night - owls. bob at , 
panthers, and other that talk their prey through the 
black shadows or he world. 

~Prl t.\l PnY..,ll .\I l0Nm11or-..., In terms or natural 
law, this plane is the clo e t of any to a normal prime-
material world. Fur hermore. because of the "perfect 
wi ldness" of this plane. those who have wilderness 
skills (tracking, animal handling, direction sense) nnd 
their ta lent enhanced by 100/o [+2 on l d20 checks). 

SPH tAt M \(,t( lt1N1H I ION">. Because of the mortai, a 
type of living clo ud creature, pell af~ cting w ath r. 
wind, or air automatically fail. Furthermor • no matt r 
how ··normal" th y eem, the animal · of the Bea tland 
aren't normal bea t and can't be affected by spell 
control li ng norma l animals. 

N u1v1 IN ti ,m 1 .\, ,~. Aas imon, baku, mortai, and 
normal and giant-sized an imal of all types li ve in 
the Beastlands. Thos that have spel l ability can cast 
1 d 10 spells pe r day. Ch i I v and Hahbak u k (of the 
D RAGONLANCE saga) and Dene i r and Milil (o f the 
FORGOTTEN REALMS setting) arc said to ca ll this plane 
home as wel l. 
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Now here's a place where a basher can feel safe and not 
be bothered by the petitioner at lhe ame Lime, becaus 
Bytopia (called the Twin Paradi es by primes who don't 
know any betler) is a place where a being' I ft to him-
self until there' good need. That means folks here help 
ea h other when they need a sistanc and leave each 
other alone when they don't. All in all, il's a pretty so-
iablc place. 

Now. Bytopia is ju l that: a pair of layer filled 
with mountain , stream , fore ts, m atlows, and all the 
oth r stuff of a wild and natural world. While it' a far 
ry from the p rfe t ord r of Arcadia, Byt.opia isn·t the 

untamed wilderness of the Bea tlands either. Both lay-
er ar sprinkled with 1own filled with hard-working 
soul arid little ci y-statcs. Caravans and trader. pass 
from con1rnunity to community. linking the whole to-
gl·U1l'r. 

Whal make Bytopia parti ularly unu ua1 i that a 
cutter can look up, pa t the ky, and sec the other layer 
of the plan'. That' h ·cau th· layer ar tack cl on 
each oth r like a anclwich, sharing one sky between 
them. The talle t mountains of each layer actually 

touch o that th y're more like columns (where talar-
tite and taJagmites meet) . During the day, the plane i 
lit by radiance from th sky. Wh n nighttim com , 
the light fades and the ky becomes dark. What look 
like tars overhead are actually the light and fire of 
communities on the other lay r. 

The petitioners of Bytopia arc industrious to a 
fault. Truth told, their lives arc d fined by work. Peti-
tioners figure everybody' got to have an hone t trade. 
Folks who don't, for whatev r rea on, ar · ·hiftles if 
not outright vii. Adventuring isn't really an honest 
trade here, and thieving is just intolerable. Petitioners 
here don't offer charity, although they're fair in all 
dcaJin~. A. basher looking for a handout is likl'ly to be 
given an axe and pointed to the woodpill' with instruc-
tions to work up a sweat beforr dinner. 

• Du H I Of the two layers. th,is one is clcdi-
ca1cd to pa toral indu try. h vast wood ar · th 
province of hunters and woodcutters, it meadows 
ar giv n over to herders and farrm•rs. and it 
river are plied by fi h rfolk and traders. The 



towns on tht layer are small, ll- upporting 
farming cornmunlti~ each with it own militia 

and council. The large of the · i Y oman, a 
good- ized mark \ town. Dothion i the r alm of 

most or the gnome pantheon, Garl Glittergold being 
the greatest power. The realm of the gnomish deities 
is mark d by deep wood , great warr n , sentient 
trees, and large numb r of gnome petitioner . The 
rrcatures of the woods are normal animals like 
those found in temperate regions o[ a prime-mate-

rial world, although they're larger and more curi-
ous. S asons ar mild, but they do occur. 

• ':i1111R, OtK. The other layer of Bytopia is 
rough and stormy. The land is more moun-
tainous, rich with ore, and bles d with 
abundant running water. Farmland is parse 
an the woods deep. This i the layer of 

craft and industry. Mining. melting, 
quarrying, a arving are rhe most 

frequent t e . The towns hum 

with enNgy as mill churn, pumps grind and lorg s 
crackle with activity. Still. it isn't a layer of organized 
factories. ch laborer mainrnins hi own shop or works 
a pan of an informal co()perative - it's a pr -indu trial, 
industrial world. 

'>fr ( 1 1 P11Y~I< 1 C'<, 1,1 111 A traveler gets from 
one layer to the oth r by climbing to the top of one 
mountain and then climbing down the other. I 's a 
tricky bit of busines when gravity rev r e , but aft r 
trying it one , a berk get used to it. Travelers can ny to 
the top of the ky and make the crossover, taking care 
not to fall when up suddenly changes to down. 

N,11 1 li•11 11 \ 11 Baku, hollyphant. normal ani-
mal, and treant all live in Bytopia. The foolish titan 
Epimetheus wanders thi plane and can unwittingly 
create trouble. Thi plane is also th horn of Kiri-Joli th 
(of the DRAGONLANCE saga) and llmat r (of the FORGOmN 

REALMS setting). 



CARCl:RI 
(Neutral Chaotic Evil) 

There's some berks that say Sigil's a birdcage, a pri on, 
and other folks are too dim to realize it. Well, they ain't 
seen Carceri. That's a prison. Sigil·s a holy temple com-
pared to this plane. Known as Tarterus to green primes, 
Carceri is the land of exiles, the place where the out-
cast, the overthrown, and the defeated fume and plot 
for the day when they'll return. Olympic titans are the 
best known of the lot. Carceri plays its role in the Blood 
War by serving as a mustering ground and battlefield 
for the mindless armie of gehreleth. 

Carceri is called the six-fold realm becau e it has 
six layers nested like little wooden dolls, one inside the 
other. Each layer is of immense size, som times th 
equal of the layer that contains it, and infinite by most 
standards. The layers radiate their own light a dull r d-
dish glow like that of a fire beetle. Though the light i 
11ery it gives no heat, so the layers of Care ri rang 
from cool to bitter freezing. 

Petitioners consigned to Carceri are most fre-
quently dead traitors, backstabbers, and other oul of 
underhand d ambition. While the petition rs don't re-
memb r their past live , the old traits can't be broken. 
Thus it is that no petitioner of Carceri can ever peak the 
entire truth. They lie compuJsively and most cunningly. 

• 01111-:i .,_ The outermo t layer of Care ri i home 
to most of the exiled titan - Coeus, Criu , Cronus, Hy-
perion, Iapetus, Mnemosyne, Oceanus, Phebe, Tethys. 
Thea, and Themis. Once th is layer was linked to Arborea, 
but in the war that threw the titans down, Zeus and his 
fellow powers shattered the bond, thus trapping their 
enemies here. Othrys is a realm of vast bogs and quick-
sand, fed by the Styx and its channels. Cronus's palace 
i old and in need of repair, but the plane offers none of 
the noble stone origina lly used to build the place. 

• ( , 1111, ,. Little is known of this layer, as it's 
filled with fetid jungle and carlet plains. Traveling here 
is dangerous, for the plants ooze acidic sap that can eat 
through man or metal. Those creatures that live here 
are immune. 

WE mus+ +AKE CER+AIN 
L I BER+IES IN +HE NArnE E9f 

FRE€DE9m. 

CHANCt=LLCDR fflARGU+E 
e f +H 1: HAR.mE&Ntum 

• M INITIIY~. Thi is a layer filled with sand. Sting-
ing gri is driven o hard by the wind tha it can strip 
an xpo d being to the bone in a matter of hours. AJI 
who dwell in thjs layer, save the powers, are bundled in 
cloth and rags to block out the cutting blast. Tornados 
are common, and to avoid all the e hazards most peti-
tioner live in miserab! and-filled pits, dug by hand. 
Coeu maintain a palace here. 

• Coum1Ys. This layer is one of those mountains 
more immense than any in the Prime Material Plane. 
Travel on foot here is almost impossible, because the 
land i riven by canyons miles deep. The few trading 
route tha1 do exist carry travelers across impossibly 
rickety bridges and on cliff-face trails barely wide 
enough for a single man. Petitioner villages cling lo the 
clefts in the rock, and Crius maintains a citadel on the 
highest peak in h layer. Criu is often at war with 
Grolantor, the hill giant deity who has terrified the 
gehreleth shator into his service. 

• Pr11 I'll \n«-. Thi layer is a co ld, shallow ocean 
fed by black snow. Both the snow and the water are 
mildly acidic, inflicting I d6 points of damage per turn 
to unprotected travelers. Small i land rise above th 
waves, barely more than andbar . Th exi l d titan 
Oceanus maintains a ha lf-sunken palace her . Starving 
petitioners crowd tbe little isles. 

• A<,\IIIY'>. This is the coldest layer of the plan, 
an orb of black ice streaked with red. The air is bitterly 
cold and burns for 1d2 points of damage each round. 
Petitioners here are half-frozen into the ice. Nothing 
else is known to live here. 

N-\11\l 111111\Hll\t I~. Achaierai, gehr I th, gr at r 
titan, hordling, imp, larva, mephit, nightmar , quasit, 
shadow fiend, and vargouille all inhabit Car eri. Many 
other creatures of the Lower Planes can be found her , 
like as not stragglers or routed troops of the Blood War. 
The armies of the tanar'ri are mo t ommon, and 
greater tanar'ri come to recruit gehre leth for th ir 
causes. These near-mindless monster almost alway 
accept, eager to kill and destroy. The great r titan , 
proudly believing them elve better than all thi , re-
main aloof, although they sometimes attempt to ma-
neuver the tanar'ri generals into serving th ir own goal 
of freedom from the plane. Also said lo live on Care ri 
are Matar and Talona of the FoRG0HEN REA MS s tting. 
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ELYSIUM 
(Neutral Good) 

This place gets called the Restful Plane or the Land of 
the Thoughtless depending on a od's atlitude. The 
Ciphers'll tell a berk it's the perfect place, having good-
ness without thought. Then again the Guvners can 
barely tand it because there's no order or discipline on 
the plane at all. That's because the driving force of Ely-
sium is goodness and goodness only. Order or anarchy 
- it doesn't matter, as long as it's for the good. 

Ely ium is a land of fertile richness and unsur-
passed natural beauty. Near the banks of the River 
Oceanu , which winds through all the layer are tall 
trees, waving reeds and lush meadows. In the hundreds 
of mil s beyond the river's bank , the for sts give way 
to grassy plains, then rolling hills, until the land finally 
becomes rugged badland that are wind-sculpted into 
forms of artistic beauty. 

The petitioners here live their lives in peaceful re-
pose, more or I s living as they wish. There's no need 
to work unle s a person wants to, for the land is abun-
dant enough to fut fill al I wants. Nonetheless, there are 
towns and ci ie here, organized by those who want to 
Jive this way. Either choice is fine by the petitioners of 
Elysium. 

Clearly the petitioners are an independent lot. 
Such is th ir nature that they 're completely immune to 
charm, hold, and summoning spells. No one can force 
the inhabitants of Elysium to do anything they don't 
want to do. 

\ ,1111 1.\ The layer connected to the Astral Plane, 
Amoria is an untroubled land of woodland and meadow. 

here are severa l trading towns here, strung like pearl 
along Oceanus's banks - the largest of these is Release: 
From Care. Scattered throughout the layer are the huts 
of Cipher , who make this plane their headquarters. Un -
like other factions, the Cipher don't maintain a perma-
nent citadel on lheir home plane. In tead, th y gather at 
ach other's homes or in clearings as needed. Isis main-

tains a r aim on this layer, and it's famou for the fire-
fly !ant rns that line the river's banks. Meanwhile, her 
sometime-rival Ishtar maintains the City of the Star, a 
m tropolis lit by a brilliant star set in the top of the 
city's highest tower. 

layer is mountainous, 
and here waterfall and cascades in terrupt Oc anus's 
flow. River travel without a guide can be dangerous. 
The banks ar he rand rocky except for a few landing 
points. Her , lhe power Enlil maintain a mountain 
realm, while Nanna-Sin plies the river on hi great cres-
cent moon barge. This vess I, as il pas es, bathes the 
river canyon in th si lver radiance of moonligh . 

• B1111 RIN This layer is mostly marsh, rich with 
wildfowl and tree- covered hummocks. Unlike other 
marshes, however, thi one is free of pestilenc and 
bothersome insects. Very little is known of it, save that 
there may be realms in the higher ground around its 
edges. 

• l 1 \I. -.1 Herc is the source and nd of the River 
Oceanus, rising out of the sea that is Thalasia, which 
fills this layer. Small islands dot the waves, but the ma-
jority of the realms of interest on this layer lie far be-
neath the surface. It's said that many of the ea d ities 
make their home here. The islands are home to those 
petitioners who in their previous life died in the cause 
of pure good. 

511 l l p lr'>ll I ( l~IJlll!I The primary means or 
travel on Elysium is by river. This requires a boat and a 
guide, neither of which are automatically available. 

ailing on Oceanus is relatively safe, free of hideous 
fiends, but there are still hazards. Giant versions of nat-
ural creatures swim in the river and wiJI hunt for food. 
Waterfalls, snags whirlpools, and rapid - the hazards 
of normaJ boating - are greater here, as befits the ma-
je tic scale of this plane. 

\ 1 \d I 11 \I I l\1'l 1 . Baku, foo creature, moon dog, 
per, phoenix, and solar are all nalive to Ely ium. 
Numerous power reside here as well. Tsuki - Yomi, 
Ushas, Mishakal, and Majere (of the DRAGONLANCE saga) 

and Chauntea and Lathander (of the FORGOTI"EN 
REALMS setting) are the most important of 

those not already named. 
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Gl:Bt:NNA 
(Neu1ral Evil Lawful) 

"The four-fold Ju maces, the fires terrible ... "The epic 
poet loleuf saw Gehenna when he wrote this I ine, a berk 
can be sure. Gehenna's a plane were vokanos noat in a 
great void, belching their magma sprays onto barren, 
lava-crusted lope . Sulfurous steam wheezes from fu-
maroles, and horrid gases drift in choking clouds 
through the air. Not the best place for a berk to take his 
favorite dollymop. 

Gehenna' not a forgettable place. Where else is a 
cutter going to see mountains peaked at both top and 
bottom, floating in pace - mountains that are nothing 
but greasy black lopes, bubbling rivers of steam, and 
praying plum of lava? Is there another place where 

th very ro k provide th cam1ine glow that outlines 
all? These ar mountain where nothing is flat. nothing 
is green, and nothing i ea y. Gehenna's void i filled 
with volcanic mount , each hovering in space, unmov-
ing except for th occa ional shudder of a particularly 
vi ·ious eruption. 

The suffering p titioner of this plane mu t cling 
to these slope or risk tumbling to oblivion. So they 
cling a they try to make little lives for themselve , pre-
tending that nothing ha. hanged, that this is and al-
way ha been th ir home. The barren bitterne · of their 
land makes th petitioners uspicious and gr edy, so 
much o that no petitioner on this plane will do any-
thing without om kind of payment. Guides mu t be 
paid, answer bought, v n strangers offering aid must 
receive comp n. ation. This i a plane without charity, 
without ven a g limm r of what that means. 

• K11 ,\t.\'-. Th kinde t of Gehenna's cruel layers, 
Khal as, the First Mount. conn cts to the Astral Plane. 
Th air i crimson near th ground, quickJy fading to 
black no more than a few dozen r et overhead. Chamada 
glow like a bloody moon in th darkness, brighten d 
by parkling fountains of lava and name. Khalas·s id 
ar tr aked with waterfalls, cloaked in steam from the 
singing ground. Th river here never reach the bottom, 
either evaporating or di appearing into black caverns. 
Th Styx is the larg st of the c river , plunging over 
fa ll s thousands or feet high and winding through the 
glowing caverns of K.halas's interior. Here is found th 
Teardrop Palace of Sung Chiang. 

• CHAl\1-\ll-\. Th Second Mountain is he most 
avage of the four. The ground burns with the orange 

glare of magma so inten e that it blots out the ky. 
Rivers of lava cascade down it slopes, continually 
hardening, forming dams, and then bursting forth in 
new direction . Vents unexp ctedly plit op n and spew 
fresh ejecta, and volcanos well on it urface like 
warts. The air is full of the smell of burning hair and 
sulfur- corched fle h. 

• MuNc,1n11. The Third Mountain is con tantly as-
saulted by a rain of ash and acidic snow. The ground is 
cool, with only cattered volcanos that bar ly make 
enough light to show the way. Avalanches of cold mud 
threaten travelers at every turn. 

• Kr<ANGAlll. The Fourth Mountain is the cl ad 
realm . Here, all the fires are out and the mountain 
shudders no more. All is blackness and ice. Not hing 
dwells on the frozen surface. Deep underground is aid 
to be the realm of Shargaas of the ores, th Night Lord. 

SrrllA I P11y<;JCAI CoNUI I ION<;. There are no level 
points on the surface of any mountain. Should a trav-
eler lose his foo ting, he tumbles down the slope until 
topped by something olid or until he can catch a 

passing outcropping. This tumble causes fallin g damage 
equal to half the distance rolled in feet. The hot surface 
of Khalas inflicts ld2 points of damage each round to 
unprotected skin; Chamada's urface causes l d6 points 
of damage per round. Mungoth 's acidic snows ca use 
!d3 points of damage per turn, and storms can last for 
hours. Krangath 's utter cold causes !d6 points of dam-
ag per round. 

SP1ll ,\L M,,c;1c CnN1>1110N'>. nch antment/charm 
magic is dimin-
ished on 
Gehenna, 
while 

invo alion/ vocation 
magic i nhanced. 

N \ll\11 I II \lllf\Nf<;. Vaporighu 
and yugoloth ar nativ , while other 

creature such a imp . quasits, over-
thrown baatezu, and xii d tanar'ri often 

hide here. Sargonnas (of the DRA ON LA NCF saga) and 
Loviatar (of the FoR GOTTE RFALMS etting) al O live 
here. 
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THE GRAY W S+E 
(Neutra l Evil) 

Oino , Niflheim, and Pluton - these are the fabled 
"three glooms" of the Gray Waste that a cutter hears so 
much about. This land is evil solely, and them that's 
here don't care if they're in it alone or together. This is 
the great battlefield of the Blood War, called Hades by 
some primes. but anyone who's ever been here knows 
why "the Gray Waste" says it all. 

The three glooms are ju t that, or so the chant goes 
- dull gray lands. The earth is gray, the sky is gray, 
even the petitioners here are gray. There's no color 
here; as soon as a sod steps onto the plane, everything 
he's got turn white, black, or gray. There's no sun, no 
moon. no tars - just gray. 

The grayness reaches right into the hearts of the 
petitioners. They·re a barmy folk without any feeling or 
emotion. They don't laugh, don't cry, and don't care. 
All they do is despair, their life and hope sucked right 
out of them . They mak great l iars, because a basher 
can never see a whit of emotion in their face , but 
they're too lost to bother with even that most of the 
time. That despair eventually reaches into the heart of 
travelers who tay wo long, ·ucking a littl life from 
them, too. ee a berk with a dead-looking stare and he's 
a gloom-bug of the Gray Waste, for sure. 

• 01 10-.. This is a layer of stunted trees, roving 
fiends, and virulent disease, ruled by an ultroloth 
prince. His citadel is the great fortress Khin-Oin, the 
Wasting Tower. From a di tance it looks like the pinal 
cord of some flayed beast, soaring into the air. Closer 
up, it takes on the form of a great tower enca eel by 
lesser towe, . It's said to stand 20 miles high and have 
dungeons beneath it as d ep, bui 1his is some barmy's 
exaggeration. The lower is a nece siry, for the prince of 
this domain constantly finds himself under attack by 
his rival yugoloths. The on ly time they unite is when 
threatened with another invasion of tanar'ri or baatezu 
troops, who use this layer a the battleground for much 
of their endless Blood War. 

• N11 1111M The second layer is more alive than 
the first, being free of the wasting disease chat holds ihc 
\and. Though 1he tret>s - mo tly pines - are more 
abundant, they sport no color but gray. 
Thick mists hang among the trunks, 
grny- whitc on the gray- black back-
ground. Thi is the realm of Hel, from the 
Norse pantheon. Her palace is a great hall 
of wood. Deadly poisons drip from the ceiling, 
and the noor writhes with serpents. Reaching into this 
layer is a root of Yggdrasil, the World Ash. Curled around 

this root is a great wingless dragon Nidhogg, who for-
ever gnaws at the root and will ultimately kill the tree. 
Nidhogg could be slain, but her place would be taken 
by one of her children, so what' the point? 

• P11 rn'\J. The third layer of the Gray Waste is 
connected to the Upper Planes by the tunnels of Mount 
Olympus. This layer holds willows, olives, and poplars. 
all black and slowly dying for want of care. This is the 
r aim of Hades, Lord of the Dead. He lives within a 
palac:e of gray marble, protected by strong walls. The 
gates to his realm are beaten bronze, impossible for aLI 
but the greatest heroes to open. Just beyond is Cer-
berus, the three-headed dog who guards the entrance to 
Hades· domain. Imprisoned here arc many fallen 
tyrants and vain heroes. 

S1111-,1 f'1ll\llf\l loNHlllif\J\. The despair of this 
plane is more than symbolic. It physically settles over 
all who come here. ach week, travelers must success-
fully ave v . spell or be trapped on the Gray Waste, un-
able ro muster the desire to leave. Once trapped, a body 
becomes a larva in I d6 months. Despairing travelers 
must be rescued by others if they are to be saved. 

)1'111 \I M \l.lt ( 11!\1Jl110N . Since al l color is drained 
on this plane, color-based magic (prismatic sphere, for 
example) is ineffective here. Neither can the intense de-
spair of rhis plane be overcome by magical means such 
as cmotio11 spell s. 

Nl\11v1 lr-.11,1111,r-.r". Diakk, hordling, larva, night 
hag, and yugo lolh all live in the Gray Waste. Baatczu, 
tanar'ri, and gehreleth can also be found on this plane. 
often I acting armic agains1 each other in another as-
sault of the Blood War. Morgion (of the DRAGONL.I\NCF. 
aga) and Cyric, Mask, and Shar (of the FORGOTT N 

REAi.MS setting) are also known to occupy this plane. 
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LIM CD 
(Chaotic Neutral) 

Face it, berk, this place is a me s and it likes it that way. 
Take a chunk from ach of the Inner Planes, mix them 
with a few prime-material landscapes, give the whole 
stew an extra tumble or two, and that makes Limbo on 
a quiet day. The Xaositects love this plan for its pure 
chaos, though even they impose some local order - at 
least enough so they can surviv h re and adore what 
they call the beauty of primal chao . 'Cour e, most folks 
think U1e Chaosmen are leatherhcads, and wish they'd 
embrace chaos all the way and ju t disintegrate. 

• LAY! 1<s. There's some debate as to whether 
Limbo actually has layers. Some anci nt writings claim 
that there are five layers, each named after its chief in-
habitants - Gith or Slaad first, Susanoo second, Agni 
third, Indra fourth, and the layer of the lost gods last -
hut those high-up men seem to hop from layer lo layer. 
What' more, if there are different layers, they all look 
th same. o maybe Limbo really only has one level. 
Who knows? 

'ti'!< 1 \I r11\'>lt .,1 Cor.J!Jllillr-.Js. Imagine Limbo as a 
roi ling oup of the four basic elements and all their 
combinations. There's balls of fire, pock ts of air. 
chunks of earth, and waves of water, plu lots of pieces 
of prime-type terrain floating around - even bits of 
meadow, forest, and whatnot. Limbo responds to a 
smart cutter's will, which mean he can make a stable 
pocket around him. The mar er h is, th bigger the 
pocket he can maintain. But don't go to leep: Once a 
body stops concentrating, the pocket revert to chaos. 
Only the natives can maintain a pocket unconsciously. 
and the powers here can set up places that stay whole 
ven when they're gone. 

On the other hand, Limbo's petitioners just roll 
with the plane's changes, composing their bodie from 
whatever element suits their mood at the time. One 
minute a petitioner's made of fire, and the next he'll be 
nothing but wind whistling around some basher·s head, 
or a wave splashing over his boots. or a boulder just sit-
ting there. thinking. 

Only natural form come into being with the im-
position or will upon Limbo. A od can think a meadow 
into coalescing, for example, but not a building. Once 
the meadow i there, though, anybody can physically or 
magically construct a building on the itc. In fact, the 
githzerai who dwell here do just that, o they hav 
whole citie tumbling happily through the chaos of 
Limbo. The resident powers have temp le and suchlike 
in their realms, too. However, the slaad - Limbo's na-
tives - g nerally don't see the need for such trappings. 
Even pockets or stability are a waste of their time; 
they're just as comfortable lounging in a blazing fire as 
in a bubble of water. 

51'1.UA! MAull CoNUIIION~. Virtually every spell cast 
on Limbo has a chaotic effect. In order to cast a spell on 
this plane, a wizard has to make a successful Intelli-
gence check (roll less Ulan or the same as the wizard's 
Intelligence score on I d20). If the roll is failed, the spell 
is spent (and lost from memory) with no effect. But on a 
natural roll of 20, a wild surge occurs (see the Tome of 
Magic), which ain't usually pleasant. 'Course, the use of 
wild magic it elf still incur a chan e for a wild urge 
accompanying a successful spell. 

N, 11vr l I !.'\Bl I MHS. Githzerai and slaad are the most 
common creatures encountered on Limbo. Powers that 
reside here include Agni, Fenmarel Mcstarine, Indra, and 
Susanoo, as well as Sirrion (of the DRAGONLANCE saga) 
and Tempus (of the FORGOTTEN REALMS setting]. 

• 60 + 



mt=CBANUS 
(Lawful Neutral) 

A few primes think. Lhis place is ca ll ed Nirvana, but 
whe re they came up with that barmy not ion is any-
body's guess. Mcchanus is sometimes called "the Clock-
work Universe," and it's easy to see how the place came 
by that name: Mechanus is a world of gianl cogs that 
hover in space at all angles. Teeth interlock, and the 
cogwheels click and turn to the rhythm of ome cosmic 
harmony - al l perl' ctly fitting for the plane of ulti-
mate, cold law. 

Some of the cogs are little barely more than a 
sma ll island of matter, while others are hundred of 
miles across. Many times, several smal ler cogs cluster 
around a larger one. feeding off its motion. Typica lly, 
such knots are a single layer, although each di k may 
b a realm of it own. Everything is interlocked, and 
nothing turn unles all of M chanu · disks turn. 

P titioners found on thi plane are notoriously 
hone t and literal. They don't interpret instructions or 
requ sts, but do exaclly what i asked of them. This can 
be tnic even if the action lead to d ath, for petitioner 
of Mechanus b lieve they arc constantly being tested in 
their devotion co order and law. 

• R , 1 The greatest of M cbanus's lay r is 
Regulu , the realm of the modrons. The e bizarre crea-
ture !iv ab olut ly regim nted existences, following a 
strict hierarchy all the way up to Primus, the One and 
Prim , a greater power on this plane. Th re are few pe-
tition r found in R gulu for there arc no organized 
cull of Primu - at I a t not on any known prime-ma-
terial world. Those f w petitioners that are here were 
one d voted to the cau c of utter and ab olute order. 
Primus seem to xist to supervise the modron , which 
maintain th existence of che plane. Modrons arc often 
found in other realms of the plane, polishing cog tc th 
and generally fu ing over the gr at wheels. 

Thi realm is known only by the power 
that rules it - Anu, a Babylonian god. His realm i a 
single disk 500 miles across cover d by his many-win -
dowed palace. There, he presides over the affairs of his 
children and rule the other gods of his pantheon. Cop-
per-plated soldiers patrol his palace, their pupilless eye · 
never uccumbing to Jeep. Petitioners work at crafts 
and tend the halls there. 

I II J ,11 P Thi is the realm of 
Shang-li, the Celestial Emperor. It, too, 
take the form of an enormous palace, 
allhough it includes gardens, lakes, 
and park . The architecture i 

what wou ld be. called "Chinese." on on' particular 
prime-material world. The pa lace is the cent r of the 
Celestial Bureaucracy, which upervises all deilie of the 
Chinese pantheon. From here, Shang-ti hears petitions, 
punishes the unjust, elevates the worthy, and decrees 
pol icy for all other gods. Foo clogs prowl the grounds, 
protecting in particular the peaches of immortality. 
Each fruit ext nd a being's life pan by JOO years. mak-
ing these great treasures indeed. Almost as important is 
the Great Library, which stores all knowledge gathered 
from every prime-material world that recognize the 
emperor's existence. 

.& 01 111 R RrA1 M'>. There are numerous other realms 
on the di ks of Mechanus. Several I ~s er powers are lo-
cat don them: Varuna who rule a disk as smooth as 
the retlec ed moon; Rudra, who e disk is sp lit into a 
great chasm, fi ll ed with marut ; and Yama, whose di k 
burn with the fire of purity. Finally, there' the Fortress 
of Di ciplined Enlightenment, the stronghold of the 
Guvner . The fortress ·its on a di k all its own, its pires 
lorevcr watching over the revolution of that realm. 

~Pl\ ,1 I ii, H ,, l , 11 11) ·, The gravity on the 
disks of Mechanus always pulls toward the urface, no 
matter how that cog tands in r lation to aJI others. It's 
po sible to walk about on both sides of a disk, but only 
one side of any disk is ever built upon. 

'-.. ·1 ( , 1,, 11 J Illusions and phantasms 
of all types automatically fail on this plane. Such spells 
create little mor than wispy outlines that fool no one. 
Needle to say, this i n't a popular place for planar il-
lusionist to vi it. Wild magic is similarly useles . 

inheriar, marut, and modron 
(of all type ) are found on Meehan us. Powers who dwell 
here include Anu, Horus, Primus, Rudra, Shang-ti, 
Varuna, and Yama. H Im and My ' tra (of the FORG OTTEN 

REALMS Clling) are al O said to dw II here. 
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meu + ct=~t:s+ 
{Lawful Good) 

A few primes ca ll it the Seven Heaven , but as usual 
they're off the track. The tag is descriptive, but it' stil l 
wrong. for some cutters this is the best of all wo rl ds -
law and goodness lempered by un derstanding and 
mercy. For other berks, it's worse than the Abyss. lt's 
Mount Cele tia, or lhe Seven Mountai ns of Goodness 
and Law. Mou nt Celestia 's a plane bathed in the golden 
radian e of j ustice and mercy, wh re everything is the 
ideal model of prime-material thing . 

It should be clear to ev n the most leatherheaded 
basher that there are seven layers on th is plane. Each 
layer is farther up the slope of a great mountain, wh ich 
ri es out of an endless ocean. The first layer's at the 
mountain's base. Climb a ways and a sod eventually 
r ache lhe econd layer, and so forth. Un like a lot of 
other planes, a cutter can see the other layers, since the 
whole thing i one continuous mountain. 

Petition rs on this plane are unique because their 
spirits are transmuted into archons as soon as they ar-
rive. They start as lantern archons - little balls of light 
- and progress through hound, warden, sword, and 
tome cla ification. A petitioner' goal on this plane is 
to a end to proxy - hound or better - and eventuaUy 
become one with the plane. 

• 11 NIA. 111 1 ~II VI R HLWLN. The first layer is a land 
of con lant night - not a fearful dark, but a pleasant 
summer' night, fill d with tars and silver moonlight. 
Portals open into the sha ll ow surf at the ocean shore· 
edge. The water it elf i a we t as holy water and has 
the sam effect on undead. On this s ction of the slop 
are citad I and pala of many minor power as well 
as the tradin g c nters of the plan . Heart's Faith i the 
large t of these towns, not far from a po11al to the Out-
land . 

• M1 JH 1 1<1,,. n11 Go1 r,1 N HEAVIN. Thi layer i 
bathed in golden light. hence it name. 

H re Bahamut, Draco Paladin, main-
lain an immen e pala e. Not far 

away are the jungle 
realms of Vishnu and 

Surya, which arc 
fi lled with ston 

temples. Throughout 
the plane ar armories and mustering grounds used by 
the armies of archons, which Mount Celestia call upon 
in times of need. Archon troops con tantly drill on thi 
layer. 

• Vl,NY\. 1111 Pr \!<I\ Ill ;\\,IN. This layer is li t by 
soft, white light. It's also know n as the Green fields to 
halflings, fo r it's the home of Yondalla and oth r half-
ling deities. The land i lush and fert il e, and the lopes 
are covered with terraced crops, meadow , and moors. 

• Sot.AN ! ,. IIIE Et.u nrnM HL ·\HN. Here, the sky be-
comes silver and the land i rugged with impressive 
canyons and era hi ng rivers. Fog cli ngs to he ho llows. 
Monasteries fo unded by les er pow rs dot the slope; 
Kuan Yin maintains th most powerful of these. In tun-
nels tha pierce deep into the mountainside is the grea t 
hall of the Soul Forge, Moradin Dwarffather's r aim. 

• Mrn110N. 1111 P1 \llNUM HrAv1 . In Mertion the 
sky bums with silver even brighter than that of Solania. 
Undead suffer I d6 points of damage during each round 
they're ex posed to it. The layer is dominated by great 
plateaus upon which rest huge fortresses. Here reside 
archons who in their previous lives were paladins. 

• JovAR , nu Gunrn1Nl, H1 AVIN. This layer is named 
for its sky, which glows with the sparkling lire of gems 
of all kfods. These pulse with the beat of life. The layer 
is home to the Jovian archon . The peak of th great 
mountain is found here, topped by a giant ziggurat that 
ascend even higher. This ziggurat i said to be th 
palace of a ruling council of archons. The venth layer 
of Mount Cele tia can b reached only by climbing lh 
ziggurat. 

• CIIIWNl ,\S. IIIL ILLLIMIN \II[) HLAVI N. On ly unc rtain 
ta les d scrib this heaven. Supposedly it glow wi th the 
fore of goodn s and law so int n ely that it burn out 
all ind ifference and evil. Furthermore, tho e who arc ai -
r ady lawful good are aid to merge into th very e -
senc of the plan . losing their individual selve to the 
glory of all. Many greater powers might reside here, but 
no one knows for sure. 

SPIC l-\t MACilC CONOrllONS. Wild magic is diminished 
on this lawful plane. 

NATIVr INIIABlrANrs. Archon, cleva. noctral, and 
zoveri inhabit this plane. Besides the powers already 
listed, Chung Kuel; Avoreen and Cyrrollalec (of the 
halflings); Berronar Truesi lver (of the dwarves); Pala-
din (of the DRAG0NLAN CE aga) ; and Tyr (of the 
FoRG0TrEN REALMS etting} also reside here. 
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PANDt:me 1um 
(Chaoti · Evil Neutral) 

Pandemonium is probably 
the least inhabited of all he 

Outer Planes. 
And fo r good 

reason : It's 
arguably the 

least hospitable. Sure, 
th r ar ho ner planes 
and colder ones, ones 

with crueller denizens, and 
o on, but none a re any lonelier or more maddening. 

Th i bird age's like an end les cave system, filled with 
winds that scream their way from one side to [he other. 
Tho ' utte r in the Bl ak Cabal Lhink it' a decent 
plac to c:t up hop, but thcy'r about h only ones. 

• P \ lll SMO.'>. This firs t lay r of Pandemonium has 
the largest caverns, some big enough to hold entire na-
tion , if it w rcn't for th incredible wind . Nearly all its 
tunnels hav a stream of chilly wat r running a long a 
wall. In places, th e tr ams ev n flow down the center 
of the tunnel hanging in the a ir. The headwaters of the 
River Styx are here. Pandesmos is al o the most inhab-
ited of Pandemonium's layers though that ain't saying 
much. In isolated places, a cutter can sometime find a 
citad I or even a city, but mostly here· j u t howling 
wasteland. 

• Cocv-111s. The tunnels here tend to be smaller than 
in Pande mos, and the wind is more piercing, too. The 
resulting wails cause Cocytus to earn the tag "the layer 
of lamentation," and they'll tretch a od 's mind past the 
breaking point. Strangely, the tu nn els here bear the 
mark of having b en hand-chi eled at a time so long 
ago tha t th ir origin are a my t ry even to the powers. 

• P11LEGF!I I0N. This layer is one of de p darkness 
and dripping water. Th rock its If absorb light and 
heat, which hampers all typ of vi ibility. Gravity here 
is oriented in on dir cti on only, which - with the drip-
ping water - gives rise to immense sta lagmi te and sta-
lactite formations. 

• AuAllll0N. Rather than tunnels, Agathion 
consists of isolated holes within endless rock. 
Where portals open into thes bubbl s, the wind 
forms cyclones capable of carrying away a quarter-ton 
creature. Holes without a portal to another layer are 
filled with utterly still, stale air or vacuum· they some-
ti mes serve as vaul t where the powers hide things 
away (like troublesome monsters). 

S111 ll ,\I P11vs1t \I CoN01110Ns. Pandemonium is made 
up of cavernous tunnel s twisting through so lid rock, 
and i t's filled with howling winds. hese tunnels range 
in ize from mere crawlway to huge bores miles in di-
ameter. No matter what the size, though, nearly all have 
tw o thin g in common: First gravity with in them is 
oriented toward whatev r wall a cutter's nearest al the 
time. Second, they're filled with the tcrnal wailing of 
winds. In som cas this i littl e more than a breeze, 
ca rrying distan t cho that sound like the cri e of be-
ings in tormen t. In other it blows with supe rn atura l 
force, cau ing a deafening caterwaul in g felt more in the 
bones than hea rd in th ear , making even the largest 
of caverns throb with its in te nsi ty. · oursc in such 
ga les the noise is the lea t or a b rk's troubl . Winds 
that fierce can pick up a poor sod and ca rry him for 
hundreds of miles, ba nging his body off rock forma -
tions until there's nothing left or him. 

Given the infernal noise on thi pl ane, it shouldn 't 
be surprising to lea rn that most or the poor ads here 
are barmy in one way or another. Oh, they may eem 
perfectly sane when a berk first me t th m, but their 
madness will show when least expected. 

Prc-11\I MAGIC' CoNUITIONS. The winds on th is plane 
make pellcasting diffi ul t, to ay the least. Material 
components tend to blow away, and even speaking or 
ge turing i a problem. Wild magic is enhanced, how -
ver. 

NAT1vr I 11/\BITAN rs. There are no true natives of 
this plan . Tho e beings who dwell here seldom do so 
by choic . Mos were either banished or came here to 
hide and have n ver been ab! to leave. Powers here in-
clude Gor llik of the gnoll , Hruggek of the bugbears, 
and the Fairy Qu n of Air and Darkness. Loki of the 
Norse pantheon keeps a hid out h re a well. Finally, 
Zeboim (o f th DRAG0NLANCE aga ) and Talos and Auril 
(of the F0RG0TI'EN REALMS tting) are said to live on this 
plane. 
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YSGAR.D 
(Chaotic Good Neutral) 

Call d Gladsheim by primes who never found out the 
rea l chant, Ysgard is a tumultuous plane. It's made up 
of numerous immense rivers of earth flowing forever 
through the sky. These rivers consist of chunks ranging 
in ize from small boulders to whole continents. Their 
underside give off a reddish glow that lights the rivers 
from underneath. As each river flows, its "earthberg ·· 
grind together fiercely, so the whole plane continually 
rumb les with a deep grating noise. 

The plane's occupants are just as tumultuous. The 
Norse pantheon (sometimes called the aesir) dwells 
here, and it's a rowdy lot. Some think il strange that 
such chaotic god would ever band together, but a 
strong leader and a common goal to maintain a home 
realm can hen arly as unifying as any universal law or 
code. Odin is lhal high-up man (though Thor is nearly 
as mighty and Loki is nearly as crafty), and by tanding 
together these gods preserve their realm within Ysgard' 
physical chaos. 

Petitioners on this plane are alway eager lo do 
battle. If they die in combat, they aren't absorbed like 
pelitioners on the other planes; instead, they rise the 
next day lo fight again. Unfortunately, th y forget that 
other sods who aren't petition rs might be av rs lo a 
death duel. What' worse, mo t other bashers her are 
member of th ated faction, and they figure that if a 
sod can't d fend himself, he d serv to di . Th moral 
of the tory: Y gard' no place lO take a vacation unles 
a cutter's looking for a real workout. 

• Y'>l, \~ r,. Ysgard 's also the name of the highest 
level of th plane, and it's the hom of the Norse pow-
er . This r aim is where the top of Yggdra i i - the 
World A h - i located. As Yggdra ii stretches down lo 
the Gray Wa ' t , it xtends branches and roots into var-
ious crystal phercs on the Prime Material where the 
Norse powers ar worshiped. Th se gods also command 
Bifrost, a rainbow bridge that th y can conn ct to any 
prime-material location. Two other ignificant features 
of this realm are Gladsheim, Odin· fea t hall, and Val-
halla, Odin's hall of heroe . 

Found in the layer ofYsgard are the realms of 
Vanaheim (home of th vanir, who have blood links to 
lh a ir). Alfn im {wher the mo l chaotic elven spirits 
dwell), and Jotunheim (a land populated primarily by 
giants). 

• Ml '>l'f I llrlM. 

TI1is layer of Ysgard adds 
another dangerous twist 1o the 
tumultuous nature of the plane. Here, the chunk of 
earth noat flaming ide up. his make it a perfect 
home for fire giant , but a miserable place for pretty 
much everyone el e. Portals here lead primarily to Jo-
tunheim. 

• NII>·\\ 1111k. Nidavellir, known to the locals a 

Darkhomc, is o d nsely packed with earth n river that 
the spaces between sc m more lik immens , luminous 
cavern . Sometimes this make travel from one realm to 
anoth r extremely difficult, a pas ageway that were 
open on a previou trip ar clo ed on the return. Many 
dwarf and gnome p titioners hang their hats in this 
layer. 

'>1'1 • I \I P11r..,1< -\r CoN11111ur-i'>. All the pieces of the 
earlhcn riv rs hare the same direction for gravity, so 
their upp r surfac are habilabk. Sometime rift hun-
dred of miles wide open in a river, while other times 
continent-sized pieces ram togcth r with such force 
that they raise hug mountain rang wher they meet. 
Travelers will have to deal with the ffccts of gigantic 
earthquake and yawning crack that crop up without 
warning. 

,;;pr c 1 \I l\ l \l,ll Cn•;r11110N'>. Wild magic is enhanced 
on this plane. 

N,11\.I I Nll•\llll·\r,.;1..,. Besides those mentioned 
abov , Foo creature, 
hollyphant and 
planetar oc-
upy this 

plan . 
Bast the Egyptian cat-

goddess ha a realm here, a 
do Branchala (of the. DRAGONlANCE 

saga) and Selune (of the FORGOTTEN 
REALMS setting). 
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making pit of.fire, mountains of pure 
glory, tunnels of screaming wind - no od 
can stand these for long and not get skewered, 
roasted, blasted, or just 01Jerwhelmed. Just how's a berk supposed to 
set up hi kip in places like these? He ca11'l do if and tay li11ing, or 

sane at 1he least. No. a body - e1Jen 
the toughest planar - needs a quiet 
and afe place to call home. Baator 

and even Mount Celestia are 
definitely not that. 

That's why mo I folks - at 
least tho e t ha I a ren ·1 petition-
ers - make their homes in Sigil 

or somewhere 011 the Out/ands, al o 
called the Near land or ju t 

"the Land" by 
most folk . 

{To a pla11ar' 
way of think -

i 11g, a fellow's 
either in igil or he's 

not. 011 the Out/ands he' near 
Sigil, hence ··Near La11d . "Bodie that hit the Great Ring are "out of 
tot11t1," while them that ' cro ed the Astral to the Prime Material or 
beyond are ju t plain "out of touch" - it ·s all just a way to keep 
track of folks.) 

There ·s a simple reason why Sigil and the Near Lands are o 
popular with planar . Compared to the rest of the multi/Jerse the 
Outland (Sigil included} are "normal," the mo t mortal-oriented of 
all the Outer Pla11cs, and maybe even the safest. Tl,at's because the 
plane's held by powers t/Jat limit the might of most other deities. Not 

only that. but the deities of the Out/ands just 

WE CAN EXCUSE • FAC t- t 
te11d to /ea11e folks alone, too, probably becau e 
of their generally neutral nature . 'Cour e 1f 

YEBU PH +WEB YUGEBLEB+HS ome addle-coued berk goes and tries to bob one 
of them, ii don 'r mea11 they'll ignore him. 
Like as not, the gods'// squash him flat for 
his cheating ways. Still, a cutter 011 the Out-

BEFEBRE YEBU REAL,ZED 
E'PE· YEBU WERE. EBU+S I DER . lJ 

PREBNEBUNCED f1 NAITlE 
ffiUR C l+( 'S I I I L.' 'SIG I L.' /ands ha got a better chance of gi11ing them the 

laugh than anywhere else 011 t/,e Outer Pla11es. 
N +HERE CAN BE So, hey berk - welcome to home! 

i"ffi EXCU.:>E F +HA + . 
HER HEINl&R RAS+INA TEDLLIN Before going any further with this book, th OM hould first 

read A Player's Guide to the Pla11es and A DM"' Guide to the 
Plane . This particular text provides a campaign base and 

Elf +HE GUVNfRS 

some qui k- tart adventure for a PLAN ESCAPET" campaign. Al -
though the material barely touche upon most of the planes, this 
base make a workable beginning for th OM to build upon, and all 
the pla es a cutter could ever hope to explore will be well covered in 
the boxed sets and adventur modules to come. 

Sigil and Beyond is divided into hree sections. Th Ar t part, 
called 'The Lay of 'the Land,"' describes just what a PLANESCAPE cam-
paign can be and how to get one set up and running. The econd part, 
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called "Feature of the Out-
land ," de ribe om or the places found on 
th central plane of true Neutrality on the Out r 
Plan . The third part, called "Doorway to Sigil," 
goes on at I ngth about th p rv r e heart of that 
plane, he City of Door . Th whole thing finishes up 
with a few adventure sugg tion and a I ist of terms a 
od's Likely to hear and u e in the Cage and on the planes. 

With this book, DMs not only gain an understanding of how a 
PLANESCAP • campaign can be nm, but they al o get the tools to put together 
their very own campaign eltings. After all, the plane are differ nt frnm h re and 
ther , and DM can't xp t to run them like any old campaign . Do that and why 
bother at all? A good DM want the planes to be a memorable experience 
mor of the ame old same-old. 

A majority of the mo t powerful thing in the ADCiD uni-
ver e make h ir homes on the plane , so it's really easy to come 
up with an unforgettabl adventure - send he poor player char-
a ter to the la t pit of Baator or to the darke t layer of 
th Abyss and watch how fa t th y'll agree. Now, the 
players are likely lo remember well an adventure 
wher old D mogorgon chewed their party up 
and pit it out (which he should do if h · at 
all played right), but don't they expect to 
bring their prized charact r back from th 
front? That kind of mayhem's memo-
rable, but it doe n' do a bit of good if 
haracter with any will to urviv:e 

have to be dragged through the 
campaign kicking screaming, and 
bleeding profusely all ·the way. 
M morable mean fun, intrigu-
ing and xciting, notju t 
deadly. 

'Cour e, it's easier 
to tell a DM all .thi 
than to do it. So in the 
spirit of telling, 
ber 's some 
thing that 
will mak 
the doing 
ea i r . 

• 



WHA+'S +HE PEDIN+? 

A DM Guide to the Planes talked about the tone of 
the planes, the feel that gives a unique character to 
Lhe PLANESCAPE setting. Tone is important and goes a 
long way toward making the campaign mem-
orable, but it's not enough. All style and no 
substance leaves the campaign world 
hollow - rich with quick navor, but 
without the full ati faction of real 
content. The first step 
toward a memorable 
campaign is to know 
the goal and pur-

poses for 
adventuring in the 
PLANESCAPE etting. 
Huh? What's that 

got to do with running 
a good campaign? 

W II, whether a OM knows it or not, every ex-
citin g campai gn world ha built-in goals for the 
player characters. Ask this question before doing 
anything else: "What ar the player character trying 
to accomplish?" The answer affects the whole way 
Lhe ampaign is run. Take a look at some of the po -
sible answer , along with their pro and cons, for a 
P LANESCAPE campaign. 

GEBLD AND GLEBRY 

This is about the most basic of campaign motiva-
tions: The characters want to get rich in treasure and 
levels, and adventures are ways of getting both. At 
this aµproach 's most basic level, characters go into 
dungeons where large amount of treasure are 
guarded by various mon ters and take the former 
away from th !alt r. 

Now, there' nothing wrong with thi basic idea, 
but in a PLANESCi\PE campaign (like many other cam-
paigns) lhere are certain logic problems. Simply plot-
ting to explore (loot, rob, clean out, etc.) Shekines-
ter's Court of Light ruin the tone of the game, which 
th OM should car fully be fo tering. Most 
treasure arc owned by Lhings that 
have a better right to them than 
the characters, and 
using wondrou 
magic simply 

as adventurer bait cheapens it value to he cam-
paign and the players, who come to think of it as 
mere "inventory." Meanwhile, adventuring ju t to 
advance - with absolutely no other goal - robs the 

PLANESCAP E setting of the sense of 
wonder that fills the bizarre uni-

verse of the plane . So while 
advancement provides reward, 
it doesn't make an adventure 

memorable. A cutter needs another reason to step 
through the portal. 

SENSE CDf WEBNDER 

Okay, o what about the wonder and majesty or th 
planes? ls Lhat enough of a reason for adventuring? 
Certainly the planes hav got more than their hare 
of strange land capes, fanciful town , and bizarr 
per onalities. Certainly colorful descriptions by the 
DM, along wi h an unfettered imagination, are going 
to create many memorable scene for the players. 

But that's all it is: just scenes, and sc nes ain't 
an adventure. Player characters don't normally get 
worked up about going to see some strange land-
scape or visiting a town just because it's different. 
They still need another goal to tie the who) thing to-
gether. 

So where's it land so far? Money and levels 
provide the reward, and a en e of wonder makes the 
scenery stand out, but what's needed is a long-term 
objective to ti it all together. 

LCDNG-+£Rm CDBfi:C+IVES 

ogive an adventure a broad goal and the problem's 
solved, right? Doubtless, every adventure or cam-
paign should have some kind of goal, if only o let 
the player character know when they 're done. Get-
ting treasure and levels is a goal, though not a strong 
foundation for a decent plot. A proper goal should 
set up the plot. "Plant this rose on the 435th layer of 

the Abyss" is a clear goal, and a plot can grow 
quickly around it: How will th characters 

gel there? Who want to stop them? What. 
happens if they succeed or fail? What 

will happen along lhe way? 
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Th DM answers these questions and builds an 
adventure while the players have a clear objective for 
their character to accompli h. A king once again, 
lhe problem's solved right? 

Maybe, maybe not. A goal may answer the 
question of what characters are doing for an adven-
ture but does it answer why? Why plant a rose on 
the Abyss in the fir t place? What does that do? Why 
hould the characters care? Yes, the characters may 

gain experience and money. Ye , they may have a 
memorable time crossing the horrid landscape of the 
Abyss. And y s, they may return alive and be able to 
ay, "We did this," but they still need a reason to 

care, a theme that explains their adventures and 
gives their efforts meaning. 

TH£fflE 

Plant a rose, gain treasure, visit trange 
places - why? What i a charact r doing 
all th e things for? When the OM can 
answ r that que tion, then he' got 
what it tak to make a campaign 
memorable. Not memorabl in lit-
tle, interesting scenes or a well-
plotted adventure, but the whole 
thing - the why this town ex-
ists, the why lhey 're carrying a 
ro , and the why il' impor-
tant for the characters to 
keep trying. With a good 
theme, play r do more 
than ju t adventure - they 
embark on a ampaign 
and care about lhe role 
their characters have in 
it. Players remember 
not just the strange 
place their charact rs 
visit d, but also the 
reason they went 
there. 

So, what's a typi-
cal theme her ? Well, a 
PLANESCAPE campaign' 
about beliefs: ideas, philoso-
phies, morals, and atti udes. For 
the folks out on the planes, the 
meaning of the mu]tiver e isn't an abstract 
que tion - it's a concrete thing that'll make a 
dif~ rence in the hape of everything they know and 
experience. 

So, the question is, "What are the player charac-
ter bying to accomp lish?" and the po sible answers 
are "gold and glory, en e of wonder, long-term ob-
jectives,· and "theme.'· But it's a bob question, b rk 
- the real chant is "all of he above." Good thing, 
then, that th plan - Outer, Inner, and everything 
between - are loaded with all of those things and 
more. To make things really interesting, serious DMs 
can think up secondary treasure hun s, wonders, 
quests, and themes to filter into th ongoing cam-
paign, so players'II hav more choice , mor involved 
stories to ro le-play, and more fun. 



PHIL9SE9PHl:RS 
Wl+H CLUBS 

The average prime i likely to be a bit taken back by 
the enthusiasm or the fa tions on the Outer Planes. 

On the Prim 
Material 

Plane, philos-
ophy's just one person's 

way of seeing things. Here's the real 
chant, and pay attcnt.ion, berk: All this 01tc11tio 11 to 
ideology ;..; imporu1111 bc·ca11,;1' ii co11 actually ca11<;c 
rhc /Jarder., cd !lit 11la11e\ to clw11yc! If enough folks 
in a town hold a belief contrary to th - rest of their 
plane, that town· going to drift away to another 
plane, slipping from t.he grasp of one reality to join 
another. To put it another way, if enough folks out-
side a pow r's rea lm start subscribing o that power's 
beliers, then its r aim' going to expand to include 
them. 

I hat 111,·r111, a11_1111 •/1er, · 011 1/1t' Outer Plm1e, mufti 
('11)/lt I '(l/,/_11 1>1 l"Ollll' /Jlll"t ,~r ,o,nt II /it'ft' l'ht' 

What a sod b lieves in, then - law, haos, good, 
and evil - has a direct influence on the multiverse. 
Philosophy is more than just talk, philosophy i ac -
tion. Hence, the Outer Planes are the site of an end-
less truggl for the hearts and minds of everyone on 
them. 

Think about it, berk. The Blood War is more 
than a mindless battle of ex1ermination betwe n 
fiends. It' a war to establish a single, united Lower 
Plan . To a fiend ' way of thinking, those that can't 
be per uaded to its po int of view must be eliminated, 
put in the dead- book, and o the War rages on. In the 
same vein, the faclions in Sigil ar n't there just be-
cause it's convenient; they're each trying to sway the 
city lo their point of view. Jf they do, the whole 
Cage'll vanish off to ome other plane. {That's why 
the Lady or Pain isn't ju t a figure - he's Sigil's an-
chor again t he re l of the multiverse.) 

All of this means something to the player char-
a ters, too. It means their actions can sometimes 
change the face of the plane . By getting involved 
with the philosophical politic - for instance, by 
either thwarting or supporting a fact ion's coup in a 
bord r town - they might keep that burg from the 
brink or give it the final push over the edge, sending 
it to another plane. When they chaos they make a 
difference a p rson can see and know. 

So how' thi work in play? Well, fir tit gives a 

whole new set of te th to the old phrase, "a clash of 
ideas.'' Good, evi l, neutrality law and chaos are all 
trying to gain new lands and new adherents at the 
expense of all the others whi le trying to hang on to 
what they've got. When two factols get to debating 

in Sigil on may ju t decide 
the other's too dangerou and 

hit him, arrest him, public ly 
humiliate him, frame him, kill him, 

or hire adventurers to get the good 
on him . It's not because the factols 

per anally don't like each other, it' becaus thi is a 
campaign where ideas have real power. That's a cla h 
or ideas, planar-style. Like the headline says, factols 
are "philo ophers with club ." 

BUILDING $N +Hf: 
fAC+leN THf:ITTE 

So, a PLANESCAPE campaign 
theme's a real battle of ideas, 
on where points of argu-
ment can be won or Lost 
with tangibl results. Fine, 
but what's that mean for the 
player characters and their 
adventure ? Well, most 
players'II find that they 
enjoy the perspectives 
and attitudes or one or 
several factions . Even if 
their characters are tear-
green primes fresh off the 
Prime Material Plane, they 
can still join any faction 
after they learn a bit 
about the choices and 
meet a few recruiters, as 
long as the rest of the party 
can tolerate the choices. This 
leads to more enthusiastic role-
playing - there's a faction for every-
body, and the results of their convictions can have 
"real" effects on the very planes themse lves. With 
that said, an ideal theme on which to bui ld a cam-
paign i the notion that "Player charac er ' beliefs 
can make a real difference - their actions based on 
those ideas can halt or ease the advance of evil or 
chaos (or good or law)." Being of a particular align-
m nt and belonging to a fact ion have a purpo e: 
They let characters do something. They give the cha r-
acters something concrete to fight for or again t. 
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Since 
any place where the 

characters fit in could 
change, there's a lot to defend. 
With all those factions, fiends, 
and powers out there, there' a lot 
of enemies to guard against. The threat' not always 
constant" som time the characters might have to 
sta • d against an outright assault by fiends, y tat 
other times they might have to somehow combat the 
subtle persuasions of a hostile power. The enemy 's 
not always the ame, either - it's pretty clear what 
needs to b done when the fiends attack, but what's a 
ba her to do when a good power begins poaching on 
another's terrain? ' ourse, the enemies are vulnera-
ble, too. If evil can poach on good territory, good can 
return the favor. 

One nice thing about thi theme is there's often 
a way for the player characters to go on the offensive 

and hurt the enemy without drawing a 
drop of blood. For instance, the 

characters may be just 
innuential enough to tip the 

balance and puH some village 
on Carceri across the border 

to the Outlands. Their belief: 
set into action may be 

enough to weaken a 
tanar'ri lord's grip on a 

town in the Abyss. 
This battle of 

beliefs will never end, but 
it' not futile. It's like life, 

and most folks don't 
consider making it 

through another day 
futi le. Best of all, it 

doe n't have to end. 
Theres not going to be 
one big last battle that 

makes the whole campaign 
finite not to mention pointless. 

Theme can be a matter of background and day-
to-day circumstances, too . This thought' important. 
Not e11ery adventure ha to be about he struggle of 
ideas. Sometim s player characters are just going to 
go adventuring for money, experience, wonder, or the 
short-term goal. Good! Variety is important. If a per-
son eats nothing but boi led potatoes and roast beef 
every day, sooner or later he's going to get tired of 
boiled potatoes and roast beef. If every adventure is 
about haping the planes, ooner or later the player's 

going to 
yearn for a 
break. Vari-
ety truly is the 
spice of role-playing. 

OM take note: The rest or this book 
is full of adventure hooks that hinge upon the inter-
play of the factions . The gazetteer of h Out lands 
and the section on Sigil are both full of adventures 
and ideas for more exploits. If a OM gets stuck for 
ideas, h can always flip through those pages and see 
what sparks his interest. See page 64 for information 
on the roles of the factions in Sigil. 

S+RUC+URING 
+HE CAmPAIGN 

Knowing the theme and tone of th PLA NESCAPE et-
ting still doesn't guarantee a wonderful campaign. 
There's still a lot of nuts and bolt to work out. The 
theme is like a blueprint to a house: It's nice to look 
at, but it won't k ep the rain off. A blueprint's only 
as good as the hous it build , and a theme' only a 
good as the campaign that' run. To that end, here 
are ome practical pointer to help make game play 
smoother and more exciting. 

1+·s BE++ER f(f)R S©mE BERKS 
+EB BE IN CHA I NS 

+HAN +EB BE FREE . 
YEBU. F@R ! NS+ANCE . 
TALL TAJ..l.Y l&f +H~ 

mERCYK.11-L~RS 
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Gf:++ING S+AR+f:D 

Although players (on both sides of the DM's screen) 
don't give it much thought, a good group of player 

haract r is th ntial key to any campaign. To be 
hone t, players shou ldn't be allowed to pick things 
lik class, alignment, race, and faction willy-nilly. 
Ra her, they should be guided into choices that both 
keep lhem happy a11d erve the overall needs of the 
party. Thi is e pccially true in picking factions and 
alignments in the PLI\NESCAPE campaign. 

Face it, berk. Not every one of these factions is 
going 10 get along. Mixing Xaositect and Harmo-
nium player character i a ure recipe for trouble. 

They'll spend more time quibbling with each o her 
than adventuring - if they don't, th y'r not playing 
their roles. A certain amount of party fri tion i 
good since it keep everyone awake and creativ , but 
too much ruins the fun for everyone. When players 
choose factions, remind them to look at the al lie and 
enemie that go with them. If the group' split be-
tween friends and foe , there's going to b a problem. 
Encourage players to change factions un ii about 75 
percent or more of he party belong lo group hat 
are either allied or neutral to each other. 

Once they've cho en their faction , it help to 
create a rea on for the character to work a a group. 
A first adventure might create a situation where 
everyone meets and discovers a common purpose. If 
the OM doesn't have that planned, he might give th 
job to the players. Let them come up with the back-
ground of their party. The r suit is usually more in-
teresting, and it makes the players feel more in-
volved. 

Finally, the DM' got to a sume that character 
who grew up on the planes know the dark of things. 

That's what A Player's Guide to 
the Planes is for. Encourage 

the players, particuJarly 
those with planar char-

acters, to read i . 
That'll save a lot of 
time having to ex-

plain things later on. 

IS+- +e 3RD~ 
J.EVEL ADVEN+URES 

Early on character don· have many hit points or 
much magic, o ii may seem that adventuring on 

th plan i impossible. H's easy to assum 
that only the powerful bashers stand a chan e 
out there - until now, most player have een 

the planes only through the ey s of the 
mightie t primes. Well, lhatjust ain't the ca e, 

berk. There's a lot that low-level character can do. 
Sure, the player characters can't face off against 
tanar'ri and their lik in battle and hope to live, 

but that's no different from fighting dragons 
in a prime-material campaign -

green adventurer who wish to live a 
little teer clear of the bone-strewn lair 

where the mightiest basher in town got lost 
last week. At these levels it's a good idea to 

keep the character close to horn . 
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Fortunately, there's plenty of adventure in Sigil. 
Back alley , the underground, the turns, and even 
the Mazes ( ee page 63) are a ll good places for the 
inexperi need to explore. Short and simple adven-
ture to he other planes, heavy on role-playing and 
light on combat can give fledgl ing player characters 
a nice taste of the variety the multiver e offers. Be-
sides players need time to learn the different fac-
tions, who's in charge, and who' a threat. Mean-
whi le, the DM can u e visitors to Sigil to give the 
characters a feel for the oth r planes. Perhaps they 
might even deal with a yugo loth mercenary of the 
Low r Planes or an einheriar of the Upper Planes, if 
only to get a sense of future challenges. 

4+H- +ED 7+H-LEVt:1. 
ADVEN+U R.ES 

By now the characters have enough levels, pells, hit 
points and wherewithal to venture out of the nest 
and explore the Outlands. There's plenty to do out 
there, ke ping gate towns from slipping off to other 
plane , deal ing with baatezu and tanar'ri 
proxies and (of course) searching 
for wonder and riches. The char-
acters probably still 
aren't r ady to tack.le 
fiends in combat, at 
least not until they reach 
the uppcr range of these 
levels. However, the DM 
might allow the group to 
move beyond the relativ 
safety of Sigil and set up a 
p rmanent outpost somewhere 
on the Ou land . 

A good series of adventures 
at this range of levels can 
begin esting the beliefs of the 
player character , as well as 
th ir dedi ation to th ir 
factions and alignments. 
At the lower levels it's 
too oon - 01e poor ods 
won't have developed 
planar p rsonalities yet. But 
now's a good time to pitch 
them into moral dilemmas, 
adventur s where the 
faction line belwe n right 
and wrong i gray. 
The DM hould 

actively encourage the group to ro le-play. The player 
characters' solution , based on their philosophies, 
will build more interesting personalities and provide 
the DM with rich material for later adventures. 

8+H .. +ED 10+H·Lt:V£L 
ADVE N +U Rt3 S 

By now, the characters are ready to decide their own 
fates and really explore the other planes. At thi 
point the DM's job is less required to create specific 
adventure - ones with absolute beginnings, mid-
dles, and ends - than to set up a problem and intro-
duce the actors in the game. The choice of the 
player characters wi ll more actively determine the 
course of th p)ot, and perhaps th y'll even hang 
he shape of some small part of the plane . 

The player characters may want to become more 
involved with faction politic and assume more re-
sponsibility for events . They und r tand more of 
what's going on around them, 
and they've had 
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their personalitie w II tested by now, so it's natural 
for them to gain the attention of the powers. It's no 
like the pow rs are going to pluck them up and give 
them gr at abilities, though, or quash them like 
bugs either. Instead, the play r character tart get-
ting temporary ''job ·• a henchm n of proxi s or thi 
power or that, along with temptations and offers 
from competing powers .... 

ll+H · LEVt:L ADVEN+UR£S 
AND Bi:YEBND 

Having survived all else, the player characters should 
be ready to take real harge of their own live . What 
happ n now is more a matter of player desires and 
previou hi tory in the campaign. Character may 
become full-lledged proxies or at empt to found a 
barony of their own. One of them might try to be-
come a facto ! and change the shape of the multi -
verse. Wizards might try to create their very own 
demiplanes in the Ethereal. It's even po sible that 
som · play r characters might aspire to bccom lesser 
pow r . In that cas , th y still have a long way to go 
and many adv ntures to accomplish, but the sheer 
opportunities b fore them hould be very exciting. 

D~ALING Wl+H 
PREDBLEmS 

ampaigns are like true love - the course of neither 
never did run smooth. Problems are go ing to occur 
becaus prob] m always occur, no matter ho w well 
managed the campaign . Mo t are th ame thing 
that plague every campaign: character feud , lack of 
new id as, too much magic, too much trea ure, and 
so on. However, there are a few troubles that are par-
ticularly unique lo a PLANESCAPE campaign. 

THE SIZE CBf +HE 
muL+IVf:RSE 

It bears repeating: The multiverse i a big plac ! Jug-
gling literally everal dozen un iverses can easily b -
come more work than a DM can handle. There' lot 
of plane and lots of choic s so the quick solution i 
lo arbitrarily li mit them, which is what the gates, 
conduits, and portal are lor. The OM ontrol all 
hose things, so he or she can open and close area of 

th planes a needed. If the characters aren't strong 
enough to handle an adventure on the Abyss, don't 
give th m a doorway lo the Abyss! Jf the DM ha n't 
prepared any deta ils about Mount C le tia then ther 
needn'l be any paths leading lo it. When the OM and 
the player characters are ready, pathway ·an ud-
den ly be found. 

Even within a ingle plane, distan es can be va ·t 
and appear unworkable. Getting from Glorium lo 
Curst on foot looks like it would take forever ( ec the 
map of the Outlands), but it doesn't hav to. ·irst, day 
of trave l can be compressed down to a single sen -
tence: "You ride in a mystifying blur with the strange 
planar caravan for three weeks before reaching Curst." 
Second, the OM can always open more doo r in Sigil, 
to onv niently zip the characters from one point to 
another. N, 1111·11//wr. ,/11 \( 1ru11,,,1111,11 \/111/11 ,,,\ 11rc 

111c11111111111 11111 1/w IJ111111p /1t111, 11/ 11111 · ,1c/1 ·c111111, ·. 1w1 

10 .<Ji1·t • 1/1(' pluy1,. c/1111m ,,.,., c111 ,·uq· 0111! 

TH£ ' ft:t:1.' EDf +HE 
CAffiPAIGN Sf:++ING 

In th PLAN ESCAPE setting, att itude is tangibl e! Atti-
tude require more ro le-playing by both play rs and 
DM . Sadly, ome players either truggle mi erably 
with or don't even bother to get into their roles. If 
they don 't play the part, then a lot of what makes a 
PLANESCAPE game fun and interesti ng di appear. 

First, don't fault he player when thi happens. 
Role-playing start with the OM. Make sure th ton -
arrogance, cynic ism, even the slang - is getting 
aero s. Role-play nonplayer character with gusto and 
tyle. By eeing attitude in action, players will pick up 

on how the parts are upposed to be played. lf a player 
till isn't getting it, though, encourage him to look at 

his choices of faction, class, race, and al ignment. 
Sometimes a player picks these without fully 

understanding how to play lhe part. Most 
often the player grows into the 

role, but om time 
the elements just 

• 12 + 



don't click. If there's a better 
choice, the OM should 
probably let the player 
switch. Sure it break the rules, 
but the DM's always got the right to do that, and gam-
ing· a learning experience. 

Sometime player (and OMs) just don't under-
stand role-playing. They've gra ped the mechanics 
or dice rolling, char-acter eta se , spells, and all 
that, but not the leap of creating a part like an actor 
in a play or movie. A good OM can help these play-
ers along, and they'll get the hang of it sooner or 
later. Put the party in situations where they decide 
things based on lh ir alignments and factions, situa-
tions where spell and weapons don't cut it. Remind 
them to think like Bleaker , Godsmen, Signers, Law-
ful Good , or whatever. Get them to d crib things 
their character might like and dislike. Gradually 
their choices will build into a part they can under-
stand and play. 

mt:GA .. me>Ns+eR BASHING 

"Hey, the plane are the homes of the gods, really 
powerful fi nds, and monster like we can't imagine, 
o l t' go out and kill them!" 

This is a problem, berk. A PLANESCAPE campaign 
is not about beating up Thor and aking his job, or 
about eliminating every baatezu there is. lt's not a 
power trip, where characters are supposed to fight 
the toughest, baddest. and biggest beings around. Jf 
the OM is running the campaign hat way, he's 
missed the point. Go back and read h sections 
about tone and fe I again . 

'Course, th DM may be running a great cam-
paign and till have players who a re in the kill-
cverylhing-in-sight mode. It's hard to dea l with -
these types typica lly attack everyone they're sup-
po ed to talk with before a role-playing situation can 
dev lop. That's when it's time to use the arrogance 
and pow r of the plane , to put th e leather-headed 
berks in their place. Bullying sods quickly draw the 
attention of hostile basher all around them - when 
a body walks and talks too loud in a place where at-
titude shap , the universe, there's always challengers 
eager to pu a body down. And no matter how big 
and bad the troublemakers are, there's going to be 
omeone or something tougher around the next bend 

- especially in the planes, where the powers them-
selves are clos rat hand than a berk might think. 
Rememb r, a great r power in it home territory can 
do anything he OM wants it to. When it comes right 

down 
10 it, there 's no 

way to win against one of 
the e being if the being really 
wants to win. 

If th player characters are just a bit battle-
happy, the best olution is to put them in ituations 
where fighting and killing don't work. Their as ign-
ment might be to forge peace between the denizens 
of two good planes or to n gotiate for the release of 
prisoners held by the baatezu. The DM should keep at 
this until they become accustomed to a tually role-
playing and not just rolling dice. 

If the haracter are really bloodthirsty and ju t 
won't change, there· yet anoth r trategy: Perhaps 
the only thing more cruel than killing player harac-
ters is ignoring them. Put them in position wher 
their intended victims are either too powerful or loo 
inaccessible to hurt. As the player characters fruit -
le sly trike out at their d clared enemy, it merely 
yawns and leaves the area, in search of more inter-
esting company. When they find they can·t kill their 
enemy, can't even bother it with their be t hot , the 
player characters will eventually have to look for 
other ways to get results. That ju. t might push them 
into role-playing. It's a roundabout method, bul 
players need to learn that their character can't just 
kill everything in sight. 

THEY.RE GEBNNA GIVE Him 
. HE REBPE I f HE D©N'+ 

PAY +HE music - WELL. 
AC+UALLY +HEY 

WEBN'+ GIVE Him +HE REBPE: 
HE , LI PU+ I+ AREBUND HIS NfCK 

- EXCEP+ HE'S GEB+ NEB NECK. 
.;W HEY m1GH+ HAVE +e 1us+ 

GIVE Him +H E REBPE INS+EAD 
WHA+ KIND EBF music 

WAS HE 
LIS+ENlNG - <!i , ANYWAY? 

- Ne>Hu+. A XAe>sr+-ec+. 
A+ +HE +RIAi,. t)f A fRl~ND 
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The Outlands are what th Clueles 
refer to as th Plane of Con ordant 
Opposition - a mouthful, to say th least. Whatever a sod 
calls it, it isn't the wildest, weirdest, or most hostile plane in 
the multiver e, which is precisely the rea on it make a good 
campaign base. Think of it as th almost-pacified border fief 

found in many prime-material campaigns. Her 's a pla e where har-
acter can rest, recover, investigate, and prepare for th ir adventure 
without having to evacuate h ar a at a moment' notice. It' a e-

cure center for their explorations into the rest of the planes. 
Not too secure though! Becau e they're adjacent 

to every Outer Plane, th Outland are probably th 
most heavily poached territory in the multiverse. 

Every high-up man out there's try-
ing to sway one burg or an -

other on th Land lo see 
things his way. A lot 

of places like the 
gate towns, ar al-

most gone, slipping 
into the plane 

of a power 
whos in-

fluen e 
has 



taken it toll. When a town 
crosses all the way into another plane, th 
proces 'II continue until the gate shows up at 
the n xt town on the Land, eventually making its 
way toward Sigil. 

That makes Sigil more than a quiet little burg 
wh re nothing happens. In fact, with all its door-
ways to other plane , it just might b he bigg t prize of all th · prize 
of the multiverse. Control Sigil and a body can get anywhere. All a power's 
got to do is get nough "right- thinking" people on its side. 

'Cour e, with places like Tvasbtri's, Thoth· , or n en ine' realm ( ee below), 
th Near Lands ar n't exactly dull eith r. Leave the relative erenity of Sh ela Peryroyl' 
orchards and a cutter might get caught up in Yen-Wang-Yeb's endless halls of judgment or 
Gzemnid's vile lair. 

Even when a berk knows hi way around the local petitioners, there's till pl nty of 
out ider to make his life hell. The Outlands are a meeting ground for almost everything 
I e on the plane , and a lot of th m seem to think it' just an ext n ion of their own terri-

tory. Automata (page 28) Bedlam (pag 30) Curst (page 35), Glorium (page 40), Plague-
Mort (pag 45), Ribcag (se page 46), Xaos (page 50), and th oth r towns just in ide the 
Great Ring all take on the character of their adjacent planes, which makes for exciting liv-
ing indeed. 

TH£ EBU+LANDS: AN EDVERVIEW 

The Clueless figure that, being a plane of p rfect neutrality, the Outlands 
have got to be the most boring place around. It's obvious t h y haven't 
spent tim there, and they certainly haven't had to cool their heels in the 1 KNEBW 1+·s -HIF. GA+£ 

+e mECHANus. au Astral for too long - now that's boring! Sure, the Outlands don't 
have the burning pit of Baator, the howling madn ss of Pande-
monium, or even the glowing mountain of Celestia. The Land's a 
little short on big, spectacular landscapes, but it ain't boring, berk. 

DEB I INHALE EBR EXHALE 
BfFED RE S+ICKING TTIY HANDS 

I N @ HE GEARS? 
It' because the plane's n utral that the place i so popular. Anyone 

with the means can come her - that's one of the properties of the plane. - AN EB U +SID f! R , 
On mo t of the Great Ring a power can't enter a plane that's not its home, LE ARN ING 
but on the Outland any power can come and go a it wants. Tha doe n 't +H t: DA RJC. 
mean it can do anything it wants, though. Visiting powers respect th realms of ef A PED R+ AL 
those deitie native to th Outland , and they usually can't enter them without p r-
mi sion. ven petitioners from other planes can come here, though most of them are 
from th Upper Planes (the guard of the Low r Planes don't like their prize getting 
loo e) . 

Sigil tands at the very heart of the plane, balanced on a pire that disappears 
into nothingness above. This is important: There's no way to walk from the Out-
lands, or anywhere el e for that matter, into Sigil. Tl,e Cage ca11 be reacltt'd ONLY 
1hro11yh 11,c many doon that open 01110 its \lrc>ers. 

The realms of the Outlands lie mo tly along the outer edges of the plane, clo e 
to portals that I ad to the Gr at Ring. There are J 3 known realms and there's ru -
mors of more, though no blood's ever found th m. Most ofthes realm are the do-

mains of single powers but a few are home to several r lated powers. Each 
realm adopts the character of its ruling power or powers. The most sig-

nificant or best-known ones are described below. See the map of the 
Outland to pinpoint their positions. 
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TIRNA$G 

'The Land of Youth" is the largest of the realms in lhe 
Land, and home lo mo t power of the Celli pan-
theon: Daghdha, Diancecht, Goibhn iu, Lugh, Manan-
nan mac Lir, Morrigan, and Oghma. The realm is di-
vided into le ser areas, where particu lar powers ar 
dominant. For in lance, Mag Mell (Field of Happiness) 
i the domain of Daghdha. Here the woods are lush 
and well tended, intermixed with fields of oats, wheat 
and barley. Or hards of apples and sloes seem to grow 
with haphazard neatness. There are no cities in Tir na 
Og, only villages and lone homesteads. The petitioners 
Lhere live in rural ·ontentment, upporting themselves 
mainly through hunting, farm ing, and weaving. 

In another part of the realm are the workshops 
of Goibhniu built at the bases of exposed hills. Far 
distant is Tir fo Thuinn, the Land Under the Waves. 
This is the domain of Manannan mac Lir. On the ur-
fac there is nothing, but below the waves is an en -
tire kingdom peopled by petitioner who farm, herd, 
and labor a if they were on the surfa e. 

THE N $ R.N S 

Thi realm can be reached only by crossing a wilder-
ne s more savage than most. lt' a tiny realm, but 
one that posses es great power. Here the Norns of 
Norse lore huddle among the roots of the plane-
spanning Yggdrasil. The canopy i so thick that the 
realm's lik a great cavern. The few petitioners here 
are unhappy shade waiting to hear from the Noms. 
These power huddle round the W II of Urd to read 
he fates of men and gods. Sometime a prime or a 

planar'II consult them, but it's bad business to learn 
one· future before it' time. 

SHEELA PERYR<DYL'S Rf:ALm 

Thi area is smal l· indeed, everything about it is un-
dersized, as befil a power of the halflings. There are 
no ci ie or town her , only a single, ext n ive or-
·hard and a large hallling farm, partially above ground, 
but mo tly b ·low. The petitioners here a re all half-
lings, tending the great orchard and farm. 

THE DWARVEN meuN+AIN 

So named for the breed of its p titioners and it pow-
er, this realm lie under the influ nee of Dugmaren 
Brightmantl , Dumathoin, and Vergadain. The whole 
reaJm takes the form of a gigantic rocky mountain. 
The power take no inter t in the mountain' ur-
face, so there are random petitioner and planar set-
tlements on its slope that have little to do with the 
realm . lnsid , the mountain is honeycombed with 
caverns. Those nearest the peak are the domain of 
Vergadain which is notorious for its gaming hall 
and rumored treasure hou es, as befits a god or luck 
and wealth. Further down is th domain or Dug-
maren. There, the cavern are a wild disarray of fur-
nace , forge , melters, villages, and librarie filled 
with esoteric tomes on metallurgy and other iron 
crafts. The deepest part or the realm is claim d by 
Dumathoin. This area is nothing but cold cavern 
and mine coi ling around great veins of ore. It is ru-
mored that the p titioners of this domain spend their 
day and nights secretly singing th hant that 
cause the v ins to swell and grow. V ry littl i actu-
ally me.lted, for the petitioners here prize metal only 
in its natural state. 

The petitioners here are all dwarve , if a sod 
cou ldn't guess, although there's more than a few 
run-in with folks from the realms of Gzemnid llsen-
sine, and others on the surface. See page 36 for more 
information on the Dwarven Mountain. 

Si;fflUANYA'S BE&G 

The far shore of Tir fo Thu inn barely rises abov th 
plane's equivalent of sea level, becoming a ne t for 
lizard men and other bog lover . The petitioners 
found here are truly unique: lizard men, all. lt's a 
mostly deserted realm, although ome independ nt-
minded planars, including more than on de perate 
outlaw, have set their kip here. 
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GZEfflNID AND 
ILSENSINE'S REALffl(S) 

No blood know if these two power hare one realm 
or if th y ju t lack the imagination to make their 
rea lms different. Both rule over caverns that run 
deeper than even the dwarf realm, and all th tunnel 
merge together. Things foul and dangerou are sup-
posed to sta lk the halls, and most basher figure 
there· se rel portals o the Lower Planes here. Cer-
tain ly, th darker fiends of the Lower Planes lake res-
idenc in these realms when bu iness brings them to 
the Outlands. 

Gzemnid's realm i a dangerous and deadly 
maze. Illusions, distortions, and subtle charms pre-
dominate here to match the beholder god's nature. 
There' no settlemen - a petitioner' got to go it on 
hi own, tting up his own nest somewh re in the 
pa sag . The p titioners them elves are an unpleas-
ant lot: a few beho lders and a goodly number of 
thieves. They're wi lling to make deals, but they're al-
ways on the watch for their own reward . 

llsensine' realm is the more dangerous of the 
two. The illithid god exists here only because it con-
pires against Good, Evil, law, and Chaos alike. Pla-

nar adventurers don't like to go here because the 
place pulse with a mind-wracking drone that bums 
in a hasher's head. Nor are they welcom , ince th 
ruling power preD rs those whom it can control. Still, 
it' aid that here a cutter can learn nearly anything 
that transpires on another plane - ifhe can stay ane 
long nough to find l lsensine and ask the question. 
It's quite po sible that II ensine mainlain realms on 
other plane or that it's a god-brain whose neurons 
flow to the other plane , much like the roots of Ygg-
dra ii. See "The Cav rn of Thought," on page 32 for 
mor informatfon about Tis n ine's reaJm. 

TH£ PAL.AC£ 
E9f JUDGfflEN+ 

This r a im is a ingle ma ive palace, along with its 
appropriate bu reaucracie , granari , tables, and 
side-palaces. The entire realm is enclosed in a wal l of 
red brick, palroll d by vigilant petitioners. This is the 
realm ofY: n- Wang-Yeh,judge of the Ten Law Courts 
and king of the Eighte n Hells. Here, all thos peti-
tioner under the sway of the Cele tial Bureaucracy 
are received, judged, and consigned to their appro-
priate planes and realms. 

Th Palace of Judgment's a unique case. Ther 's 
conduits there to very realm of the Celestia l Bur au-

racy 
(the pan-
theon of 
hi.gh-ups who 
call themselves Chi-
nese) : Acheron, Gehenna, Mechanus, 
Mount Cel stia, and the Prime Material Plane ar just 
a few. Thes pipe are used to shoot petitioners along 
to their justly de erved plac (so figur th one to 
the Lower Planes get u ed a bit more than those to 
the Upper Planes) . Ther fore, the p titioners there 
aren't only petitioners of the Outlands. If any newly 
dead od falls under the Celestial Bureau racy's 
purview, then he's got to come here first 
o there' petitioner des-

tined for every plane 
walking around the 
Palace. Those that're 
judged and 
assign d to be kept 011 the Outlands usually wind up 
as clerks and petty bureaucrats for the whole opera-
tion. The Palace i big, too. Th chant is h re's 9,001 
rooms behind its walls. Probably the only being who 
know for sure is Yen-Wang-Yeh himself. 

See page 42 for more information on th Palac 
of Judgment. 

TVASH+Rl ' S LABEDRA+EDRY 

Thi realm border the Dwarven Mountain. A cutter 
might even mistake it for part of Dugmaren Bright-
mantle's domain. It look like an endle s work hop 
filled with columns, pip s, catwalk , brightly pol-
ished d vices of a l I type , and near-end le s book 
stacks that disappear into darkness. Librarie are 
jamm d next to armori forges next to kitchen . It' 
the r alm of Tvashtri, god of artifice and science. 
Here, the petitioners spend their day inv nting and 
building. Mo tare human, but theres a good number 
of gnomes hard at work too. It's the p lace to go for 
the best g ar a cutt r could need, although ome ay 
the magic 's be ter in Tir na Og or the Dwarven 
Mountain. 
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TH$+H'S t:S+A+E 

Thoth's realm is a big on . It' a collection of several 
villages and town that clot the banks of the Ma'at, 
that ri es out or Semuanya· Bog and nows through 
Thoth' realm. A basher's go to watch out for cro o-
dile and cro octile-like creatures here. At h center 
of th r aim is Thebe tys, th great city of Thoth, and 
at its cent r is the Great Library. A cull r is upposed 
to be able to find the an w r to anything here, if he 
can jus rind the right croll. The petitioner are a 
normal lot, living ordinary live aJong the river. 

THE HIDDt:N REALffi 

It' a laugh LO say Lhi r aim' well known, ince no 
sod can ver seem to find it. Mo t bloqd figure it's 

really a d miplane somehow attached to the Out-
lands. By report, it's the home of the giant deity, 
Annam. Mo t ta le tellers say it's a completeJy barren 
mountain with a single crystal tower at the top. 
That's where Annam sits, surrounded by a thou and-
piece orrery of the multiver e that spins in p rfcct 
irne, all around him. The way they tell i , he' a 

Ion ly, sad god, but that may ju t be dres ing for the 
ak of the story. 

THt: fflAUS$1-EUffl 
$f CH RED NE PS IS 

This realm is a compact one, as it's got no petitioners 
and only on inhabitant - Chron psis the dragon 
god of fate. Hi realm is a great cavern in the moun-
tains near th Dwarven Mountain. Here her s , ur-
rounded by hourglasses that lowly dribble out the 
sands of life for every dragon and dragon-kin of the 
muJtiverse. 

THE CEDUR+ $f LlGH+ 

This is the realm of Shekine ter, the 
naga goddes . It' relatively close to 

the Palace of Judgment. Her peti-
tioners ar nagas or al l type , 

al though the worst and be t 
wind up on other plane . 

Only a leatherhead comes 
here as old Shekinester' 

an unpredictabl -
power. A cun r never 

know just what a -
p ct her realm' 

going o reflect -
Weaver, Ernpowerer, 

or Preserver. lt' also 
risky going to her 

realm because her pe-
titioners just might de-
cide a berk 's got to be 

"initiat d" into som mys-
tery, and that can b an un-

. pleasant proce . On the other 
. hand, there's a lure to th se 

mysteries, becaus a few of the 
berk that return from here have 
· ipsights denied to other bloods. 

See page 34 for more information. 
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There's more realms than ju t these on the Outlands, 
but most of them are o small that they hardly count, 
or they're so bizarre that a body can't make any 
sense of them. This ain't to ay that the entire land is 
filled with realms; there's also empty spaces between 
the lands. 'Course, "empty' " not the right descrip-
tion. The e boundaric are filled with the towns and 
cities of planars, and there's quite a few cur ed peti-
tion rs who don't hav a power to call their lord. The 
empty lands are mo tly dry plain , not lush but not 
de ert - a balance b tween too little and too much. 
One blood said it reminded her of a place ailed the 
Great Plains on some prime-material world. 

PE+I+IeNt=RS 
$f +HE eu+J.,ANDS 

Eve1y plane· got it quirks, and the e show up fairly 
obviou Iy in it p titioner . The mi rable wretches 
of Gehenna don't know charity, while the fervent of 
Arcadia are fanatic in their pursuit of evil. Mean-
while, the petitioners of Ysgard madly battle each 
other for glory every day. Though there are far fewer 
petitioner of the Outlands (it's not in most mortals' 
nature lo be truly neutral). they renect their home 
plan·. too. Their lives are the balance, the fulcrum 
between good and evil. law and chaos. 

Some folk think Outlander petitioners would 
naturally reruse to take sides in any dispute, but 
that's not the case. The petitioners of the Outlands 
don't mind getting involved at all - in fact, the 
prob! m is keeping them from gerting too involved. 

Herc·s Lhe chant: Ask a pe1itioner of he Out-
lands to do one thing and he does two. If he gives 
you advice, h ·s just a likely to advise your en my. 
See, the petitioners there have thi feeling that every 
action they tak affecting the balance of good and 
evil (or law and chaos) must be offset by an equal ac-
tion to th opposite side. Being dutiful petitioners, 
that's just what they t1y to do. 

o, a basher's got to wonder just what this 
means. Suppose a p titioner gives directions to 
Plague-Mort. Does that mean he's got to find some-
body and giv them directions to Glorium, just to 
balance things out? No, there·s no law, chaos, good, 
or evil inherent in giving directions. However, if an 
Outlander petitioner smuggles a body away from the 
hunting fiend of Plague-Mort - a good act by most 
standards - then h ' going to feel compel led to fix 
the balance. That same peU ioner might raise the 
alarm as soon as lhe sod's out of town, or he might 
betray the next berk that's hun1ed by the fiends. A 

peti-
tioner's 
balancing doesn't 
have to be done 
immediately. Pure fact is, 
most of them carry little tallies of their deeds, 
ometimes in their heads and ometimes in little 

books. 
What's thi. mean for a cutter who's got to dcaJ 

with such folk? Well, most planars lry not to ask too 
much of an Outlander petitioner· a body never 
knows when h 's going to tip the balance, after all. 
When that cutter asks for omething he knows is 
good, evil, lawful, or chaotic, he's a wise one to ex-
pect some kind of backfire. If he hires an Outlander 
petitioner-mercenary to help him raid the Fated's 
headquarters in Sigil, he's a leatherhead to cxpcc the 
mere to sneak in quiet. The petitioner's more likely to 
bellow out their arrival - just to balance thing out 
between the two groups. 'Course. the petitioner might 
not do anything now and balance accounts out at 
some other time, with ome other per on. Or, he 
might be balancing the cal s now - a body never 
knows for ure. How they decide when to fix the bal -
ance i something no blood's ever figured out. Ask a 
petitioner and he can't or won't tell, either. Folk in 
Sigil figure the Outlanders just like to torment others, 
keeping them on hooks - will they act this time or 
won't they? It might be true, as more than enough 
berk get burned up with the su pen . 

This bu iness leads to other urprise from the 
Outlanders. Som times they do things that seem like 
downright rneanne s, like lying or hurting a body for 
no vi ible reason. Ask them about it and they're just 
"paying back the balance." "Course, other time 
they'll do thing that, if a body didn't know beller, 
would ju t be barmy generosity. An Outlander might 
suddenly offer advice, give information, or cut his 
prices without xplanation. Fact is, it' all don from 
the balan e book they make, and folks who make Lhe 
Outland their home just g t u cd to it. 

Pi:+l+IEBNERS DEBN'+ CARE 
WHE+HER +HEY'RE KILLED 

IN +HE NAmE EBF- +HE BLEBEBD WAR 
eR IN +HE NAmE EBF 1us+ rcE. 

THEY'RE JUS+ DEADERS. 

THt: DECJ.AR.A+leN 
$f +H~ RI NG~GIVER.S 
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R'9Lt: ~PLAYING PE+l+l'9NERS 

DMs need be careful how they use Outlander peti-
tioner·. Too much or too little i not a good thing. A 
queer comment from a p titioner can add spice to an 
encounter, et th player characters back on track, or 
sen d them overconfidently into a trap. The same 
comment could also derail an adventure, confuse the 
issue, and frustrate the players. 

OM want players guessing, "ls this berk's price 
worth the ri k?" Sometimes the price'II work out 
well, and sometimes it'll b more trouble than it' 
worth. A good OM gives som hint or warning of the 
cons quences so hi players aren't completely blind-
sided, unle s they deserve it. With their apparently 
random act of kindness and cruelty, Outlander peti-
tioners can be used to get adventures started, supply 
useful information, and generally keep player char-
acters pointed in the right direction. The DM has to 
watch it, though. Using them too much is going to 
either make player dependent on petitioners for help 
or rile the group into slaughtering every one they 
see. "Run, here come a petitioner!" i bad. "We're 
stuck, let's go ask some petitioners until one help 
us " is worse. Use petitioners sparingly and in unex-
pected ways. Remember that the things a petitioner 
provides - information, aid and hindrance - don't 
have to have one whit to do with the adventure. 

fflAGIC <DN +HE 
EDU+J..ANDS 

As far as the standard re triction go, most planars 
call Sigil or the Outland their home. This make all 
those abjure, holy 111ortl, and protection from e,,il 
pell uselcs against the majority of planars found 

on the Outlands. H's a good thing too; otherwise, ad-
venturing would be a pretty tough bet. Spells that 
use an ethereal pathway need keys before they'll 
work. Luckily for spcllcasters, conjuration/summon-
ing pell can call upon creature from any Outer 
Plane or the Astral Plane, which is he biggest rang 
of choice for any of the Outer Planes. 

H's true that all planes affect magic but no 
plane works on it like the Outland . Go to 

Mechanus and no ma ter where a cutter is, 
his spells might work cLifferenlly, but they al-
way work differently in the same way. On 

Mechanus, an illu ion 
won't work, no matter 
what cog wheel a berk' 

standing on. 

RINGS Wl+HIN +Hf: RING 

That ain't the case on the Outlands. Here, where a cut-
ter tands mak s all the differen e. That' becau e the 
plane's divided into 10 layers, like the skins of an 
onion. '>cc a.s a hodv 11101 ·c., through mch layer tm1•arrl 
rlH cemcr of 11,c 0111/a11ds, 111nrc a11d /J/orc 11u1uica/ 
1w11•cr ;., - 11 1cll. 11c111rali1cd 1111ti/ at the 1•cty cc11ta 
t /Jere '.s 11vm' h:Jt. ('Course, that's where Sigil is, and it. 
promptly break all those rules.) None of the layers are 
of equal thickness, and there' no d fined border , o 
he only way a cutter know what layer he's standing 

in i by ca ting a spell and seeing it 11y or fail. ([n 
other words, the OM may have to make a judgment 
call and lhe player'l1 have to live with it.) 

The outermost layer of the onion is also the 
thickest. This is where most of the realms are found. 
Most of the gates, portals, and conduits to th Great 
Ring spill into this layer. Out here there's generally 
no special restrictions on pell beyond the stan-
dards. The exception to this set of rule is the gate-
towns, the settlements that form around each portal 
to the Great Ring. In some of these, a little of the 
magical effect from the nearby plane leak over and 
creates special condition , either nhancing or di-
minishing a certain school of magic. Not every gate-
town is affected, though, so a cutter's wise to a k 
around before he gets in trouble. CCoursc, OM can 
learn the dark or such thing by studying the ntrie 
on those burgs in thi book and in others to come.) 

In the second layer from the outside, the power 
of magic is diminished so that 9th-level spells don't 
function, including spell-like abilities of creature . 
Note that this does not apply to any or the power . 
'Course, while this i bad news for wizards, it don't 
mean a thing to priests. A side -m~ct of this notion is 
t.hat the layer is home to sev ral powers who arc ap-
athetic to wizards, like those in the Dwarvcn Moun-
tain. Now, a wizard on the s cond layer doesn't for-
get his 9th-level spell , they just don't work when h 
tries to cast them. As mentioned, there's no warning 
or ignal when thi happens, no borderline on the 
ground or signs to mark the ring, so a utter's got to 
keep track of just where he i or there might be a 
nasty surprise. 

In t he third layer, 8th-level spells (and pell-like 
abilities) arc shut down. Thi and all the following 
effect are cumulative, so on thi ring both 8th- and 
9th-level pells are affected, and so on. The abilities 
of power aren't harmed in this circle, either. Because 
all this still doesn't mean a thing to priests, this 
layer's also got realm of power that are either hos-
tile or indiffi rent to wizards. 
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and spell-like abilitic 

At the fourth layer from the outside, 7th- level 
spells (and spell-like abilities) cea. e to function. Now 
prj L peU are affected, so there's very few realms 
here. Not too many e-f the powers arc indifferent to 
prie ts but a few that are migb.t make their homes 
her . 

A he fif:th layer, 6th- level spell (and spell-like 
abilities) fail. In addition illu ion/phantasm pell 
are obvious for what they arc un~s a cutter has the 
right key to give them force. Level-cl raining power 
also iai a Lhi ring_ 

At the ixth layer from the outside, 5th-level 
spells land spell-like effect ) fail. Poison are al o 
rendered inert here. Folks dying of pois u are some-
times gated here a ~ quick way to stop the damage, 
since even poison in a body is,..a(fectcd. 

At the. seventh layer, 4th-level pell (and p -11-
1 ike aeiliti s) don't operate. Conduits from the Great 
Ring can't r ach Lhi ring, although th re' still door-
ways to and from Sigil. Getting i:o this layer i mo tly 
done through the Cage, since few folk. want lo take 
ffie ime to hik IJ:.Qm the sixth to the seventh ring. 
The powers of demigocl are suppressed here . 
Demipowers till retain their deB 11 lve powers - any 
regeneration, magic resistance, or prot tions - but 
all spell-like offensiv powers are lost. 

At the eighth layer, 3rd-L ve l spells (and spell-
like abilities) are left impotent. A most as important, 
p II and spel l- like abi lities (including 1ho e of all 

power ) that requfre-a.n. Astral connection fail -
nothing can be onjured or umrnoned to thi por-
tion of the plane. Here a lso. the powers of I sse r 
deities are u1 pressed like a demigod's in the seventh 
layer. There are no reaTm from this point in but the 
ring' a popular place for parley . A power can walk 
among dire rivals here and still feel ptolcckd, e pe-
cially since Iii -en my can't summon reinforcements 
for an ambu h. 

At the ninth layer, 2nd-lev I spells (and spell-
like effects) no longer function. Even re impor-
tant, the offensive powers of intermediate gods are 
held in check. At thi ring, high- level parleys are 
held . 

At the center of the Outlands, around the base 
of the spire that supports Sigil, is the ultimate nega-
tion of" power. No magic: or godly faculties of any 
type work here. This is the ultimate in meeting 
ground , for here everyone, no matter how powerful, 
is rend red equa l. It's rarely visited, for only Lhe most 
pressing bu ines can force the gr ater gods to parley 
here. Reaching the center r quires a tedious overland 
journey from the dge of the seventh ring, since all 
Astral connections are severed inside this radius. 
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SI GIL'S A CAGE 
+ I L L W E F I N I S H + 11 E LA S + 

SEB-CALLED RULER. 
ARISE AND 

CAS+ EBFf Yl.vUR CHA I NS!! 
NI Nt:+Y·f I RS+ 

PRCDCLAmA+IEDN 
$ f +HE A NARC HS 

And then there's Sigil. 
Sitting at the tip or the spire, it's a dif-

~ rent world. Spells in the Cage work a ir a cutt r 
was on the outermost ring of the plane. Some bloods 
argue it 's because Sigil's in a separate little demi-
plane that is linked only geographical ly to the Out-
lands. Others say it sits at the connuence of energies 
from the plane. Most folk don't care. All lhcy know 
is that magic work in the City or Doors. 

eu+LANDER SPELL KEYS 

Only a few pells are jumbled by lhe neutra l nature 
of the Outlands, y t every cutter who can cast a spell 
g t all put out if hi one favorite i among them. 
That's why th re's spell key , ways to work around 
those ob tacles. Recovering that special pell' just a 
matter of learning the right key. 

'Cour , keys aren't omelh ing very wizard 
ju l rattles his bone-box about. It don't pay to shed 
too much light on the dark. After all, a berk ju t 
might be giving aid to his enemy. No, a blood's got 
to di cover the key he need by himself. A facto! 
might share a few with his brother or sisters, but a 
cutter' got to ligure there's a price for such help. A 
little garnish in lhe righi places might buy a few 
keys, bul the co t cou ld get high. A canny fellow 
might bob ano her wizard into revea ling a few, but 
that' hard - most wizards hoard their knowledge 
1 ikc precious gem . 

There's on ly a few key to learn, a who le 
groups of spells u e the same key. Al l the Outlander 
keys work on the principle or balance : Something 
must be done, offered, or excha nged, at lea t sym-
bolically, for a spell to work. The k y is invoked or 
used at the time of casting, and it has to be mp loy d 

each time the affected pell i cast. For tho e spells 
that have casting times, a key adds 1 to the spell's 

total rating. The list below describes 
the key needed for a spell or par-

ti ular group of spells. 

• Dismissal and en nare-
ment . If the reature's from the Ethereal or Inner 

Planes, the caster's got to give it something made on 
the Oullands. A leaf of razorvine (sec page 59) picked 
in Sigil is an example. 

• Disla11ce distortion. To tap the power of the plane 
of Earth, the caster's got to memorize a gust of II ind 
or similar spell. When distance distortion i cast, the 
gu t of wind in tantly vanishes from memory as if 
cast. 

• DI\I \I I•l 111111 I\ JR f'I ,r.,-, (Augury,co11wwne, 
contact other plane, divine inspiration. rej1ecti11g 
pool, 11ision). If the power to be contacted live on the 
Inner Planes the caster must reveal a secret of his 
own to a native or this plane (petitioner or planar). It 
doesn't have to be a big ecret, but il must be ome-
thing that has been intentionally kept dark from all 
others. like "I cheated Arzo! Lhe fruit merchant lbi 
morning." 

• Draw u po11 holy m igh I and a net ify. Th e p !ls 
are affected on ly ir th power resides on the Inner 
Planes. To cast them under the e circumstances, the 
priest must sacr ifice an enchanted item of any 
type. 

• Drau11nij's instanl summons. This spell is affected 
only if the ummoned thing is on the Inner Planes. 
To cast the spell, the wizard must offer an equal 
amount of inorganic matte r from the Outland , 
which is swapped for the summoned thing. The ma-
terial chosen must be held by the cast r. Should the 
summoned thing be returned to its plane, the 
swapped material is returned, although its condition 
may suffer from exposure to the lnner Planes - i.e., 
it migh t be burned to a crisp, etc. 

• r 11 .11 , 1, 1 l nl\ It 1< \ ICL (Aerial emant, chariot of 
Sustarre, conjure elemental, elemental swarm, i1111is-
ible stalker). To summon the e creature and ef~ ct , 
the wizard must cast a handful of the oppo ing ele-
ment toward the target. For example, to ummon a 
water elemental, a handful of coals mu t be thrown. 
(Take note of the special rules for outer-planar ele-
mentals - ee A OM Guide to tlte Planes.) 
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• ErnrtU:Al-MSl:D SPELLS (Estate transference, ether-
walk, l-lornung's random dispatcher, Leomund' 
ecret chest). In addition to the spell's material com-

ponent , a gem of at least 100-gp value must be 
used. This vani hes when the spell is cast, a toll to 
the powers of the Astral Plane. 

• ENIRGY PI.ANF SP[LLS (Energy drain, negative plane 
protection, re toralion). Spells reaching the Nega ive 
En rgy Plane require a live insect or worm, which 
vani he upon asting. Those reaching the Posibve 
Energy Plane require a dead in ect or worm. 

• SHADOW MAGIC (Demishadow monster. , demishadow 
magic, Lorloueim · creeping shadow, Lorloveim 's 
hadowy I ran ;formation, major creation, minor cre-

ation, hade shadow monsters, hadow walk, 
shadow magic, shadow engines, hadowcat, summon 
hadow, vani h). To accc the plane of Shadow, the 

caster mu t in Jude among his material components 
a tone enchanted with a co11tinual light or a co11ti11-
ua/ dark11es sp IL Thi item vani hes when the spell 
i a t. Furthermor th caster ha to alternate the 
it m offer d with each casting. If a continual light is 
used to ca t demislwdow mon ters, the n xt time a 
shadow pell is ca t, a stone cloaked in continual 
darkness must be offered. 

EDU+J.ANDER 
P<DWER IC.EYS 

it's likely that power keys for various priest spells 
xist on he Outlands. Ju t th same, power 

key aren't some hing a berk can just 
drop a little jink on and learn. He 
can't get the dark of them 
from factols, and most 
other priests won't 
hare the one or two 

power key they 
might know, either. 
Power key hav got 
to be earned and even 
then there's no promise a 
cutter·s going to get one. 

Becau e power keys 
are under the absolute 
control of the DM, non 
are mad up or listed 
b re. Th DM can cre-
ate them when they're 
needed and choose th 

spell that's most appropriat . ln g neral, power keys 
on the Outlands arc likely to enhance the ca ting of 
spel ls that reveal maintain, or at lea t don't harm th 
balance of Good, Evil Law, and Chao in the multi-
vers . Consequently, here' not a whol lot of power 
key given out on this plan . 

YEBU f IGUR.E A SWEBR.D 
ANDA BUNCH EBf SPELLS 

mAKE YEBU +EBUGH? 
I+ AIN'+ WHA+ YEBU GEB+ 
+HA+ CEBUN+S. BERK. 

1+·s WHA+ YEBU KNEBW. 
- fAIRVEN, A CIPHER 
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· If a cutter's going to get along on the 
· Outland , she's gol to know her way 

around. A blood wants adventure and clan -
ger in life, and that only happ n by explor-

ing. The thing is, sh needs a place to explore . 
Now, the plane are va t and there's lots or danger 

out there, o rherc's no lo s or places a body can xplorc 
~nd ri. k her hid in. 
But that cutter' got to have more than just dangerous places to 

explore. She's got to have place to cat, sleep, and get healed after a 
long day of adventuring. Maybe that cutter need a pace to accumu-
late experience, somewhere she an explor and live to talk about it, 
too. afety in the whirling ring of the storm is what that berk needs, 
and that's part of what the Outland give. · ourse, it ain't all quiet 
garden and fine weetmeats, either. Just like on the Great Ring, a 
berk's got to know wh re she's welcome and where not o rattle the 
doors. It can be ju t as dangerou here a in th deepest pit of Baa tor. 

Here's the chant: Folk ort n make a big mi take in thinking 
about the Outland . They figure the essence or the plane i true neu-
rality, and that means nothing happens. Leatherheads! Tru neu rat-
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ity means there's a ba lance of verything. For every good 
there's an evil, and for every land of order there' a wirling mora s 
of chaos, but that can make for a lot more action than a body'll find in the mo t chaotic 
plan s. That' the dark of the Outlands. 

Thi section describes some of those lands: the red-brick Palace of Judgment, th 
maddening cav ms of the mind flayer god, the gate-towns of Ribcage, Plague-Mort, Glo-
rium, and a ho t of other wonders that make up the Outlands. While thi is the gazetteer of 
the land, it doesn't even try to describe every place the haracters could go, only a few of 
th mor interesting pos ibilities for adventure. Some of these are gate-towns on be verge 
of slipping off to adjacent planes whi le others are he more dang rou or even us · fu l 
r aim on the plane. With this ection the DM gets a start on creating hi own PLANESCAPE 

campaign. 
By the way, thi i1iformatio11 's for tire DM's use 011fy, so if a player's looking at this, 

k11ock ii ojT, berk! 
The sites described in the following pages are arranged alphabetically and match the 

named locations on the map of the Outlands provided in this campaign setting box. Each 
area is describ d with an eye toward planar adventurers - adventure s ttings, nonplayer 
character , and bases of op ration are all featured . U e the provided campaign qui k-starts 
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( ee page 89) 
or create a different 

one uitable to he existing cam-
paign , and then let the player character explore 
som of the pots that are overed below. 

To make finding thing simple, entrie in thi 
section ar cat gorizcd as realms and town . Ea h 
ite ha particular information present d about it in 

the same way, as outlined below. 

REALm S 

(11\R\t11~·- A realm's th creation ofa power, o a 
b rk can b t it' got a definite re I and attitude to it.. 
Thi part only hints at the flavor of the place, but it'll 
note if the area' dangerou , open to ravelers, heav-
ily populat ct, or whatever else he character of the 
place might be. This is stuff any planar native to the 
Outland · is likely to know, so the OM can freely 
hare i with players. 

l'o\\l f The name of the ruling pow r. or th mo t 
dominant on . Power d scrib d in Lege11d and Lore 
(2108) are mark d with [LL). Those found in DMGR4, 
Mon trous Mythology (2128) are noted by (MM). 

1'1rn,< 11·\I 11,1, -.. Any cities or large towns in or 
near the realm how up here. Most ettlements are 
part of a realm, but a few sit just over the bord r, 
trading with the p titioners of the realm, yet not 
counting themselves a part of it. Such burgs are 
wh re most planars live because they generally don't 
care for the stiff-necked view of the powers Lhat b . 

Sl'l l I \I ( ONlll l ION'>. A power' II sometimes create 
special quirks in its realm that a cutter had better 
know about. ft could be that physical conditions are 
different, like in heela Peryroyl's realm, where it' 
always spring, summer, or fall, but never winter. It' 
also important for a basher in llsensine ' realm to 
know that painful thought wav s are go ing to s arch 
her brain . On the other hand, it cou ld be the petition-
ers who ar different. .In the halls of Yen-Wang-Yeh 
th petition rs constant ly spout their uppo d 
virtue to every pas ing sod. Then again, it might be 
th laws of the place that are a bit different. A cros -
trading knight might wan o know tha cheats in 
Vergadain' gambling halls are routinely drawn and 
quartered without trial. 

DI ',l RIPI ION. Now that a 
utter know whal' clangerou , he 

needs to know what el e is round 
here. 

PRI CIP'\I NONPl.1\YI R C11 \R \l I ms. Since player 
characters don·t deal with the pow r of a realm, the 
nonplaycr chara ters th y're likely to me t, and tho e 
who would be us ful to know, arc named under thi 
heading along with their po ition, title. or role. 

11<v1n '.->. Inns, raftsmen, goods, and oth r er-
vices that make a basher' life ea ier are de cribed in 
brief. including the name, race, 
and class of th particular 
proprietor. 

T$WNS 

C11,\R \lll R. Just because it's not living, that doe n't 
m an a town's got no personality. Charac er' part 
the general alignment of the plac , and part the na-
ture of what happen ther . 

Ru1 rn . Thi tells a sod who's officially in charge 
- name, race, class, and level - and what hat sup-
posed chief is like to dea l with. Be ure to check the 
next nlry to find out who's really in charge. 
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Ht IIINll 1'111 I 111rnN1. Just because a berk rules a 
town, it doesn't mean he's the only boss. Most times 
there's one or more other groups trying to pull the 
trings. A wise cutter takes time to find out who's re-

ally the high- up man in the local operation. 

D1 ",{ tdt 11nr-i. H re, the layout of the town' pre-
sented so that thing said later'II make en e. 

t\111111 . Player charact rs seem to get messed up 
with the local authorities a lot. This entry tells who's 
in charge, what they've got to command, and just 

what kind of attitude they're likely to have in 
respon e to the mischief player characters 

are likely to cause. 

')11-.,,1, r--. This is the same 
as the entry for realm : 
a listing of places to go 

and things to buy that 
could be useful to a 

band of danger-
loving toughs. 

I )l I ' 

Gossip's always 
useful , and a wise 

cutter keeps his ear 
to the ground. Thi 
entry gives some of 
the chant the locals 
are likely to know. 

UNIDEN+lflED 
TERRAIN 

'Course, not every place on the plane can be 
mapp d and named. Addle-cove that try to chart the 
whole mess wind up with maps filled with named 
thing lik Ouena 's Crossroads, Big Pile of Rocks, and 
Forest-darker-than-the-last-one-we-were-in. Things 
like that'll onfuse more than help in no time at all. 

That doesn't mean these unnamed place are 
blank, white expanses, though. They've got features, 
but none of special or parti ular note to war-
rant a special entry. That doesn't mean the un -
named land are all the same either. There's 
clear differences in the plane as a cutter travels from 
Glorium to Ribcage - enough differences that a cut-
ter can notice. 

Unnamed territory generally re embles the 
realm or plane it's closest to. The land near Glorium 
is green meadows, ro lli ng hills, and open forest . 
Nearer to Mechanus, the woods become more rigid, 
with the rees arranged in neat rows and the fields 
quarely-patterned. At the opposite extreme, near 

Limbo the plane assumes the look of an untamed 
wilderness, thrown together without plan or organi-
zation. 

Throughou the plan the weather's alway tem-
perate, without the bitter gnaw of winter or the sear-
ing gaze of high summer. Toward che Lower Planes, 
the variations are a bit more extreme - chilly and 
damp fens surround Semuanya's Bog, du ly plains 
encompass Ribcage, and the sad climate of late au-
tumn hovers near Plague-Mort. Yet even in these 
areas the extremes are not o gr at a to change the 
sea on from the perpetual mildne s that predomi-
nat s acros the Outlands. 

Because th plane tends to look like whatever 
realm or plane it's clo est to (though without the ex-
tremes that'll tip the balance of thing ), blood tend 
to argue as to what the Outiands' "true appearance" 
is like. The best guess is that the Land looks like 
those areas found near the en er of th plane, far-
thest from influencing realms and plane . There, the 
land's a perfect mix of plains and forests, canyon 
and mountains, even rivers and desert . No one sin -
gle thing dominate over all he others. It' a wilder-
ness that's not impossibly forbidding - it's 
traver able with some difficulty. 

Some of the Clueless claim the Outlands 
are pretty close in appearance to their own 
prime-material worlds; other Outsiders 
claim it's nothing like their homes. Who 
knows? Most bodie figure the Clue-
les are all barmy anyway, and 
those that ain't make it 
through the day by cling-
ing to the belief that 
the planes are just like 
home. 'Course, that's 
why they 're called 
"Clueless." 
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NE9NPLAYER CHARAC+ER ABBREVIA+IEBNS 

Nonplayer characters - rulers, merchants, and the like - will always have important information listed in 
parenthese arter their names. This always goes like so: (origin/sex and race/class and level/faction/alignment). 
Origin tells whether the character's a petitioner, planar, prime, or proxy. Powers, should they appear, are 11eJ1er 
reduced o a set of abbreviations - something important that deserves specia l attention. For all the others, ab-
breviations used are as follow . 

Ot<l{,I ' l 1 \'>'> 

Pl 
Pc 
Pr 
Px 

51 
Q 
0 
0 
b 
d 
e 
fd 
g 
gy 
gz 
h 
ha 
he 
tf 
var 

Planar B Bard 
Petitioner D Druid 
Prime F Fighter 
Proxy p Priest 

P(sp) Specialty priest 
' n R ,1 J Pa Paladin 
Female Ps Psionicist 
Male R Ranger 
Gendcrlcs · T Thief 
Bariaur w Wizard 
Dwarf W(A) Abjurer 
Elf W(C) Conjurer 
Fiend W(D) Diviner 
Gnome W(E) Enchanter 
Githyanki W(EI) Elementa list 
Githzerai W(I) Illusionist 
Human W(ln) Invoker 
Halning W(N) Necromancer 
Half-elf W(T) Transmuter 
Tiening W(W) Wi ld mage 
Yariou 0 Unclassed 

Var Yariou 

AU+emA+A 
(Town) 

L11 \J-: \1 11 ~ As a tiny renection of nearby Mcchanus, 
there' a rule for el'cryt/1i11g here, and gods hc:lp the 
berk who ain't learned them all! 

Rt 111~. The Council of Order is clearly in charge 
here, at I ast during daylight hours. The Council bas 
three scats, currently fil led by the humorless Captain 
Arstimis (Pl/ o gz/F 14/Ha/LN), representing the town 
guard; Pein is the Clockmaker (Pe/ o h/0/N), represent-
ing the craft men; and Serafil (Pl/ Q tf/P(sp) 10/FO/LN) 
(Spell Spheres - major: All , Elemental, Weath r· 
minor: Combat, Sun), a prie tess of Lei Kung (LL). 
She repre ents the temple of the town. Any other 
group's got no voice on the Council. The Council de-
cides all things in strictly regulated session that fo l-
low absolute rules of order. 

r \l 10 

At Athar 
Be Believer /Source 
BC Bleak Cabal 
Dg Doorn guard 
Du Dustmen 
Fa Fated 
FO Fraternity/Order 
FL Free League 
Ha Harmonium 
Mk Mercy kil I ers 
Os Outsiders 
RL Revolutionary League 
so Sign of One 
52 Society/Sensation 
TO Tran cendcnt Order 
Xa Xaositects 
Var Various 

811111\1, 1 11 r11~n 1. There's no force that would 
dare interfere with or presume upon the proper work-
ings of the Council. By night, however, the Council 
of Order i replaced by the Council of Anarchy, a per-
fect mirror of its counterpart. Leggis Scrog (Pl/ d gz/ 
TIO/RL/NE) represents the criminal , Ravi Cor-
cuncewl (Pe/ S? h/0/N) repr s nts the vagrant. and 
Aurach the Fair, a baatezu erinyes, repre ents the 
fiends who want t.o subvert the city. 

D1 Sl 1·11·nof\. Nobody ever gels lost in Automata 
- it ju t ain't possible because everything·s so or-
derly. The street are a perfect grid. and even the 
houses arc ct at perfect intervals. A cros -trading 
knight could set a clock by the timing of the watch 
patro ls. Everyone rises with the un and retires when 
it sets, which split the day into two equal halve of 
light and dark. 

Automata 's got about a thousand bodies packed 
behind its rectangu lar walls. There are six gates into 
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town - wo on each of the lon g walls and one on 
each of the ends. Jnside, every block's got a definite 
purpose. Some are nothing but houses while others 
are workshops, and a few arc devoted to the govern-
ment - more than're r ally n eded in a burg this 
iz , but then Automata's got a lot of laws. 

The one thing that doesn't fit into this perfect 
order is the blocks themselves. A cutter'd figure that 
blocks of the sam type'd be set together, but it ain't 
so. Everyth ing's scattered all over Automata; work-
shop blocks are next to mansions, which are next to 
tables which are next to th armory, and so on. Ask 

a body here about it and they'll just shrug, saying 
you don't se the grand pattern of thing . "Su h are 
the mysteries of order." 

Remember that Automata i order and that 
means th re' laws for everything. A sod' got to 
watch where he steps, what he says, what he drinks, 
and even when he drinks. A cutter can't buy ale after 
th third hour and shops can't open before the first. 
No merchant holds a sale unless it's approved by the 
Council. which means nobody holds a ale unless 
everyone does. There' no haggling on prices, no 
redit, and no bartering. A berk'd better have fund 

when he come into town, because there's no place 
fo r beggars here, ither. 

Automata ain't perfect order, though. It's got an 
underside that isn 't seen by the common traveler, as 
it' literally underground. Beneath Automata there's 
a network of passages, chambers, apartments, and 
even streets that house the hidden life of the burg. 
Here, the petitioners of the Outlands even the bal-
ance between law and chao . Crim , violence, disor-
der, and revelry echo through the tunnels. There' ru-
mors of a hidden gladiator arena where games are 
fought to the death, festhaJI where every vice can be 
found, even conclaves of conspirators led by fiends. 
This i where the bodie of Automata go at night, 
after the laws have sent th m to bed. 

Although the agents of Mechanus have a firm 
grip on the surface town, the wild undercity keeps 
Automata firmly planted on the Outlands. 'Cou rse, 
th proxie of Primu the modron-lord would love to 
shut down the crimina l sid of Automata because, 
once it falls, the burg· shift into Mechanus would be 
assured. 

1\11 111 ,. Th re's two - one for the surface and 
one for the underground. Th surface militia's com -
manded by Captain Arstimis, and it patrols the 
streets wi h vigorou regularity. A typical militia pa-
trol's made up of 10 petitioner , led by a ergeant 
who's also a petitioner. Planars and primes are nev r 
part of the rank and file, alway as urning command 
position instead. All officers are members of the 
Harmonium. 

The underground militia i a semiorganized 
gang under the control of Leggis Scrag. This militia 
doesn't patro l or give a tinker's damn about the laws. 
It's only concerned with collecting protection money 
from the businesse above and below ground. Col-
lecting from the underground 's not much problem 
unless ther · a power truggle going on - bribes are 
a regular part of busine s. But every on e in a whi le 
some berk on the surface'!! refuse to pay, and that' 
when the thugs go out. A thug gang's got 2d6 mem-
bers, all primes and planars, either I st- level thieves 
or fighters. 

~,~\,Ill"· Automata's got it all, if a cutter knows 
where to find it. On the urface, a berk's not going to 
find any great deals. All the prices in this burg are 
car fully regulated. Still, the inns are clean and or-
d rly. Th best of the lot's The Diuine Machine, run 
by Tourlac the Halfli ng (Pe/ d' ha/0/N). The furnish-
ings are a little small, but he runs a fine establish-
m nt. Dinners are hot and ample. 

Underground's where the interesting life is. A 
berk's got to know th dark of the town and he 
probably has to garni ha local or two wi h omejink 
before he gets shown around. Of particular inter st 
beneath the treets is the little shop of Hokee Thridun 
(Pl/ c3' tf/W6/Du/LE). Hokee specia lize in buying and 
sel ling the rare and exotic for a select clientele. 
Where it comes from he doesn't care and who buy 
it and what it's us d for ain't his bu iness; he just 
supplies the need. Now player character types ain't 
among Hokee's c!ientele - he deals with beings 
much more powerful - but he always needs one job 
or another done. There's ure work, but dangerou , 
from his hands. 

Loe •\I N1 IV'>. Loctu , a local explorer, has come 
back with reports of a trange hill outside of town. 
What's strange is that it wasn't there a week ago. Not 
only that, but Loctus wear it's growing - "kinda 
like a hive, he says. 'Course, Loctus 's a notorious 
bubber who's been telling the tale to anyone who'll 
buy him a drink. 
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BEDLAffl 
(Town) 

( Ill\! \c 11 t.: Not real ly a own but an asylum let loose 
- that's what thi place is. The chant is the town's 
mad, that the barmies have eized tbe keys, but 
what' a oul to exp ct from a pla e that' hard on 
he gate of Pandemonium? Tho e who live here 

can't help but be addle-coved in one way or another. 

R1 111c Thari k Bleakshadow (Pl/ o h/W 12/Xa/ 
CN), Ke per of Bedlam. A gouty old wizard, he' 
prone to senile rambling and savage outbur ts of 
magical fury. More than a few buildings in town 
hav b en cor hed by hi firebal l . Tharick 
became Keeper after leading a r hellion 
against the ane petitioner in the own. 
Tharick's title i ob erved more in name than 
deed however. 

B1 Ill [J Jill T!IIWNI. Who can rule an as-
sembly of madmen? The social contract barely 
exi ts, so it's every barmy for himself. 
Tharick only rules the people he 
can ge to agree with him, while 
v rybody lse mor or l s goes 

about doing what they want. 
Still, a few ba hers have 

managed to gain th attention 
of Bedlam's citizens. The most in-
fluential of these is Hrava, a 
shadow fiend . This 
mon ter's insin-
uated itself into 
the waking 
dream of many of 
B dlam's addle- oved 
cilizen , becoming the 

little voice in their 
head that 

. monster sel-
dom shows it-

self directly 
wailing in shadows 

and night to giv its advice. 
Hrava work for it own 
ends, to at1ain power and 

domination over the 



although stronger fi nds can force it to s rve their 
dreams of Sigil's conquest. 

IIRAVA, H1\DOW FIEND: THACO 13; #AT 3· Dmg ld6x2 
(claw/claw), !dB (bite); AC 9, 5, or 1*; HD 7+3; hp 38; 
MY 12 and leap (30 ' to rake with four claws - 1 d6x4 
dmg]; A +2 attack bonus in complete darknes , 900/o 
urpris in shadows, rake, darknes , fear, magic jar 

SD immune to fire, cold, electricity· SZ M; INT very; 
AL C ; ML 15; XP 2,000 

Armor Clas depend upon the amount of exi ting light. In 
sunlight and co11ti11ual light, th AC i 9; in · or h, lantern, or 
light spell inten ity, the AC is 5; in complete darkness, the AC 
is I. 

D1 '.)l RIPTION. Bedlam's one of those burgs that 
d fies description. Imagine a town where 5,000 
trang rs ea h decided to build their own places 

without talking to one another - the re ult's the 
sprawl of Bedlam. The town' usually described as a 
fan et on the side of a hrn (called Maurash by the lo-
ca I ). The base of the fan rests at the bottom of 
Maurash, converging at the entrance to Pandemo-
nium. The gate, a twisted arch of iron and stone, rise 
above the shacks clustered nearby. Eight dusty roads 
inter ect in a tangle before the arch and then spread 
like the rib of the fan, up Maurasb's slopes. 

Here's a ubtl detail: The farther up the hil l a 
cutter go , the saner-looking the buildings become. 
Halfway up the slope, the ram hackle shacks a sume 
a semblance of order and become walled compounds 
ach still isolated but at least protected. Ultimately, 

at the top of the hill, in the center of the fan, is a 
Citad I - a small ection of town surrounded by a 
curtain wall and lined with defensive towers. Here' 
where a cutter' going to find the least addled and 
best organized citizens in the burg. 

As a blood might gues , Bedlam's just about 
turned stag on the Outlands. Hrava's only got to 
spr ad his madness a little farther and the whole 
place'll slide through the gate and merge with Pande-
monium. 

M1u11A. The government of Bedlam is too addled 
to organize a militia, but th town's not complet ly 
without law. Three groups serve as bodyguards and 
protectors of the p tition rs in BedJam. The most reli-
able, lea t corrupt, and sanest of the lot are the Wind-
/a ncers, commanded by Erigyl Verritb (Pl/ o b/F 13/ 
TO/N). By Bedlam's tandards, Erigyl is quite sane. His 
only obsessfon is keeping th madness of the town in 
balance. Madne create chaos, so the Windlancers 
are dedicated to the principles of order. They guard 

against assaults from Pand monium and serve as the 
city watch, more or les . A typical Windlancer patrol 
has 2d6 fighters of 3rd- 5th level, accompanied by a 
wizard of 5th- 7th level. Windlanc rs are most active 
in the Citadel section of town, rarely venturing down 
to the chaotic end by the gate. 

The other two group serve more as bodyguards, 
either for money or just because. The first is called 
the are.r, which wa formed at he urging of Hrava. 
Its member are planars from Pandemonium and 
tho e Bedlamites most touched by that plane's 
screaming winds. The Sarex operate in gangs of 
three to four, usually with a mix of classes that range 
from 7th-9th level in ability. Under Hrava's control, 
the Sarex keeps to th gloomy edge of activities, 
striking at the shadow fiend' nemies wh n there' 
no witnesses. A sign is always left b hind though, 
making it clear to a berk just who's reaJly in charge 
of the town. The la t group, called the Misguided, i a 
hapJess bunch of leatherheaded Outlander petition -
ers, led by Thoa (Pe/ S' h/0/N). Thes sod are pretty 
much out of their depth and can only be doing this 
to right their little cosmic balance cales. As befits 
their cause, the Misguided are bu iest in the dives 
near Pandemonium Gat . 

tRVl<l!:i. There's not much to be found in Bed-
lam, at least not much that can be relied upon. 
Craftsmen don't prosper her , since there's too many 
barmies to build up a dependable busines . Still, the 
town does attract a few artists, seeking inspiration in 
madness, and there's always at lea t one bard to be 
found. 

The best place to track down artistic type is at 
Weylund's Inn, near the c nter of town. It's run by 
Pockmarked Wey Jund (P / o d/0/N). The dwarf draws 
a mean mug of trong beer and is ov rly generous 
with those who seem down on their luck, e p cially 
those that he calls "artistes.•· His rooms are clean and 
run about l sp per night. Better still for most travel-
ers is that Weylund runs a quiet house compared to 
some of the other taverns in town, which are ovenun 
by noisome barmies. 

Folks from the Low r Plane favor the Eye and 
Dagger near Pandemonium Gate, run by Grist (Pl/ 
otf/F5/T4/RL/NE), a cutthroat of respectable tand-
ing. Service here's not too quick, clean, or fri ndly, 
but Grist doesn't ask questions so long as h ' w II 
paid. A fair number of intriguers, fiend , and tief-
lings hang out here. 

The last place where folks gather is The anato-
rium, in the Citadel section of town. It's run by AJthax 
Darkfleece (Pl/~ b/P(sp) 12/SO/CG) (Spell Spheres -
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any) . Darkfleece is a pri stess of Shekine ter (MM -
also ee page 34), and she' taken it upon herself to 
minister o th barmies of Bedlam. The kip she runs is 
a mjxture or asylum, pa, and boardLng house. In addi-
tion to room and board (with special guards) at 5 gp a 
night, a od can al o get cures for mental imbalanc s. 

LOL/\L Nt \\/~. No matter what's really 
happening, ther ' always rumors 

in Bedlam of another inva-
sion from Pandemo-

nium. Most of the 
time this is 

just ome 

bubber rattling his bone-box. 'Course it ounds true 
- the fiend on the other ide have tried often 
enough. This time, though, it is true. A band of 
fiends - 12 gehreleths led by a minor tanar'ri captain 
- are planning a flanking attack on the baatezu. The 
scheme is o seize Bedlam and then march across the 
Outlands to Baator. It' no a very good plan, but the 
tanar'ri never were the best at plotting strategy. 

THE CAVERNS 
CDf THCDUGH + 

(Realm) 

Cl . K,\l IR Too much energy, too much thought, 
the constant burn of brain-waves sizzles in 

the mind's ear. No secrets tay dark; no 
thoughts, no sicknes that every berk 

won't know. The cursed illithid god's 
realm'll rip it all right out of a 

cutter and if she' real lucky 
sh 'II leave with an intact 

mind . But on ly if she' 
real lucky. 

Pm, 11~ llsen-
si11e (MM). god of 
the mind flayer , 
is the sol master 

of thi realm. The 
great green brain 

that is II ensine res 
at the very heart of the 

realm, with its tentacular 
nerves running through the 

earth, along cavern walls, and 
even into di tant plane . There's 

no dark in this realm hat lls 11-
sine doesn't know, no movement its 
nerves don't n e. It's llsen ine's 
loathsome thought wave that batter 
a cutter's brain while she's wander-
ing through the tunnels. It's II en-

sin who learns a b rk·s every e ret 
and tores them away. 

PKINl 11'\l Tow ~-
There' no towns here because 

flsensine' petitioners don't have minds 
anymore, and tho e leatherh aded planar 

who wander here don't keep their long 
enough to build more than a wall. Out on the 
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edge of the realm 
there's bits of walls and some-

lime a Ii tl bed - the only 
remains of some poor sod' 

attempt to make a home here 
(probably a petitioner from the 

Dwarven Mountain, trying to spread its glory a little 
furth r). Whoever the little sod is that built it, he 
might turn up sooner or later, wandering the tunnel 
with his brain burnt out. 

Snt tAI CoNmr roNs. There's only one condition 
here that matters: the brain burn. II ensine's about 
power, raw psychic power. Psionic waves flow with 
such force from the god-brain that only the brainless 
can ignore its power. And it don t matter if a cutter's 
psychic, p ionic, or whatnot; everyone can sense the 
energy. Ilsensine's thoughts are relentless waves 
after waves of hatred, dark lies, perversions beyond 
imagining, and megalomania. The thoughts insist 
that illithid are meant to rule the multivers to en-
lave the "cattl ·· that overrun the lands, to use them, 

and to enjoy their conquest. Thal litany of hatred, 
barmy by any standard save an illithid's, hammers 
merciles ly at a sod' mind. At first it's only a whis-
per, when a basher's near the edge of the realm but 
farther in the whisper grows to a gnawing buzz and, 
finally, reaming obscenities. There's no blocking it 
from the mind; a blood's just got to be strong and 
cndur -. 

Those that venture no more than a mile into 
risen ine's realm must save vs. petrification once per 
day. Fail the check and the character permanently 
lo e a point of Int lligencc. Venture in more than a 
mile but less than five and the same check is made 
twice a day. Five to ten mile in the buzz requires a 
check every hour, and psionics become useless. Prob-
ing more than ten miles into the r aim calls for a 
saving throw every turn. Finally those leatherheads 
barmy nough to step into II ensine·s court need to 
make aving throw every round. When a cutter's 
lost all his Intelligence, he becomes like one of 11 en-
sine's zombie petitioner , all will and consciousne s 
sucked dry by the god-brain. 'Course, a little brain-
shielding magic might protect a cutter, but h won't 
want to be caught deep in the realm when the spell 
wears out. 

Dl')lRII IInN. The Caverns of Thought are a cold 
and heartless realm. The tunnels are black and slimy, 
not warm enough to be comfortable, but not so cold 
a to be chilly, either. The stone's slick with fungus 
except in those pots where it pulses warmly like a 

living thing. It could be that these are the god-brain' 
nerve . The chant is that sods who poke at them too 
hard get their brains fried in an instant. lf a berk's 
got to go here, he'll have to be very, very careful. 

The caverns twist through each other, cros ing 
and recrossing but all paths lead to one place. Like 
the inescapable Maze of Sigil (sec page 63), no mat-
ter where a cutter goes, he always eems to end up in 
llsensine's court. Those that get that far mo tly n ver 
come back, or if they do, a blood'd be wise toques-
tion their wits. No being can stand before the god-
brain for long without changing even a little. 

PRINCIPAi NONl'LAYIR CIIARJ\Cll R",. The only berks 
in this realm are mind] s zombie , so a cutler' not 
going to get much from them. As zombies go, thi 
group's tough though. They're absolute slaves to 
11sensinc' will so clerics can't turn them and their 
morale'll never break. If a cutter could find a way to 
cut off the god-brain' p ionic link, hen all that'd be 
left would be a collection of life! ss husks. 

11 -1:.w IN1.'s ZOMBll:S (AU) : THACO 19; #AT 2: Dmg ld8/ 
1d8; AC 7· HD 2; hp varies; MV 6; SA p ionics• · MR 
10010; SZ M; lNT non; AL N; ML n/a; XP 175 

The god-brain rt ensine can channel all psionic abilities 

through any of its zombie ervants. Doing o instantly de-

stroys the servant as soon as the power is used. 

rRVlll\. So why would a berk ever go to llsen-
ine's realm? Knowledge - knowledge is power. If a 

cutter can make it to the god-brain and prevail upon 
Ilsensine's favor, he can gain the answer to a ques-
ion. There's almost no place on the planes that 

11 ensine' neurons don't reach, and every one of 
these neurons is feeding on everything it senses. 
II ensine remembers it all and knows more of the 
dark of thing - especially the things a berk never 
want anyone else to know - than probably any 
being out there. Need a way to get at a blood, find 
her weakness? The god-brain probably knows one. 

'Course, how a sod prevail upon the favor of a 
giant brain is a question. Most likely, the seek r must 
agree to give up part of his mind as payment, re ult-
ing in memory loss (loss of proficiencies) and/or in -
sanity. it's a steep price but there's always a ensate 
or a Bleaker 
who 
thinks he 
can try it 
and give 
llsensine 
the laugh. 

THERE A~E +WEB ANSWERS 
+EB EVERY QUES+IEBN: 

EB URS. 
AND +HE WREBNG EBNE. 
- HARmeNIUm RUJ.1: 
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THE CEDUR+ EDf LIGH+ 
(Realm) 

C11 \R \( 11 I{. This realm, with its gloomy and mysteri-
ous divisions, is the embodiment of the Rule of 
Threes. There's the loom of the Wea, er with its 
threads and paths, the Hall of Tests, and at th very 
heart of it all there' th Archi11g Flame. As realm 
go, this one' quiet, almost deadly still. 

Priw1 J<. hekinester IMM). Som times known as 
the Three-Faced Queen of the Nagas, Shekinester 
brood within her realm, testing and guiding the 
fates of her hildren. The goddess doe n't go courting 
strangers, planar or not. Any cutter going here had 
better have good reason, because Shekinester'll put 
every vi itor through one of her tests (see "Special 
Condition ," below). 

PRIN( 11'/\I l'oW\J',. The Court of Ligh 's a small 
realm, not very populated by either planar or peti-
tioners. It's not that the Naga Queen doesn't have 
wor hipers, it' ju t that her beliefs encourage either 
reincarnation or t sting. Petitioners that don't get 
reincarnated and sent back to their Prime worlds are 
giv n near-impo sible task and sent to wander the 
Outlands until they complete them. This is Shekines-
ter's way or testing a cutter· re olve and character. 
Those that succ ed transcend and merge with the 
plane, and those that fai l simply aren't worthy. 

The closest thing to a town in the realm i a 
scattering of nests where some of Shekinester's prox-
ies live. Most of these are snake-folk or nagas, and 
most aren 't to be trusted. It's not that they're particu-
larly evil, it's just that a cutter never knows when 
on of them' going to b part of a test of the Naga 
Qu en. 

51'1 ll/\l Coi DIJION~ . The Naga Queen's te t are 
the pecial hazards of this realm. High-up as she is, 
Shekinester's always trying the character of any 
stranger in her land. She's got a fascination with try-
ing to purge and improve those who come to vi it 
her, intentionally or oth rwise. The tests range from 
heavy-handed to subtl . The Naga Queen's no inter-
e ted in a blood's kill with his sword or the book-
learning he's absorbed; she's after the moral qualities 
that make a sod tick. She'll give a pack of hell 
hound free reign with a berk on an open 
field, not to see how good he is with his 
sword, but to see if he' got the courage to 
face them down - or the sen e to run. lf a berk's 

got a fiend as an enemy, Shekinester might ca ll it to 
her rea lm and let it try to ev n up the score. At a 
branch path she may offer a choice between un -
heroic safety and valiant peril. In another place. 
there may b a book promi ing power - for a price. 
Another sod could be faced by two old loves, unable 
to progress without making a choice b tween them. 

Whatever form they take there's alway more to 
the goddess's te t than meet the eye. Fir t, a berk's 
got to figure out what she's testing, then he' got to 
succe d. The price of failure's high - oblivion more 
often than not. Th rewards for ucce s ar equally 
lavish. No berk just walks to the h an of her realm, 
at least not without earning it. 

D1 ',ll<ll'IION. The Cou,t of Light's got thr e clear 
areas, one for each face or the Naga Queen, and 
they'r al l nested inside of each other like a hilcl's 
stacking dolls. Th outermo t layer is the Loom a 
forest of thorns and paths where dark gloom can 
suddenly give way to an open clearing. Nothing 
goes in a straight line here and trai l markers left 
behind mysteriously vanish or multip ly. Paths inter-
twine, merge, and end without meaning, so a sod 
can sec places he' ll n ver be able to reach. There 
aren't any secret route hrough it because it 
changes every time. Within these wood is where a 
cutter finds most of the naga petitioner of th 
realm. Some are guards and agents or Shekine ter' 
will, while others rove, still eeking their way lo the 
heart of the forest. It's said the only way to find a 
way through the Loom i to forget where you'v 
been and where you hope o go. In plain words, a 
DM can lead a party through the Loom, introducing 
as many adventure elements as desired before re-
veal ing the exit or the Hall or Tests. Mapping is 
strictly extemporan ous. 

In ide the Loom i the Hall of Tests, Shekines-
t r' palac . Its not a large palace, but the room 
mystically b come the expectations and fears of 
those who go there. Poor sods! lmagin opening 
some door and finding all those buried regrets re-
turned as dinner guests. Some rooms offer tempta-
dons, others vision of what a berk could be if things 
were just a little different. It gets to th 
point where a body can't tell friends from 
vi ions or petitioners from planars. 
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The innermost chamber of the hall is the achtal 
Court of Light, which the whole realm i named after. 
Here's the last aspect of Shekinester: the Arching 
Flame. According to belief it's the flame of preserva-
tion, the thing that keeps the multiverse going (but 
that tale belongs to a score of other "eternal flames," 
all guarded by other powers on other planes). The 
Flame is upposed to be the light of the dead, too 
and the hall' filled with undead who feed off the en-
ergy of that illumination. At any rate, it doe n't 
cau e them harm, and it seems to pacify th danger-
ous types. The Flame's the final test because it burns 
the spiri t clean. For a character who's exposed to the 
light, this means rolling a saving throw vs. death 
with a - l penalty app lied for each time the character 
trayed from hi cho en a lignment (which the DM 

must adjudicate). Tho e that pass are healed and re-
fre hed, and tho e that fail are completely disinte-
grated. That's the way it is with Shekinester. 

PRl'-lCIPAI NoNPI \YI 1x C11,\!~,\C1TRS. Shekinester's 
realm is lonely and i olated. The goddess doesn't sur-
round herself with servants and advisers, and no cut-
ter ever comes here for the conversalion. Folks found 
here tend to be nagas, imperious and disinter ted in 
the concerns of other planars. Petitioners perform the 
few household tasks needed in the realm. 

S1 !NJ( 1 s. Except for self-revelation and purging 
of the pirit, a cutters not going to find anything of 
value here. Tho e that survive the pure light of the 
Arching Flame are cleansed though - all damage is 
healed, madness and disease cured charms broken, 
even crimes atoned for. And all a bcrk's got to do i 
urviv it. 

CURS+ 
(Town) 

11 \R '\CTI R. Bleak and dusty, Curst's linJe more than a 
collection of shanti s perched on the edge of Car eri, 
wher tho e exiled from elsewhere on the Outlands 
dream out their bitter lives. 

Rl lU:R. Burgher Tovu Giljar (Pl/ o gz/W(N) 13/At/ 
LE) i the absolute ma ter of Curst. Once factol of the 
Athar, Tovus was cast out by his own followers when 
he attempted too much. He strove for the glory of his 
faction, but his fo llower were shallow and could 
only sec doom in his edicts. The ungratefu l berks 
turned tag again this bold vi ion, his p lan to once 

and for a ll make the philosophy of t he Athar ab-
solute truth for everyone, and they threw him out of 
the Cage. But they can't lock the doors against him. 
He'll be back ... someday. Until then he' ll just have 
to bide ti me in t his birdcage, building up power for 
his grand return. 

BLHIND THI T!IRONI. Bitter revenge: It's the true 
power of Curst, the thi ng that makes the wheels go. 
Every sod in this gate town is here because of one 
reason: They've got nowhere else to go. They've been 
driven from power, cut off from those they once 
thought loved them, and stripped of all their vanities 
save ego. Now, the thing that makes the town work's 
the collective desire to crush those unbanished. 

The addest thing is, it's a vain dream for them 
all, because if they cou ld'v had vengeance, they 
would've gotten it long ago. Instead, they just stay 
here, trapped by their bilterne and fear. No basher 
wants to be in Curst but many have nowhere else 
to go. 

Dr<irRIPIJO!I. . Curst is c ntered around the ymbol 
of it rejection, the Four-pillared arch to Carceri. 
Made of living razorvine, the black-petaled gate 
stands at the cent r of tbe town quare. The five 
main streets ol' the city form concentric circles 
around the square, and lhe entire town i enclo ed by 
a well-maintained wall that form the boundary of 
the sixth ring. Razorvine covers the inside ol' this 
wall as if to keep the inhabitants from climbing out. 
Four gales, aligned with the four posts of the arch to 
Carceri, allow entrance into the ity. 

Each ring of Curst bou es tructures that s rve a 
separate function. The outermost ring, within the 
razorvine-covered wall, holds houses, taverns, sta-
bles, and inns. The next ring in contains nolhing but 
the workshop of craft men. In the third ring arc the 
houses of merchants, along with their warehouses 
and stores. The fourth ring in accommodates he 
home of those with uch wea lth and title that they 
no longer work. Finally around the square are clu -
tered the few buildings of Curst's administration: the 
burgher' house, th treasury, the watch barracks, 
and the townjai l. 

The buildings of Cur tare black and colorless, 
devoid of humor or warmth . Razorvine - a minor ir-
rilant in Sigil - is predominant here, overing walls, 
tr es and even creeping into streets. It's not the mo t 
notable feature, though. Fact is, travelers never fail 
to comment on the guard policies at the gates. Unlike 
other towns, little ffort is made lo screen lhose who 
come in. Those leaving Curst, on the other hand, are. 
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required to state rea ans for wanting to go l ewhere 
and show proof they can make it. 

Unlike many other gates to the Lower Planes, 
the four- ided ar h at Curst is seldom us d by fo lks 
leaving Carceri. Perhaps it' the nature of those in 
the dark plan to feel trapped and unable to 
leave and perhaps the gate is too hard to 
find. Whatever the cause, Blood War 
incur ions here are rare and never 
expand beyond the town. 

Curst's still fairly 
solidly planted on the 
Outlands, although it's 
showing more and 
more of Carceri's 

grim character. 
There's still enough 
bodies in town who 

haven 't given up hope for 
atonement and forgiveness. So long as 

they hold out, Cur t'll remain on the Outlands. 

Mll n' "· Curst is vigorously patrolled by the 
Wall Watch. In addition to guarding the town wall 
(as Lhe name implies). the Wall Watch mans the 
gates and ke ps relative p ace within the town. As 
noted earlier, the Wall Watch is mo tly concerned 
with people leaving, but it main ains carefu l records 
of all comings and goings through th gates. A typ-
ical Wall Watch patrol has 3d4 petitioner fighter , 
led by a 5th - 7th - level planar fighter/wizard. The 
ov rail commander of the watch is Baron Yu rel 
Zarntha kar (Pr/ o h/F 10/Fa/LN) a deposed lord who 
dreams of the day he can hang the ungrateful berks 
who drove him from hi prime-material fief from a 
leafless tree. 

, RVIC Is. With so many cutters plotting their 
gloriou returns, Curst ha always been a good mar-
ket for ba her ready to sell their swords. Most mer-
cenarie gather at the Quartered Man, a smoky aJe-
house in the outermost ring. The owner. Abascis the 
Sweaty (Pr/ o h/TS/Du/CE), ran a fin shop in Sigil 
until he hart-changed the facto) of the Mercykiller . 
Quick packing got the leatherhead out of the city be-
fore the guard arrived , but th Mercykillers have a 
tanding warrant for his punishment. Abascis likes to 

keep a few bravo around, just in case the Mercykill -
ers come lo collecl their warrant, so he gives swords-
men and wizard a good price on drinks . Everyone 
l e pay a coin or two higher than normal prices. 

Brasico/'s, a dingy shop in the second ring from 
the wall, specia lizes in lraps and infernal device -

little presents that can be sent to enemies. Brasicol 
(Pr/ o g/0/NE) has a whole List of enemies, those who 
stole his inventions and made fortunes from them. 
He'll make poison-prick jewelry cases, wind-up spell 

bomb , and other devices. all starting 
at just 1,000 gp. Also, he'll do 

free jobs for any wizard who'll 
open a gate to hi old prime-
material world long enough 

for Brasicol to send a "gin" through. 
Although it's a bitter cage, Curst makes good 

wines, probably so a bubber can flush out his sor-
rows. The best of these is heartwine, a slightly sour 
and beady drink made from razorvine. [t ells for 100 
gp a bottle and i prized by gourmands in Sigil. The 
production proc ss is a ecret known only to the 
Cilenei Brothers (Pr/ o e/WB/S2/CN/, both), two elve 
from the Prime Material Plan . Both are wizards, so 
figure the process is magical in nature. Heartwine 
the only useful thing ever made from the cursed 
weed, short of barricades. 

LOCAi N1ws. The biggest chant in the di trict is 
lhat Baron Zarntha ker's hit upon a new scheme for 
his return to the Prime Material, where he'll finally 
avenge himself. He' been gath ring a band of mer-
cenaries and could still u ea few more. He' al o 
looking for a wizard or prie t willing o open a pas-
sage back to the Prim Material - one large nough 
for himself and his band. ·course, he'll want th 
spelkaster to stay on and help with the dirty work 
that follows, and it' 11ery dirty work indeed .... 

THt: DWARV~N 
meuN+AIN 

(Realm) 

Cr 1 •\RAU ER. This i an underground world of roi ter-
ous merrymaking, belching moke, and sweaty labor 
- all the things that make a crusty dwarfs life com-
pl te, carried lo the excess of joy. 

Powr-R. Three dwarf power share the Moun-
tain: Vergadain, Dugmaren Brightmantle, and Du -
mathoin (MM, all). Vergadain's a lord of wealth and 
luck, Dugmaren Bright mantle parcels out the re -
wards of invention and discovery while deepest in 
the realm is Dumathoin master of mines and explo-
ration. The three've divided the tunneled reaJm into 
thirds, each reflecting the interests of that particular 
power. 
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Pi-:INlll'·\1 I O\\ N'>. There aren't any towns in thi 
r aim, a least not according to a human berk' un-
derstanding of things. Th dwarf powers don't give 
notice to the surface world. What live , eats, and ex-
pires on the icy slopes of their mountain is strictly 
outside their r alm. Not much is found out there any-
way since the slopes arc so high, rocky, and freezing 
that any od wandering out there i likely to end 
up in the dead-book. Even o, it ain't completely 
barren. Humans, being like flea (at least 
as dwarves e it) can plant their cases 
anywhere, and sure enough they've man-
aged to take a settlement, called lro11-
ridge, right on the doorstep to Ver-
gadain 's realm. Tt's not a big place, but it 
holds about 500 bodies, mostly petitioner 
with a few primes and planars mixed in. 
lronridge is tolerated - only barely -
by the petitioners of the realm. Mo t of 
the cutt rs in town are there to trade, 
or they're mi erable gamblers hoping 
for a chance to play in Vergadain' 
fabl d halls. There's a few bloods 
looking for admission to Brightman-
tle's libraries, but the e cutters are 
rare indeed. 

Underneath the Mountain, 
town become hall , becau e hall to 
a dwarf m an a much a city to a 
human. ln fact, it's more; a hall is 
community, identity, and family locked 
into one birdcag . The important halls 
of th dwarf realm are Strong-
ale Hall, oot Hall, and 
Deepshajt Hall. 

Strongale's known far 
and wide for its gambling ~ 
and drink. The chant i 
that a cutter can put any-
thing on the cloth here, 
betting even things a od's 
not suppo ed to be able to 
part with, because there's 
major fortunes to be won. (But•for 
thos who lose there' always a way to 
coll ct that tak .) Drink is trong and 
poured Freely, but it ain ·t free; petitioner 
or no, a dwarfs not going to pass any 
chance to part a cutter from his jink. 

Soot Hall's crowded with work-
shops and libraries. The name' 
literal, a the cavern are 
cov r d with chalky 

black oot from millennia of laboring. The noise h re 
is continual, ''24-hou rs-a-day" as he prime put it 
(except there's no day or night deep beneath the sur-
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face of the plane). Soot Ha ll ' b st products are finely 
crafted ham mers and breastplates - many magical in 
nature - that often end up on the gaming tab les of 
Vergadain' haJ Is. 

Deepshaft Ha ll p lunges into the cold, dark 
depth of the earth. 

Th air here 

is icy and stale 
with lhe smell of th 

dwarve who toil here - no treat 
for the average berk. [t's "miner's air" and it's ju t the 
way the dwarves l ike it . Aside from its odor, 
Deepshaft's best known for the ores and gems that 
the p titioners coax from its rock. Most of the kip 
goes traight to Soot Hall, but some of it does make 
the trip lo [ronridge, where it's traded for luxuries 
from the urface world. A ba h r'd better hav good 
reason to come down here, becaus the tunnels of 
Deep haft are almost as twisted a the Lady of Pain' 
Mazes (see page 63). Strangers coming here had bet-
ter pend som jink on a good guide i f they ever 
want to see the urface again. Otherwi e, chey just 
m ight get lo tin the tunnels and end up in the 
er a ming avern of II nsin 's r aim. 

'->l'fll ·\I Co 1>1 11,, ., s . What make he Dwarven 
Moun ain unique is more its attitude than anything 
lse. v ry petitioner here's a dwarf, and they don't 

care much for anyone or anything. Any human, 
bariaur, tiefling, githzerai, or other's going ro find it 
hard going. The locals see strangers as generally 
leatherheaded sod who ain't worth the time or trou -
ble, and it'll take some strong persuading to get th m 
lo see things differently. 

Each divi ion of th r al m's got som important 
laws a berk' got to know, too. Up in Vergadain' layer, 
cros -trading at cards and dice ain't viewed too kind-
ly. In fact, any knight caught at it is lost for sure; his 
name ll be in the dead-book and there's no appeal. In 
Brightmant.le's domain a berk'd b tter have a trad . 
A body ' expected Lo hav a skill, and those that 
can't prove th mselves useful get quickJy booted into 
other realms - l ike Ilsen ine' . Down in Dumathoin's 
home, a cutter' likely to be tempted by the glory of 
the raw gems that can b just pulled from th earth, 
but h k ep hi hands and feeling to himself if he's 
smart. The tones are part and parcel of the petition-
ers who toil there. They're more than just rock -
they're the entire goal of existence. Each stone found 
and tr asured brings a petitioner a litUe closer to 

onenes with lhe realm. ven touching a gem wi h-
out permission ruins its u efulness to the petitioners, 
and that upsets them greatly. 

D 1 TRIP I ION. The dwarf rea lm is nothing but end-
le s tunnels that weave through 

halls and cavern , intersect, 
cross cha ms, climb, sink, tum 

into coiled staircases, and end in 
plunging shafts. It's all tone and 

brace work, every inch magnificentJy 
carv d, and it's always und r con tru tion. Although 
the only petition rs here are dwarves, th little sods 
have built the cage on an immen e cale, so any berk 
short of a hill giant could wander through most 
place with ease. (Not that anyone other 
than dwarves is particularly welcome, 
though.) 

The hall neares the surface, 
in Vergadain' domain , tend to 
be brightly lit and noisy. Daz-
zling and occasionally rud 
frescoe line the walls. 
The passages are filled 
with bubbed-up dwarves 
who will heerfully 
challenge any passing 
basher to a drinking con-
le t. It' not a good idea 
to take them up 011 it, 
though, becau e the pe-
titioners here can swill 
a prodigious amount of 
strong ale. Gambling of 
every type can be found 
her ; die , cards, ev n pea-
and-shell game are played 
without trick ry. No wager's too 
mall or too large, a V rgadain's 

treasuries ar well stock d, and the 
proxies of the dwarf power, who run the games, can 
use the e to cover any bet. 

The second layer, Brightman I · 's domain, is 
sob rand arnest. The bright paintings of women, 
drinking, and amusement are gon , replaced by end-
less bas-reliefs of work and industry. The light here is 
the ruddy haze of moky glass. Bell clang and whis-
tles screech out the hour . The dwarves here are al-
ways in motion, hurrying to their ta k , hurrying to 
their homes, hammering and singing furiously. They 
work at a pa e that'd make the hardiest smilh heave 
and curse. Brightmantle gives his petitioners unlim-
ited endurance to labor at th forge and smelter. 
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In the very depths of the realm, dressed 
tonework give way to rough-hewn mine shafts 

with runes and markers crudely chisel d into the 
wa ll . The haft · echo with a mystical monotonous 
drone - lhe chanting of the petitioner - punctuated 
by the harsh chimes of tee\ on stone. A cutter's 
breath hangs in the air, and frost glazes the deepest 
hafts. Lanterns and torches are far between, creating 

pool of light where dwarfi h workers cluster. Shat-
t red wall ections open onto dank pa sages that lead 
to llsen ine's rea lm; a berk can sense the humming 
brain wav s near these. 

PRIN( IP,\I NONl'I \YI R 

C111\1-u1.t 11 Rs. Guides are es-
sential to navigating the 

dwarf rea lm, and Iron -
ridge's full of them . 

The best of the 
lot' edus 

Backbreaker 
(Pl/ o d/F 10/ 

Mk/LG}, a 
bald-

11eaded 
dwarf 
who'll 

brag 
he can 
guide 
a sod 

out of 
the 

Lady of 
Pain's 

Mazes if the 
pay is good 

enough. H 's got 
the entire under-

ground realm 
mapped out in hi 

head, and anything he 
doesn't know he'll learn from the petitioners inside. 
8 ing the best, the blood's expensive, and cutter's 
shouldn't figure on g tting his services for le s than 
50 gp per day. 

Also in lronridge is Melias Fairherd (Pl/ ~ b/W7/ 
S2/CG), a trader with the dwarves. She's the be t 
ourcc of dwarf-smelted ores and dwarf-forged 

weapon . The bariaur's not interested in money; her 
pric is always some ervice, like bringing back a 
fiend' kull lo decorate a friend' wall. 

In Vergadain's domain, Lzu li Clearfacet is the 
proxy that the player characters are mos likely to 
me t. zuli' an inh riar, a wi py figur or a scarred 
dwarf warrior. H 's always accompanied by a tran -
lalor, and it' his duty to see that the gaming tables 
are hone t and all bets are paid. 

Lit LI Cl f \RI 1\tl 1. l lNlll RI.\IC THACO 6; Dmg Id4+7 
(Strength bonus, wa rhnmmer +3); AC 2; HD 15; hp 
120; MV 6; MR 5%; SZ M· INT high; AL N; ML 17; 
XP 8,000 

IR\N 1 '\1t1R: THACO sp cial (miss only on a t)· Dmg 
stun (ldl2-3 rnd}; AC 8; HD 5; hp 18; MV Fl 63(A); 
SA successful hit erase all memorized spells; SD 
cleific intervention ; SZ S; INT high; AL N; ML 19; 
XP 3,000 

If the translator is attacked while servi ng a power. roll 
Id 100. On a roll of 99 or le the power sends one aasimon 
s rvant to aid th tran-lator. If the roll is 00, roll again. If th 
second roll is 99 or less, the power send ld6 aasimons, but if 
the roll is 00 aga in , the power itself comes. 

In Brightmantle' work hop and libraries, haracler 
may need lo consult the domain' s curator, Pyrus 
Chertchip (Pe/ o d/0/N). Pyrus, an easily winded old 
dwarf i a blood when it comes to locating old tomes 
and answering que tions on dwarf lore, but he's not 
friendly to thos who follow nondwarf gods. Du-
math ion's t rri tory isn't noted for its hospitality, and 
the mostly likely thi ngs characters will find here a rc 
maruts. llsen ine has brain-wiped a hapl s p ti-
tion r, Steelblade (Pe/ o d/0/N), and r turned him o 
the mines as a spy. Through Steelblade, Ilsensine an 
se and hear what happen in the mines, and the 
power can even talk through the posse sed petitioner. 
Doe Dumathion know what's happened to his pe i-
tion r? Maybe not, or maybe th pow r j ust doesn't 
care; Steel blade could be just another petitioner who 
rail d to a cend. 

S1 RV1ns. A body goes to lronridge for one rea-
son: to g t weapons and armor. he material's got 
the best dwarf magic a cutter's going to find, and 
since it's made on the Outlands, ifs Lhe least affected 
by the magic-stifling element or the Outer Planes. 
'Course, the dwarves don't just set up shop and sell 
the stuff· a body·s got to earn his g ar. This work 
out fine for th dwarf powers because it commands a 
teady tream of ba hers, willing lo do the powers' 

bidding in exchange for a good hammer, axe, or 
breastplate. 
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GLEDRIUffl 
(Town) 

C11/\R'\C 11 R. Life's all blood and thunder here. glory or 
death. What else i a berk supposed to try for in the 
shadow of Ysgard, after all? Here's a burg where a 
cutter' word's hi honor, and folks don't take insult 
lightly. 

Rt iuc Flat no e Grim (Pl/ 3 h/R 15/FL/CG) is the 
chiertain oF Glorium. Nicknamed for his spreading 
nose that 's been broken in far too many fights, 
Grim' a short, bear-chested warrior of fiery moods. 
His strength is legendary, and he takes great sport in 
howing it off by bending horseshoes. staging throw-

ing contests (with a SO-pound boulder as the ball), 
and wre tling wilh guests. Hi capriciousness is leg-
endary, too. He might take a liking to one cutter, just 
based on his dud , or mark another one down for a 
careless word. For those who are his friends, Flatnose 
is a taunch ally, but his enemies find it wise to leave 
town quickly. 

B1111 D nrF I 11RoN1. Only a addle-cove'd dar hint 
that Flatnose Grim ain't running things here; he 
doesn't care for that ort oF insulting. On the other 
hand, he'll li ten to good advice, and he ' got a Few 
folks round who are willing to give i . First off, 
th re' his wife Ko tbera (Pl/ 9 he/W7 /FL/CG), though 
some ba her figure sh · a bit of a nag. Another pair 
of importance is Thoric Foolsgold (Pr/ o g/TB/Os/NG) 
and Harry Farwalker (Pr/ 3 ha/F6/0s/N). Thi unlikely 
little pair howed up in GJorium one day, and they 
won Grim' confidence with a qui k jest and a good 
tale. It seems Lhey took a liking to the town and have 
stayed ever since. 

D1 \l JJw1ro~. Glorium's nestled on the shore of a 
great fjord, with its back LO the craggy peaks that lead 
to the Dwarven Mountain. All told, the burg's pretty 
smaJI - just a collection of longhouses, smokehouses, 
workshops, and ship heds of th 300 or so folks that 
live here. Glorium doesn't bother with walls or stock-
ades, as nature forms a natural deFense in the walls of 
the fjord. There's only one road out, a rough track. 
that leads into th mountains. That trail crosses gla-
ciers and kirts cliff lo get to a back door of the 
dwarf realm, and it doesn't see much traffic. The only 
other way into Glorium i by sailing a ship up a little-
known tributary of the River Oc anu . 

Glorium' gate situation is a bit more unusual 
than most. First off, i1' got two. The best known one 

leads out of town, near Lhe mou h of the fjord. There, 
a berk'll find a big swirling maelstrom. an arch of 
sorts. To get to Ysgard, all a cutter's got to do is sail 
his ship right down its maw. Twice a day the Water-
gate (as the local call it) reverses itself and a cutler 
can then come through from the other side. Glorium's 
other gate is one of Yggdrasil's roots. This path's 
found in the mountain behind the town. There, a 
cu ter'll find the arching gap of a cave mouth and 
somewhere inside the cavern is one of Yggdrasil' 
plane-spanning roots. The problem is Lhere ' lots of 
ide pa ages, ome of which lead to unplea ant 

places like llsensine' realm or Gzemnid' Maze. 
Most sods in Glorium spend their lives fishing 

and hunting. Some farming gets thrown in, but it' 
not enough to stake a living on. They conduct only a 
little business with the dwarf realm, moslly because 
the track. leading to the mountains is too difficult to 
traver e and carry much in the way of trade. In gen-
eral, the local petitioner are a proud lot, touchy 
about thing like courte y and respect. While they'r 
not as battle-craz d as the bashers on Y gard (their 
resurrection's not a possibility), they'll not eagerly 
turn the other cheek either. Mo l of the time in Glo-
rium, a sod gets challenged to duel until first blood is 
drawn or unconsciousness occur - it doe make for 
lively visits. 

Folk in Gloriurn know their town' drifting 
toward Ysgard as they pick up more and more of the 
habits of that plane. Still, knowing that doe n't seem 
to matter i.o them. In fact, Ysgard looks appealing to 
most of the Glorium petitioner . 

M,1111\. Every petitioner in Glorium' part of the 
local hird, a militia of freemen. Flatno e Grim is the 
lead r, of course. When a war- horn is sounded, the 
hird as embles as quickly as possible, whit one 
member of the hird tands in the town's sole fortifi-
cation, a wooden tower, and watches for incoming 
hips on the fjord. Other than this every man' ex-

pected to fend for himself with the help of his neigh-
bor if needed. About the only times the hird is um-
moned in full are those rare occasions when llsen-
ine's or Gzemnid's petitioners dccid lo stage a raid. 

S1 RVICI,~. Planars from Glori um are pretty eager 
to go out and make a name for themselves so a cut-
ter can usually pick up a willing hireling or hench-
man here. Most oF the lot are fighters, though it's 
possible to persuade some youthful cleric of the 
Nor e gods to come along. There's a mall temple to 
Odin and the Norns on the edge of town, and a blood 
might get the local godi (priest) to give aid in the 
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form of spell ·. Unlike a lot of oth r 
town Glorium' got no inn or tav-
erns. Anyon planning on staying here' 
got to prevail upon the ho pitality of the 
locals. 

Glorium is nokd for its ship-
builders, the Freki twins 
(Pc/ o h/0/N, both). The pair 
make longship in the Norse 
fashion, with twic the sc9-
worthinc s rating of a 
normal ship. The 
cot of each craft 
rcn Cl their 
skill . which 
i half-again 
the COSl of a 
normal long-
ship. 

I' I 

11 Whal' 
got people rat-
1ling tht,' boae-
boxc ere are 
rumors that 
Gzemnid the 
beholder-god i 
trying to 
annex their 
burg. Strange 
thing have 
be n happening in 
the mountain cav-
ern . yri the har-
coal-burner claims 
he's seen un-
wholesome crea-
ture near J. 
Yggdrasil' roots, 
and a few ods 
have found marks 
carved in the 
rocks that could 
be the secret 
ign of Gz m-

nid' priest . The 
threat' put 
everyone in 
town on dg . 



THE PAJ.ACE 
E9f JUDGfflEN+ 

(Realm) 

l11 ,\l,.\t 1uc Surrounded by foreign barbarian , the 
Palace of Judgment is the first stop of the truly civi-
lized. There is no hate here, no sympathy, only judg-
ment. 

Pow11<. Yen-Wang-Yeh (LL), lllustrious Magis-
trate of the Dead, is the sole ruling power here. Those 
hoping to sec him are almost invariably disap-
pointed, because he's protected by ranks of le ser bu-
r aucrats under his command. 

PRINl 11''\I row;,;-;. The Palace of Judgment' a 
burg pretty much in itself. The realm's not big, but 
within its walls i verything a cutter'd expect to And 
in a good-sized town. 'Course, the Palace isn't open 
to everybody, so there's a little colony just outside 
the main gate. Not really a town - not really named 
- it' most often called the "Place of Waiting." Haw-

ver, it doe hav a few inns of differing qua li ty, a 
pair of restaurants in competition with each other 
and both day (good and produce) and night (food 
talls and entertainment) markets. 

S1·1 cH1 CoNlllllllNS. What makes the Palace dif-
ferent from, ay, Sigil is the way it's run. Nothing 
happens on a whim here. Th Palace is a huge bu-
reaucracy, o very reque t, audience, hearing, or pe-
ti tion must be cl ared through ranks of odding offi-
ials before anything happen . Wor e still, these 

petty bureaucrats are sticklers for courtesy and eti -
quette. Problem i , their definition of proper b havior 
doesn' t match that of most cutter on the planes. 
There' a 1ot of bowing, reverential respect and not 
doing much of anything else. Impatient berks usually 
manage to do something rud and get th mselves 
nub bed by the officials of the court. 

DI -;rnJl'JI0N . The Palace of Judgment's a small 
name for a place as big as this. It ain't r ally a palace 
proper· it's more like a small, fortified city. Sure 
there's a palace, but there's also walls, gates, prome-
nades, courtyards, gardens, granaries, libraries, tow-
er , kitchen • stables, residences, lorehouses, and 
work bops - all the features of a proper burg. The 
whol thing i bu ilt of red brick, carved stone, and 
wood. The roofs are covered with half-moon glazed 
tiles. Everything here· refined and artistically done, 
even the smallest and meanest of buildings. 

But the Palace is11 ·1 a town, which is something a 
basher houldn't forget. A cutter can't wander the 
treets at will or go down to the market and buy 

something. Anybody coming here's going to g la 
factotum, an official guide and guard. Factotum's are 
usually matched to the importance and pow r or the 
visitor. A go-zu oni's a typical factotum. More impor-
tant visitors get as igned go- zu - oni or men- hen 
guides. Other guardians found at oth r places in lhe 
palace include foo creatures, spirit centipede , pan 
lung, shen lung, t'ien lung, and stone pi1its. (AJI these 
creature are described in the Kara -Tur M0 NSTR0 U 
COMPENDIUM® Appendix. If this appendix is not avail -
able, the fol lowing sub titutes are suggested: go-zu 
oni - rakshasa; men- hen - ogre mage; Foo creature 
- ki-rin; spirit centipede - int lli gent megalo-cen-
tipede; pan lung, shen lu ng, t'ien lung - naga; stone 
spirit - tone guardian.) A factotum's job is to keep 
visitors out of danger and out of pla es they're not 
supposed to see. 

Most folks coming to the Palace of Judgment 
are newly arrived petitioner . There's a t ady tTeam 
of them appearing on the road just out ide the gate. 
Flanked by Yen-Wang-Yeh's bashers, the dazed ar-
rivals g t herded through the Iron Gate and ent off 
to one of the Thousand Greeting Halls. There, some 
low-ranked proxy passe judgment on the petitioner. 
Then both petitioner and judgment get passed on to a 
clerk, who enter it all in the crolls. In another 
chamber, another scribe makes a placard that get 
hung round the petitioner's neck, listing the sod' 
virtues and vie s along with rus as igned plane. From 
there, the palac guards sort everybody out and head 
them ofT to the proper waiting hall. Each of these 
hal ls contain a conduit o a different realm of the 
Celestial Bureaucracy, and a repr sentative or two 
from that plane. Thu , the Palace's also got a few 
fiends, einheriar, aasimons, and even modrons wan-
dering about. While they're in the Palace, they won't 
br ak the peace that holds eve.rything in place - a 
least not overtly. 

There' a lot of behind- the-scenes action to all 
this. If there's 1,000 greeting hall , there 's probably 
5,000 clerks who need rooms to work and sleep in. 
Then th re' quarters for vi iting proxie from other 
power , infinite libraries to hold the croll recording 
each petitioner's fate, and much more. The Palac is 
constantly in a bustle, with proxies and planars s-
corting petitioners lo and fro and occasional proces-
ions arriving or leaving. Music, chatt er, moans, and 

screams mingle in the air. 
Once a year, there' a light change in the rou-

tine . Tha 's when Yen-Wang- Yeh leave to appear 
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BEA+ I+. BERK! 
THERE'S A BRACE ID F HARDHEADS 

cmm1NG +His WAY. AND 

ANY BUBBERS BEBBBING FEBR 
IINK'LL BE SCRAGGED. 

SJ,.IG '+HE Cfft:APS+ER' 
eN HIS DAILY RUN 

+HR$UGH +HE HIVt: 

before 
th C lestial 
Emperor and 
repon on the 

previous year. Without him around, his proxies get 
car I s, lazy, confused, and ov rwhelmed. Mistakes 
are invariably made, some as simple as a petitioner 
wandering around unprocessed or a body getting a -
signed lo the completely wrong plane. 

Th re ' no ambition to expand th PaJace realm 
currently. That deci ion· up to th Cele tial Emperor, 
and he' con ent with keeping thing the way they 
are. 

Pi-1 c 11· Nr1 11 \\ < 11,\H , 11,• The Palace is 
fu ll of cutter to talk to and deal with, from lowly 
clerk to high-up proxies. Short of Yen-Wang-Yeh, 
him IC Lh mo t important berk here's the Chamb r-
lain of the Interior Palace, G neral Picn, a men- hen. 
He's an honest being, although be seldom says di-
rectly what he thinks. That's more a matter or proper 
behavior than deceit, though - it's impolite to criti-
cize or dir ctly refuse another being, after all. Gen-
eral Pien is utterly loyal, vigilant, and unwavering in 
his duti s. 

G IN 1 ,,1 P11 N, ~11 - '>III N: THAC0 11 (+4 with sword); 
#AT 2; Dmg 1d8+4 (x2); AC - 2; HD IO· hp 60; MV 
12, Fl 12(A); SA continua l 30 '- radiu ESP (negate 
possibility r urpri e within lhat area}, invisibility 
(per impro1Jed invisibility), astral at will polymorph 
seff twlc /day, fierce countenance*; SD immune to 
fear, charm, and hold half damage from all spells; 
SZ L; JNT very; AL N; ML 15; XP 4,000 

The mcn- shen·s fierce ountenancc acts as an apparition 
pell (+ I bonus Lo urprise, and creature of I HD or les mu t 

. uccc fully ave v . 1 11s or fle for I d3 round ). 

Even the general is beyond the reach of most 
characters. ft's more likely they'll deal with a lesser 
official, perhaps someon like th Secretary of the 
Third Rank, Pao (Px/ o h/P(sp)/Be/N) (Spell Spheres -
major: AJl, Necromantic, Protection; minor: Divina-
tion, Summoni ng), a pri t of Yen -Wang-Yeh (LL). 
Pao spends hi day entering the judgment of th 
lesser magi trates into the Scrolls of Destiny, noting 
who goes to what plane and who i reincarnat d. Pao 
accepts hi work as part of the great scheme of 
things, hoping to become a high- up man through 
diligent effort. He'll industriously apply him elf to 
any task assigned by hi superior , which could be 
useful to a band of adven urer . 

~ 1 P\lt -; _ Second only to Sigil, the Palace of 
Judgment's got more gates con n rat d in on place 
than any other burg. B tter still, the ga es h r are 
one of the few places that are offi ially "n utral" ter-
ritory. Because any disruption of the Judge of the 
Dead's work would bring down most all th powers 
or the Chinese pantheon (good, evil, lawful, neutral 
and chaotic] fiends and aa imons are forced to coex-
ist here without fighting. Nobody tries to neak 
armies through the gate to eize the Pala e. lt's not 
uncommon for negotiators of the powers to meet 
here, particularly for exchange between tanar'ri and 
baatezu in the Blood War. 

A cutter could u e the e gat s to hop around 
from plane to plane quickly and afely - if p rmis-
sion was granted. Yen-Wang-Yeh's not likely to be o 
generous, though. Any blood hoping to u e them 
bett er have a real compelling reason. 

Anoth r " ervice" of the Palace comes from all 
the p titioners passing through. Som times a sod' 
pa t liB isn't ompl tely forgotten. Th r ' a chan c 
that a cut er, needing some informa ion, can find 
what he need among the thousands who pass 
through the gates. lt's a chance, but only a slim one 
at best. 
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Pf.AGUE · fflEDR+ 
(Town) 

C11 \R n1 R. Plague- Mort's a festering boil always 
threatening o burst, a place overripe with treachery. 
In fact. the town has been pulled bodily into the 
Aby s on numerou occasions, though a new town 
of the same name always promptly arises on the 
am s ite. Nolh1ng la ts, and death lurks behind 

every corner. 

R1111 R. Plague- Mort is ruled by a cutter ca lled 
the Arch -Lector, currently Byrri Yarmoril (Pl/ o tf/ 
P 16/Mk/CE). The Arch-Led.or is always a militiaman 
who ousted hi predecessor through strength or cun-
ning, and Byrri i more paranoid than most about a 
uccessor rising from the ranks. His dung ons are fu ll 

or r al and imagined traitors and spie . He angrily 
que tions anyone uspicious, and he routinely at-
tempts to weed out the strongest memb r of the 
town militia to fore ta ll a coup. Some say he's s lowly 
losing his grip and a bloodbath is sure to follow. 

Bn11 ll I Ill l 111rnNr. In fact, the Arch-Lector an-
swer to the Abyss, and woe to him should he should 
fail to deliver more land across the shifting bard rs! 
The tanar'ri are not patient, yet the Arch-Lector de-
pends on their forbearance. It' aid that the on ly 
ru l r who ever failed to deliver a boundary shift and 
lived to say so is the Lady of Pain, her el f, who i 
whispered to have once have held the title of Arch-
Lectress. Others ay, "Bar that! The tory's just a way 
of bringing attention to a de perate town."· our e, 
no one has dared ask the Lady the truth of it. 

01 <;LRIPI ION. Plague-Mort is a gray set of ruins, 
ill-kept hovel , and open ewer huddled around the 
grand and gilded spires of the Arch-Lector's re i-
dence. It treet are ridden with grime and djsease, 
and the air i usually filled with late-autumn chill 
and the ound of hacking coughs. Little grows here 
and what does is feeding on the life's blood of some-
thing best kept dark. Weeds, bloodthorns, and viper 
vines are the most common forms of vegetation . 

The be t part of town is Merchant' Row, an old 
Lreet that ma intain a set of glittering facades. Street 

stalls and small hops sell dubious goods and suspect 
meats. A blood should k p a sharp eye out for mili-
tiamen practicing a bit of the cross-trade. The weap-
ons old in the Row are of very high quality, and 
most price are lower than usual. M rchant's Row is 
always crowded because it' a safe haven where no 

blood may be shed by un poken agreement betwe n 
the town's pow r players. 

The gate to the Abyss is the leftmost of three 
arches leading into the Arch-Lector's residence at the 
center of town. It leads to the Plain of Infinite Por-
tals. Enough of the Abyssal stench of dea h and b -
trayal bleeds over to affect magic in Plagu -Mort. All 
necromancy pells function at maximum ef--fi ctive-
ness within its walls, and aving throws against their 
effect are made with a - 3 penalty. 

M1u11\. The Plague-Mort mi litia i imply an ex-
tension of the Arch - Lector's bodyguards, a group of 
rowdy tiefl ings alu-fiend , and cambions who take 
what they want and damn th foo l who tries to stop 
them. The militiamen are called the Hounds, and like 
all good hounds they're fawning, servile, and tota lly 
loyal to their master - until they sense weaknes , at 
which t ime the leader of the Hound tear down the 
Arch-Lector and tries to take his place. Some say the 
phra e "turn tag" (to betray) com s from Plagu -
Mort, but other claim it' ju t u ed more often there 
than most place . The Hounds sleep either on the 
floor of the Lector's residence or in the tavern where 
they spent the night carousing. 

The Hounds ar both judge and jury in Plague-
Mort. Anyon they catch or dislike i usually di -
membered on the treets on the spot. The Hounds 
routinely thrash su picious character or anyone 
foolish enough to insult them without even realizing 
it, and sometimes they'll ju t pick out some poor sod 
to beat up on general princip le. Plague- Mort has no 
jail or courts (no one ever leaves the Arch - Lector's 
dungeons). Failed usurpers and the Arch-Lector's 
personal foes are always taken before the Arch-Lec-
tor; everyone else is meat for the Hounds. 

S1 RVIU ~- Un like the Abys , Plague-Mort has a 
very tolerant attitude toward merchants. A long a 
they bribe the right berk and are loose with their 
jink in th taverns, everyone love a trader. 'Course 
no one likes a miser but merchants rarely leave 
Plague- Mort with much of their profits still in their 
pockets. Barter is popu lar in town, and indentured 
servitude i encouraged. The trade in town also sup-
ports other vices, some of them in the streets and al -
ley other hidden in the summoning chambers and 
moky lbievt's' den of the Lietlings who seem to run 

the burg. Quite a f w of Plague- Mort' pe titioner 
want to leave, but they fear being run down by th 
Hounds un less they have a patron. Plagu - Mort' full 
of rogues and rowdies that make good henchmen, as 
long as they're kept in check wi th a firm hand. 
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The be t inn for bloodsuckers, freebooters, mer-
cenari s, and mad mages is The Eye of th e Dragon, a 
moke-filled chamber of viper that serve water d 

wine, burnt soup, and tale bread. The owner is White 
Scar (Pr/ o drow/F 12/M 10/BC/CE), a silent, brooding 
elf who collects ears (he's missing one of his own, 
hough he won't tell why). Scar doesn't listen to any-

one rattling their bon -box without his calculating 
gaze shiAi ng to the ide of their heads. The prices at 
hi place ar heap, and no one complain about the 
food. 

Bloods who like the ir skins should avoid The 
Golden Griffon, which the Hounds have claimed a 
their own. They don't appreciate visitors. 

The best food available on Merchant's Row i 
Sweet Lari a· Sausages, a butcher shop known for 
weet, rich meats and a number of secret recipe . 

Hor e and dog meat are often proposed as the seer ts 
of her success, but Larissa will grin enigmatically at 
the sugg stion of other, "secret ingredients" (but as 
every ods know , those that like sausage houldn't 
be pr sent at the making of it - espec ially thi 
sausage). Larissa (Pl/ 2 h/T9/Fa/ E) stands behind her 
chopping block with that knowing smile and sells her 
wa res to anyone with the jink. 

Plague-Mort is al o home to a shop called The 
Poisoner' Pl, ial, where La ran Susspurus (Pl/ o tf/Tl 2/ 
Dg/NE) dispen es medication , poisons, acid , and 
venoms. Laran ell antidotes as well, ome magi al 
and others mundan . The o t is twice that of the 
toxin th y neutralize. 

UllAI N1 W'>. Recently, a pack of mercenary 
primes calling themselves the Illuminated has shown 
up in Plague-Mort, harassing the town's peti tioners 
and taking The Bell and Wilis/le Tavern a their 
meeting place. Their leader is a bra h young man 
named Green Marvent (Pr/ d h/W 11 /Os/CE), a cruel 
mage who dress all in green ilk and satins. Hi 
followers have painted a green ye in a pyramid over 
the shingle of h Bell and Whi tie. Marvent de-
mand instant obedience from petitioners tietlings, 
and tanar'ri ali ke. Those who hesitate are reduced to 
ashes or magically ensnared to become members of 
the Illuminated. Everyone in town is bracing for the 
war between Lhe Hounds and the newcomers, though 
no one knows who will triumph, the Clueles being a 
bit unpredictable. Tf the Tllum inated prevail a nd 
claim the Arch-Lee.to r hip, Green Marvent will be the 
Art Outsider to take the rulersh ip in generations. 

RIBCAGE 
(Town) 

C11 R/\C'HR. Upward mobility - climb the ladd r 
through the ranks, but don't break the rules unl ess 
you won't get caught. Or better yet, fix the blame on 
someon else. That's he way he world really run , 
but in this burgjust outside Baator there's no illusion 
that li fe i any other way. 

Rt JU R. Lord Quentill Parac (Pl/ o tf/F l 3/W 15/ 
At/LE), Baron of the Great Pass, Guardian of the 
Gate, and Lord of Ribcage rule the burg, and every 
law that's pa sed is loudly done in his name. Paracs 
mak s sure the militia r main loyal to him holds 
the key to the treasury, and sees that rising stars on 
the Council owe him for their continued succe s. He's 
master of the town because he's master of the politic 
it takes to rul . 

Br· lllND 1111 TIIIWNI·. Nobody challenge Lord 
Paracs's ri ght to rule, although nearly everyo ne 
wou ld like to. Doing so, however requires money, 
troops, and the vote of the Council. The Council of 
he City consist of five senato rs, one for each ward 

of the town. They propose and vote on all ordi-
nance , approve Lord Paracs·s taxing and spending 
policies, and monitor hi dealing with foreign pow-
ers. Theoretically, the council can override the Baron, 
but in truth Lord Parac always makes ure tha1 at 
lea t three senators remain on the council at his say-
so. Given that, even a bariaur basher can tell which 
way the wind will blow: in whatever direction Parac 
points. 

Here's the chant. Nobody's el cted here. Sure, a 
senator's supposed ly picked a a free choic , but 
veryone knows the whole thing's a peel. Pure fact i 

the powerful families do the actual choosing. Most of 
th time thi means Parac · choi e is approved, but 
even he' got to make concessions ometime , and he 
don't always win. There' a lot of hidden deals, gar-
nishing, and other things less honest going on be-
hind the scenes, but it's all still done "according to 
the law." 

The strong t opposition to Lord Paracs is the 
lvlium fami ly. They're the high-up men among the 
porters and carter of the town, and on their say-so 
verything could grind to a halt - no deliveries no 

food shipment , nothing would happen. For now 
they're cozy with Paracs, but on ly b cau e he's 
bought them off with severa l offices. It' a sure bet 
they'll be wanting more power, and pretty oon it' 
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all going to come to a head. Both sides know i , too, 
and they're g tting things in order for that day. 

D1::, l 1<t 1·1 10N. Ribcage's a good- ized city with 
over 5,000 bodies in it, all squ ezed into he narrow 
Vale of the Spine. Mountain tower and curve ov r it 
like rib bone . giving the place it name. There's pre-
ciou little greenery inside or outside, giving the 
place the olor or cold stone. It's walled, towered, 
and citadeled with enough guard and watchmen to 
protect any other dust-up twice the size. Officials'l1 
t II a berk it' to prot ct the city from attack, bu 
a a cutter walk down th str et and feel 
do zens of eye watching him from every 
shadow, he can pretty well ee it's not the 
outside they're keeping tabs on. 

Actually, Ribcage doesn't look like 
uch a l rrible burg to live in . The 
tre ts are paved with stone and are 

fairly lean, the layout' orderly 
and most or th hou es ar well 
tended, if a littl dour. The bod-
ies hung from the gibbets over 
the main gate serve a notice 
to the criminal cl ment, o a 
bubber's not likely to get 
thumped in an alley. In 
general, folks speak well 
or their n ighbors. 

It all looks pretty good 
until a ba her notice the 
soldiers lounging at nearly ' 
every corner, and learns 
that the tran gres ion of ( ( 
some of those executed 
"criminals· was only that 
Lhey protested the Uving 
conditions a littl too 
loudly. The dark of it is 
that folk !iv in ~ ar and 
hatred of th ir n igh-
bor , becau th sod who 
expre ses him elf a bit too 
liberally may be asked to ex-
plain his point of view to 
Paracs' guard , ven though 
he wasn't talking to them in 
the first place. 

Ribcage's divided into the 
itadel and five city wards. The 

Citadel's he home of Lord Paracs. 
It' also the ite of the armory, the 
bodyguard barracks, and the city 

treasury. A gate to Baator's there, too, though a cut-
ter wouldn't call it part of the itade l. It's in it own 
wa lled - off ection that can be reached only thor-
ough the Citadel. In fact, the whole pla c i walled 
and towered to separate it from the rest of the city. 
In th 
shadow 
of 



the Citadel' walls i the 
Senate: and the other 
ity building not 

claimed by Paracs. That 
way, nobody forget who' really in charge. 

The five wards of the city aren't divided ac-
cording to a pattern, they're ju t the blocks that each 
intlu ntial family could grab. They're like fiefs in 
some or those medieval prim -material worlds. If it 
weren'1 for Lord Paracs, thc:y'd have divided the city 
wi h wall long ago. As it is th re's unofficial ch ck-
points wher a cutter gc:ts looked over by th ba her 
of this family or that. 

Mo t of the hou e · 
h re are made of stone 
carved rrom the Vale 
or the Spin . The ma-
jori y of hem are two 
stories high, with a 
ingle c:ntrance that 

lead to an inner court-
yard. The amount or decora-
tion on the entrance hows the 
wealth and power of the own r. 
In the outer ward , the homes 
are smaller and cheaper, and 
sometime they're ju t wood n 
shacks. 

Whil the high-ups do 
well for thc:ms Ives, h com-
mon folk or Ribcage suffer. Lord 
Paracs·s household guard pa-
trol the streets, ready to deal 
with any 'troublemakers." Taxes 
are oppressive and there's always 
garnish to be paid. The quiet jok 
goe that it's an "assurance" against 
accidents - don't pay and a sod· as-
sured of an accident. Th city's law 
are design d to keep the five famili s 
in power and everybody el e out. 
'Course, the ruler have to b areful; 
loo much law and the city might ri e in 
popular revolt. As it is, there's some-
times mall riots that ar quickly and 
brutally cru hed. 

Then ther ·s the slaves of Ribcage. 
Most of them are crimi-
nal s rving out their 
sentence, but a sod also 
can be en laved to pay a 
debt. Once a berk becomes 
a slave, it' not ea y br ak-



ing free, o a cutter's got to be careful of 
knights who'll lure him into debt, just to call 
it in. "Borrow money, borrow chains " goes 
the old line. 

Still, most folks in Ribcage struggle to live 
happy and well, and they do so mostly by getting a 
powerful friend. Commoners g t ah ad by getting a 
enatoria l ally. Bribe , favors, and flattery all flow 

freely here. 
Being so close to the Cur ed Gate, a cutt r'd 

think Ribcage was in danger of drifting into Baator. 
That might be, but not with Lord Parac 's help. He 
hates and fear domination by the baatezu as much 
as any good-h a,ted man would. It'd mean a loss of 
his power, and he's not about to sit for that! There's 
often agen of Baator in town, but they have short 
liv when Paracs's guards find them. 

Mn IIIA. Th re's only one militia in Ribcage: the 
household guard of Baron Paracs. The guards are 
ea y to spot, lounging on nearly every street in their 
black and go ld livery. Most fo lks fear th m be ause 
the Blackguard (as they're called) has pretty much 
unlimited powers. Th y can arrest anybody for any 
ause they are to invent. 

The be t way to stay out of Paracs' dungeon is 
to keep th Blackguard happy - with payoffs, favors, 
or information. Such deeds are semi -secret, as a 
Blackguardsman's only concern is being charged 
with corruption by an enemy. A typi al patrol is 
made up of two troopers (P1/var/F 1-3/var/LE), while 
a raid'll have six guard led by an officer (Pl/tf/F/ 
W6- 8/var/LE). 

While Paracs has the only official army, every 
senatorial family and mo t of the wealthy merchant 
hire bodyguards to protect their lives and properties. 
These groups are no better than the Blackguards, ex-
torting and muscling the commoners. There' also 
sand ing mere nary companies that'll fight along ide 
the Blackguards in times of trouble. 'Cour e, every 
high-up man's careful not to let himself get either 
too weak or too powerful. Either'd attract the atten-
ti.on of hi enemi s. 

Si·RVICLS. Ribcage·s not noted for its cheer, but 
the town does sport a number of excellent hot bath 
ju t outsid of town. The e are bum over volcanic 
springs ·hat bubble up through crack in the 
tone lopes. The bes · run of th s is The 

Gymnasium of 
team, run by 

Shandrala 

(Pl/ S? tf/P (sp)7 / 
FO/LE), a prie te s of 
Sung Chiang (LL). An ordinary bath 
costs 100 gp, and healing bath an co t 1,000 gp or 
more. The healing baths are magical in nature, able 
to cur any dis a e of the kin. Tho e cu tom rs an-
gering Shandrala are ent to a special spring where 
the water's filled with toxic mineral , causing 3d 10 
points of damage per round of imm r ion, but a body 
won't notice the burn for 1 d4 rounds b caus of th 
soothing temperature. 

Ribcage· also the b st place to look for guid s 
to Baator. A berk who's barmy enough to want to go 
there can either try for an official visit or he can slip 
in unannounced. Ribcage' got guides who handle 
both. Official visits require a written pass, which i a 
warran of safe passage, from one of the Lords of the 
Nine. The advantage of thi method i hat the 
baatezu'II not harm a berk carrying such a warrant -
usually. However, getting that she t require : I) a 
sound reason for go ing (by baatezu standards), 2) 
knowing the righ fiends to contact, and 3) lot of 
jink to garnish th right palms. There·s folks in Rib-
cage who'll help in this (for a good fee, or course). 
The smooth st of the lot is Bariu Sharpsplinter (Pl/ 
o tf/B8/S 2/NE) a quick-tongued and atiri al poet 
who omehow has managed to not lo e hi head yet. 

Sneaking into Baator r quir s a whol di~ rent 
set of skills. The bes man for th job in this ca e is 
Surefoot, a bariaur (Pl/ o b/R 11 /FL/NG). The ranger's 
got no love of the fiends next door, and he'll take 
any job with good pay and a reasonable chance of 
hurting them. 

LOCAL NEWS. Although things seem quiet on the 
surface, rumors are spreading that Baron Parac is 

about to be challenged by Senator Fiquesh's fac-
tion. Certainly the enator's guard have been 

more active in th last few week , while 
Baron Paracs has been courting ev-

era l of the lesser 
fa tions in town. 

The sword is 
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uppos d to strike at the Grand Ball of the Masquer-
ade, three weeks from now. 

Proxies of the baatezu are gathering in the thiTd 
ward and are said to be looking for a small black 
tatuettc. Extraordinary sums are promised for its re-

turn, but it' hard to trust uch agents in these thing . 

XAE&S , AXE&S , SXE&A , 
$ASX , XSE&A , e+c. 

(Town) 

(1 1 \RAl Tl R. This kip ' like we ds floating on a@ 
pond. Fire boiling from the earth. Red, green, purple, 
black- - rainbows falling from th sky. It's day, its 
night, it's both, it's neither, it' Limbo - 1101. makes 
no ! ! sense that town is a This. 

,, 

R1,11 R. v ry Theori11 Glim-
flicker (Pel o he/0/N) body A tuc 
Xantin {Pl/ ~ gz/W9/Rl/CN) in Mna/J 
(a laad proxy} Xao Oblesh {Pe/0/ 
beholder/NJ i Harmon Yars (Pelo h/ 

0/N) in Andrea Lister {Pl/~ h/R7/BC/CG} 
charge Ra11tash (a quasit} sooner Drewto11 the 

/ Hanged {Pelo g/0/N} or To11111a Bi 1J ellto11 
(Pr/o ha/B4/NG) later. 

B1111 11 111 f1 Hll\JI. Anarchy 
chaos u clutter u confu ion disar-

ray disjunction disorder f'ormles ness 
jumble muddle tumult g Xao . 

1)1 "r f 11·1111 Every day every econd, 
things could be different. Those with s rong 

will impose their own order on the town. The 
weak-willed at with frantic speed, befor 

their soup changes to lead. What's life like in 
a town where a cutter could change in a 

glance? Marriag bonds vanish, allies and en-
emie can no longer re ognize each other. 

Every day, every minute, the bodies of soXa 
hav to er ate their world all over again. Who 
does one hate? Who does one trust? A cream 
of water becomes molten fire, then shifts to a 

fish-ftlkd river. Little stream of pure Chaos 
leak from the gate. Houses are built where 

people want them and damn all other . Street 
cross each other at random. There· no social con-
tract, no pretending to all rit together. The whole 
mass pread out like a writhing ma of spaghetti 
dropped on the floor. Somewhere in the tangles is the 
gate to Limbo, but its location is never the ame. It 
wa hes over the town, warping distance and mean-
ing, sense and matter. Wh rever it sits, th gate radi-
ates out the raw n rgy of Chaos. Today it' at the 
edge of town, tomorrow jammed like a broken knif 
in the h art. It's a town without order ready to slip 
away any day. Forward, never straight. 
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M1un \. Liv free and die. The life or death of an-
oth r is of no cone rn. The life or death of the town is 
of no concern. lt' the right of very citizen to r jec 
the iron chains of order. This i a concept that implies 
order and organization. Therefore, it's the right of 
every citizen to reject he iron chains of order. 

S1-Rv1n~. The finest in spontaneous art is at the 
·om times open (often closed) studio of Sylestra 
Qu lien (Pl/ 9 tf/B8/Xa/NG). Karach, a transmuting 
metal used in making magical items, is smelted from 
the chao stuff that Leaks through the ever-changing 
gate to Limbo. Only the most dedicated of smiths can 
force the stuff to remain stable, so the smelters and 
workshops of these craft men are usually 
unchanged from visit 
to visit. 

AND E NJ EBY m Y s+AY. +e 
+RAVELER! W ELCEBmE Y@UR 

- A XAE9Sl+EC+ NAmeo 
SIVAJ. ... fQ)R. +ED DAY 

The chanc to tap the true power of exi tence. 
The chance to sleep in daylight. Strong drink at any 
hour. Freedom from the chain of pattern , rel ase 
from the endless wbe.re to be and when to be. 

Loe "II Nrw<,. They're Jk building a wall of chaos 
stuff, and when th y're done, · nobody'll be able to 
com or go. aoXs will be their . They lip through 
after nightfall, canying a littl more chao tuff with 
them. There's things .. in your dreams that'll hurt 
you. l didn't sleep well la t night. Slaad are building 

a o wal l down near h gate in the dark. 
The weather· (?) nice today 

00 00 00 oc. 
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Som poets write raptures about the glork of th ir metropo-
li ing praises about th - sun t over the rooftops, and grow 
lyrical to the gentle clatter of their city· life - but no one 

ing that way about Sigil. Th Cag ' a gray, wet, 
dirty plac , full of nois and brawling, slipp ry 

stone and razorvine. Oh, there's nativ poet and 
they write about their home, but not about it 

glowing unsets or walk through swe t-sc nt d 
.parks. They write about the 

thjngs that shouldn't be een 
in the dark atleys, about 

the way the str ets 
rumble like a pit .. 



f dying bea t , or about lhe decay lhat clean s the hon 
of the city. 

Hey, Sigil"s a long way from b ing a tinking 
pit - don't mak the mistake of thinking it' not a 
grand and majestic place. Jt's far better than Mal-
bolge or Khin-Ol in on the Lower Planes. It's got 
mor lifi than th patrolled city-states of Arcadia. 

igil ' fiJled with the Jifi only a truly neutra l haven 
can offer. 



And that's just the point: E1Jerybody comes to 
Sigil - the good and the evil, tho e warring and 
tho e al p ace, the just and the cruel - everybody. 
Nobody forgets their love or hatreds here, but for a 
few moments they barely manage to set hem asid . 
A deva really might share a drink with a fiend, even 
if each i watching the other for signs of treachery. 
Nobody tru ts their enemies, but all are forced to 
trust the law of the Lady of Pain (s ,e page 62). 

Maybe it 's a lie, though, that e11eryone comes to 
Sigil, because there's one important group that can't: 
the deific powers of the plane . There' omething 
about Sigil that shut them out, locks the door and 
k eps them away. · ourse, the gods aren't used to hav-
ing their pow rs denied, and that frus rates them to no 
nd. Indeed, the mere fact that Sigil refuses their will 

makes them hunger for it all the more. Any Sensate'll 
confirm that desire is greatest for that which i denied. 

That' why the powers· proxies and priest come 
to the City of Doors, instructed and eager to ubvert 
Sigil' resistance from the inside. fn the Cage' back 
all ys and shadowed dives, they play out the endless 
pairings of the kriegstanz, the undeclar d war for the 
soul of Sigil. There's more players in this game than 
a sod can count, and the sides shift like quicksilver 
on glass. Today, the priests of Thor may throw in 
with the facto I of the Godsmen to d feat the agents 
of Primus: tomorrow, those priests might find them-
selves hunted by the factols of the Godsmen and the 
Harmonium. The sid s flow lik slippery beads, one 
to another, a the balance change ever so lightly. 

ft' never an open war, though, because the 
Lady'd nev r allow iL Rather, it's a dance where the 
oldier are in mufti. the battlegrounds are un-

marked, and the victorious never ho ld up lheir tri -
umphs for all to see. So long as the battle is fought 
discreetly, it's tolerated. Let it get out of hand and the 
Lady ha special puni hments, res rv d for those 
berks who draw her gaz . 

Becau e there's a rough peace here, Sigil' the 
place to do all types of busin ss. Need to meet with 
the enemy, but can't find safe ground? Need to swap 
ho tages from the Blood War? Got a treasure too sus-
picious to sell on the open market? Need ome infor-
mation about the enemy? Come to Sigil! Just remem-
ber o always keep your back to the wall. 

So that's it: Sigil the Wondrous, Sigil the Dan-
gerous, Sigil the Jmpossible. H's a city where a cutter 
can be anything h wants, where he can find the an-
wer to every need. All it take i asking the right 

questions. · our e, a b rk's better off not asking if he 
can't deal with the answers, because ometimes what 
a sod wants to know ain't what he learns .. .. 

SIGIL ~S PEDR+ALS 

Like it's been aid before, Sigil' the City of Doors, the 
seam through space where a thou and pathway ca-
ress and couple before plunging back into the plane . 
The right gate keys and the right doors unlock the 
mysteries of her form and reveal to a cutter all the 
possibiliti s Sigil' got to off er. Pass through a door 
properly and a basher's enfolded in the brilliant glory 
of Mount Celestia, but use her the wrong way and a 
berk'II plunge into the icy clutches of Baator, or worse. 

The only truth is thi : Step through a keyed por-
tal and a cutter'll end up omewhere. (Wh ther he 
likes the destination or not's another matter - Sigil 
opens her doors to those with the key, but she don't 
promise a warm embrace.) 

Pure fact is there's only one way in or out of 
Sigil, and that's through the portal that link it to 
everywhere. Sigil can't be entered by a gate spel l 
and although a berk can reach the Outlands through 
the Astral Plane, Sigil it elf is shielded, o trick like 
the a tral spell don't work. The Cage can't be entered 
or spied upon by astral trav ler , either. At the ame 
time, Sigil's not completely cut off from the Astral 
Plane. Spells requiring an astral connection (like 
raise dead) still work; it' only the actual passing or 
viewing that's obstructed. 

In Sigil, all portals anchor themselves on doors, 
arch s, or openings of some type. Suitable aperture 
include windows, arches, ewer cntran cs, even 
wardrobes and chests - pretty much any hing a cut-
ter can step through might be a porta l. They're al -
ways big enough for a normaJ being to fit through, 
even though he might have to duck or worm through 
the opening to do it. 

Most randomly occurring, non-permanent por-
tal to other planes ar doors in de erted back alleys 
in the worst parts of town, or at least it seem like 
they're always in the worst parts of town. That' be-
cause there's a spell, surelock (see page 93), that can 
shield area from portals. High-up folks got the jink 
to pay for these, keeping their cases and neighbor-
hoods free of portals - and safe from intruder -
whi le poor folks don't. (The bigge t oncentration of 
portals has got to be in the Hive, probably the worst 
of U1e worst parts of town.) If a culter"s looking for a 
permanent portal to a specific plane, he might ch ck 
out the area near the faction headquarters whose pri-
mary plane of influence is the one he wants - most 
factions maintain or guard a Axed door to their fa-
vorite universe. 

Every blood knows a true seeing spell's a m ans 
to look at a thing and know i 's a portal - the only 
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time a detect magic spell ca n reveal one is when it's 
actually working. Short of wand ring the str ets with 
a true seeing spell in operation, though, the pecia l 
pell warp en e (se page 94) is the best means of 

finding a po1ial. Warp sense's got an advantag over 
true seeing, too, in e it give om idea of where the 
oth rend' going ob . Most of the fa t ion an 
tea h a wizard th way of thi spell, provided he· in 
good standing with his facto!. 

Portals are two-way deal . Step through on way 
and a cutter can tep back the other if he's still got 
th gat k y to open the door. Thi means that folk 
can get into the Cage a easy as they can leave, o 
ther ·s no guarantee hat runn ing for the afety of 
Sigil's going to keep a sod safe from his enemies. 
'Cour e, the Lady of Pain can alway shut doors to 
folks a sh pl a e but mo t often thi means that 
portals don't work for any of the power . Som -
time h lo k out oth r threats to her realm, 
yet she do sn't do that v ry often because 
for the most part she doesn't care who or 
what comes through th door , so long 
a they do n't make too much 
roub le. Player character , uni s 

they·r very bad news, can figu re 
he door 'II be there for th m, to 

com and go through as they 
please. 

Nobody but DMs can 
create portals, neither player 
haract r nor nonplayer 

character, because nobody's 
figured out the how of it. 
No one even knows quite 
how the portals come lo be, 
though most figure the Lady 
of Pain· got omething to do 
with lh m. ·v n a ,vi h spell 
won't make a portal, although 
a cutt r can alway wish him-
self to another plane. (This isn't 
advi ed, since wishes have a bad 
habit of dumping a sod atju 1he 
pla e he don't want to be on that 
plane.} Al o, nobody an hoose 
wh re a portal leads to, either to which 
plane or to where in that plan . A 
body can map portal , keeping track of 
what leads to where, and that infor-
mation's valuab le, but hes got to r -
pect the whims of the multiverse 

when it com to u ing them. Portals ore 
tlti11gs crenrcd a11d 11,cd /Jy the DM r,lone. 

PCDR+AL TYPES 

There' three kinds of portal - perma11e11t tempo-
rary, and shifting - but whatever th type, a cutter's 
got to have a gate key b for th portal')! do any-
thing. Without the k y, a portal' nothing mor han 
a doorway into a tavern an arch over a street, or a 
manhole to the ewer . Given that lhe DM's got com-
plete control over the portal , it's up to him to use 
them right, but the three different kinds provide the 
OM with the tools to tackle nearly all the ituations 
that can oc ur in a P L.ANESCAPE campaign. 

Pt IH.11\NI NI portals ar th mo t traightforward. 
Both ends - the opening in Sigil and th r ceiving 
end on another plan - don't chang . Every time a 

J, t 
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SURE l'VE GEB+ 
A KEY (B +hi') GA+E. 

l+'S RIGH+ +HERE IN YIBUR HAND. 

mlCKi:f: SHAf+HAmmt:R 
(!)f +HE fA+E D 

cu ter steps 
through, he knows just 

where he 's going to end up. DMs should be careful 
about making permanent portal until he' ure he 
want that accessway to always be there. Perman nt 
portals are best used to short-cut unnecessary travel -
ing to relatively safe or mundane locations. A per-
manent portal might pop th characters to Ribcage 
every time, or land Lhem in a field on Elysium, not 
far from a mall keep lhey've built. It' not a good 
idea to make a p rmanent portal to the s venth layer 
or Baa tor or right to the heart of Lolth" palace on 
the Abyss, berk. 

[ 1 M1•n1n fo portals appear, get used once or 
twice, and then disappear. That means the DM can 
create a quick way to get to any place where he or 
he wants the player characters to adventure and 

then close it down when they're done and back in 
igil. A temporary portal bandy for that one-shot 

adventure the DM's got planned. There' li ttle cam-
paign time wa ted just getting the character to the 
tarting point of th action, and once everything's all 

done, the DM can mak going back an ea y or a dif-
ficult thing. 

This type of portal is the one to use when the 
DM wants lo end the player characters to the seventh 
layer of Baator or to the courtyard of Lolth's palace. 
Once the charact rs have completed the job, the por-
tal vanishes. It's a good portal to use for forays lo rich 
treasure hou es and castles of powerful fiend -
places the DM wants to use as an adventure setting, 
hut doesn 't wanl the haracters coming back to. 

~ 111 1 ll"JC , portals are the most wicked of the lot, 
because just when a berk gets to thinking he can de-
pend on th m, they change. Som times it' the Sigil 
end that shifts, moving from doorway to doorway in 
the city, and ometimes it' the other end, out on the 
planes, that moves. There' only one thing con tant 
about them: Th portals don't hift randomly -
that'd make them no different from a temporary por-
tal. Instead, they move from point to point in a pat-

tern of lheir own. A hifting 
portal might cling to the arched 

entrance of the Hiv for three days, then 
move to a grated outnow of the sewers for 

a week , before ettling on t he gate to a 
petty merchant' house for a day. After this it 

would repeat the cycle all over again. Outside the 
Cage a portal might appear outside Malbolge on 
Baator for three days, then jump to Arcadia for an -
other week, and then return to Baator. to run the s ·-
quence all over again . There arc a few or a many 
points in the sequence, each lasting as long or a lit-
tle as the DM choose . 

In Sigil, bloods with an ear for the chant"ll keep 
elaborate logs of every appearance, every shift. For 
ome portal the pattern's easy, a few changes over a 

few day . For others the paltern's like a code that's 
never broken. A sod can s it's there, but he can't 
read the mes age. 

Shifting portals are useful for particular type of 
adventures. First, they're grand for pla ing time pres-
sure on the play r charact · r : Knowing they·v got 
to complete their adven ure before the doorway to 
horn vanishes has a way of making cutter tense. 
Shifting portals can also be used for adventures that 
span several planes. A blood can step through to the 
Gray Waste, pop back to Sigil for a moment, wait for 
the portal to hift, then step through to the new des-
t in ation, and o forth. Finally, a hifting portal can 
make for a na ty surprise if a berk us s one to go to 
Care ri and then discovers there's no easy way home 
because his gateway· gone. A OM should only use 
the last trick very rarely, as he or she doesn't want to 
make the players skittish of using portals at all. 

GA+£ K£YS 

Getting a portal to work needs a gate key, which i 
alway a thing that' carried lhrough the op ning. 
The busine of picking gate keys is left to th DM, 
although a few words of advic can't be scaped. Th 
best keys ar things that are neither common nor 
rare, but just uncommon. If the key's a common 
thing, then the portal'll be opening all sorts of times 
when the DM doesn't want it to. If the key's a sword, 
for instance, every fighter who steps through is going 
to take an unexpected trip. On th other hand, if th 
k y's too rare, the portal might become impossible to 
use. The DM doesn't want to leave the characters 
hopele s ly trapped on some di tant plane just be-
cause they had the bad luck to lo e their irreplace-
able gate key. 

• 56 • 



A good key should al o hav some conn ction 
to the destination. Remember thi game is about 

mood. Suppose the DM decid a plant' the gat 
k y - getting to the gloomy Gray Wa te may 
require a purp le-black nowcr, and opening a 
pas age to Baator may beg a sprig of razor-
vine, while reaching Ely ium could call for a 
pure white li ly. Each on echoes the atmo-

sphere of the destination. 
The easiest way for player characters to learn 

the gate key needed for a particular portal is 
often the same way they find th location of the 
portal: by a king their faction. 'Cour , om -

time the DM won't want it to be o easy, so the 
faction won't alway have the knowing of it. The 
key required can also be another entry in the intri-
cate charts of thos who map the portal . A warp 
sen e p II give a clue toward what k y·s n eded, 
a does a contact higher plane or legend fore spell. 
Furthermore, there's hops in Sigil like Ti1 1vum's 
Antiquities, that do nothing but II item needed 
for gate key . Need a p arl to get to the Elemental 
Plane of Water? Th y've got one for a price. (Like 
al l good bu ines e , th y'r in it to mak a profit.) 
Bur once a cutter gets a key, things are pretty well 
et, becau e the key for a portal never seems to 

- change. 
Armed with the right gate key, a body can 

make any portal work. He ju arries th item 
aero s the hreshold and the portal automatically 
come to life. fl onfv ,ray, opc11 for a fell' <;t·co111f,. 
ju~I fonq e11011ql1 jc,r 1111 to ,i.r fc,fk., to '>l<'l' tltrouqfi. 
pro1 ·ided rhcy•n, ruuf_,,. The archway na he with 
golden dazzle , and whatever' at the other end 
can be seen as a ghostly image. Those stepping 
through vanish from Sigil as they cros the thre h-
old, appearing al their destination in th ame in-
stant. Missile , pells, and spell-like effects can't 
pa through the portal. Thing that'r partway 
through a portal when it clo es are pushed out to 
one side or the other, usually to the id they're 
mo tly in. If the OM can't decid , the chance i 
50/50 either way. 

While anyone can leave igil with a portal, 
there's no promise that just anyone an nter. As 
mentioned powers of al l types are blocked. Fur-
thermore, the city somelime eals it elr to ultra-
powerful creatures. Thi means the OM can keep 
out any crea ur that' just going to au e havoc 
with the player character base in Sigil. 'Cour e, the 
DM shouldn't hav to us thi blocking power 
more than a few time . He certainly doe n'L wanl 
hi player characters getting the idea they can run 



for cover in Sigil every ime they tell ome fiend 
where to pike it ! 

A ide from the portals, Sigil's physically cut off 
from the rest of the muJtiverse. Astral and other 
plane-hopping spells just don't open into the place. 
The Guvners guess that being at the heart of the Out-
lands creates some kind o f astral barrier around the 
Cage. Seeing as there's no other answ r, that sounds 
pr tty reasonable ro most folks who care about uch 
things. rl,c i111pvna11r rl1iug tu remember is 1lw1 pur-
lals a11d ponol., olonc ore the 011/y u•a_\' Jo c11ter a11d 
c.rit '-iigil. 

THE REALl+IES 
EDf lmPEDSSIBll.I+Y 

Get it right out front: Sigil's an impossible place, es-
pecially to primes who go barmy when 2 + 2 don't 
make 4. A city built on the in ide of a tire that hovers 
over the top of a gods-know-how-tall pike, which 
ri cs from a universe shaped lik a giant pancake ... 
it happens al l the time, right? 'Course not, but who 
cares? Being impossible is part of what makes it fun! 

For tho e logical-minded players, impossibility 
creates all sorts of que tions. There's all sort of 
things they could ask, like, "Does Sigil hav a night 
and day?," "Can a berk walk on the out id of the 
pla e?,'' "Where· it get it water from?," and even, 
"What happens if a cutter jumps off the edge?" Most 
DMs never, e11er, worry about such things because 
they know it just ain't that imporiant but some of 
lhe Clueless are so touchy about the dark of it all that 
lhey'II go barmy just looking around, so here's the 
chant. 

DESCRIBING SIGll. 

Looking at the map of Sigi l, a cutter can see the 
place isn't hap d like any other, and that can make 
it hard to de cribc in play. (Fact is, it wasn'l easy 
drawing the place, either.) The easiest thing to do for 
the player characters is to di play pictures of th 
Cage. The map's not supposed to be a ecret thing 
- even one of the Cluele s can quickly 
I arn the lay of Sigil's major 
street . 

If a DM's got to describe the place with word , 
the closest prime-materia l analogy i an auto tire. 
Imagine a tire - no hubcap or wheel rim - lying on 
its ide. Sigil would be built on the in ide of the tire. 
All the streets and buildings would fi ll the curved in-
terior. Meanwhile, on the outside there's nothing, see? 

One thing U1 is means for describing the place is 
that, no matter where a cutter stands, if he looks up 
he's go ing to see buildings overhead. Mo t of the time 
a hasher's looking across the center of the ring, so 
he'll ee a broad panorama of the city in the distance 
(unless, of course, it' obscured by smoke, mog, fog, 
or rain). Locals get used to having the gray arc con-
stantly hovering overhead; in fact, the open sky of a 
normal world ometime unnerves them. 

Another important thing to remember wh n d -
scribing Sigil is that the city's curved in the opposite 
direction from most p1ime-material worlds. On those 
worlds, there' a horizon becau the surface has a 
convex curve, and a cutler can only ee what lie 
along a straight line of sight. In Sigil. things urve 
up, not down. Looking down a long avenue, if)) 
seem like the street's Jising in front of a body, kind of 
like looking up a long hill. Just to make it more con-
fusing, Sigil curve both in front of and behind that 
sod on the treet, so he might fee l like he's standing 
at the bottom or a big hollow n arly all the time. The 
Cage's a naming big city, though, and i1's crowded 
tall with people, buildings, and smog. The average 
line of sight is rarely more than a few hundred feet 
un less a body's looking traight up, so it' not like a 
berk's constantly looki ng at the curve of a bowl all 
around him. It might be a few hours before th aver-
age prime, new in town, rea lizes that the world ain't 
flat. 

UP AND D$WN 

"Down" i always the ground beneath a cutter's feet, 
no matter where he's standing on the ring. Up i the 
other direc ion. It doe n·t take much to realize that 
two basher on opposite sides of the ring could both 
look "up" at each other. Flying across the ring· per-

fectly po sible, and so is falling. A berk 
always falls toward the ection of 

Sigil closest lo him, even if he 
was head d in another 
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direction to start with. Although the shapes are dif-
ferent, the whole business is really no different than 
falling on any Prime world: A sod falls, he gets hurt. 

Along with "up and down" is th question of 
"inside and outside." It's quite a question, too. No-
body 's ever een the outside of Sigil because there 
may not even be an "outside." The edges of the ring 
are all solidly lined by buildings with no windows or 
doors on their backs. 'Cour e, a cutter could get him-
self up on the roof to take a look. Those that've tried 
it'll tell a body, "There's nothing to see, " and they re-
ally do mean "nothing" - not emptine s, not a vac-
uum ju t nothing. That matche what flyers say lies 
beyond the ring: nothingnes . 

Humans being a particularly curious type, it' 
natural that some of the barmies have tried stepping 
off into the nothingness. Everybody who does so just 
vanishe . It' said that a few are seen again, too. Ap-
parently, crossing that border hurls a sod into a ran-
dom plane. Considering the conditions of some of 
th e destinations , it's no urprise that only a few 
make it back. 'Course, when the horde of Dark Eight 
as as in i about to make a Sigilian lo t, the choice 
betw en ure death and a wild gamble don't look so 
bad .... 

DAY AND NIGH+ 

There's day and night in Sigil, but ifs not caused by 
a un. Instead, the sky gradually fill with lumines-
cence until it reaches a peak and then immediately 
begins to fade. There's both bright daylight and deep 
darkness, but most of Sigil's day i a half- light, the 
gloom of twiligh , rich with shadows and haze. 
Things scnsitiv to sunlight can get around without 
problem for all but the brightest six hours of every 
day (the three before and after peak). 

igil doesn't have a moon or tars, so thing de-
pendent on the moon, like some types of sbapechang-
i ng, don't happen in Sigil. The Cage's without tars, 
of ourse, but there's till lights in the sky. Remem-
ber, the city's always overhead, so even in the dark-
est hour there'll be the sharp lights of far distant 
lanterns. 

Wf:A+Hf:R 

Rain and smog - that pretty much says 
everything about Sigil's weather. Th city's 
sky is mostly a greasy-looking haze from the 
moke and fume that belch from a thousand 

chimneys. When it rains - which it does a lot - the 
rainwater· got a brownish tinge from all the crud 
that's scrubb d from the sky. Wh n it' not raining, 
there's an equally good chance that a thick, foglike 
smog has settled over the city. Visibility can be a 
bad as only 5 feet in he wor t of these, but most 
times a cutter can see about 10 yards through the 
haze. 

When it isn't drizzling brown water or swaddled 
in fog, Sigil can be a pretty pleasant place. The tem-
perature tends to be cool (chilly when it' raining), 
and light breezes blow away the tagnant odor that 
nonnally hangs in the air. Still no cutter ever come 
to Sigil for the climate. 

RAZCDRVI NE AND 
S+REE+ VERITTIN 

Sigil's a far cry from a lush wilderne s, but it does 
have its share of wildlife, all brought in from else-
where. Plant life' pretty lim, though. There u ed to 
be a city park but it's mostly overrun by squatters. 
Be ides, the landscaping for both d vas and fiends 
just wasn't harmonizing at all. The only lasting con-
tribution to the nora of Sigil is razorvine - not mo t 
berks' idea of a blessing. Razorvin ' a hazard and a 
pretty nasty one at that, but ince it can't get up and 
chase a sod around, it's ea y for mo t to avoid. 
(That's why there's no monster d scription for it.) 
Razorvine's got no pecial powers or intelligence, it 
doesn't harbor evil thoughts, and it couldn't lure 
even the dimmest leatherhead into it leaves. About 
the only thing it do s is grow, but it does that 11ery 
well. Plain aid, razorvine's the kudzu of the Outer 
Planes. It used to ju t grow on the Lower Planes, 
where it fit in, but over lime it' spread in o all sorts 
of places like Sigil. 

Razorvinc got its name because that's what it is: 
a twining climb r whose lush, glos y bla k leaves 
conceal blade-sharp terns. A cutter can't touch it 
with hi bare hands without getting slashed. Once 
more, the razor edges are so fine, they'll lice through 
cloth and cheap leather, too. Properly cured 
leather or something like a chain mail 
mitt's the only safe way to pick the 
cursed weed. Anybody 
really 
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wanting to grow the 
stuffs going to suffer for 

their folly at the least. 
ln prac ical term razorvine' harm-

less unl ss a berk's dart enough to tep into it. Most 
folks aren't, o mosl of the time a sod get cut be-
cause he falls or gets pushed into the we d. Just 
reaching in with an unprotected hand or arm cau cs 
2d3 point of damage. Falling into it full -body can 
inflict up to 3d6 points of damage. Quilted armor re-
duces the damage by I di . Leather armor reduce. it 
by 2 di e and metal armor negat the damage alto-
geth r, but shi Id don' · do a bit of good. 'Cour e, all 
thi has got to be applied with som common sense. 
/\ cutter can't claim he'll be unhurt when he grabs 
th vine bare-handed, just because he's wearing plate 
mail. 

Razorvine wouldn't b more than an oddity ex-
c pt for the ract that th cur ed uff grow so fast. lt 
can easily pr ad a foot per day, and some bloods 
claim they've m a ur d its pread at up to ix feet in 
a ingle day! Furthermore, it seems to grow all over 
everything. It'll climb walls, encrust statues, choke 
other plants, even run along a clothesline that's been 
lefl up too long (usually lashing it in th pro e s). 
About th only plac s it doesn't ecm to grow are 
frozen wastes, burning de erts, and open water. Then 
again, it wouldn't surprise most bashers if there were 
versions for all tho e places, too - razor- eaweed, 
maybe. 

The folks of Sigil, always able to turn mi ery 
into a virtu , have found some uses for the weed. If a 
cutter an plant and control the vines carefully -
and many high-up men pay other to do this -
razorvin makes for rine protection. Not many 
thi ves are willing to climb a wall covered with 
razorvine. A lot of the faction headquart rs ar cov-
er d with the turf, 11! to keep unwanted vi itor out. 
Som of the folk hailing from th lower reache 
grow a patch for its persuasive properties - a sort of 
tal k-or-we'l 1-th row-you-into-the-vine-patch a p-
p roach - and th threat's very ffective. It' even ru-
mored there's a few back-door gladiator games in the 
Hive, where combatants arc pitted against in each 
other in a ring grown from razorvine. Two naked 
bodi s lighting in a ring of that tuff guarantee that 
blood'II be drawn. 

The main reason the w ed ha n ·r overrun the 
city is the dabus (see the Monstrous upplement in-
cluded in thi boxed s t). One of the main task of 
th s creatures is cutting back the previou day' 
growth, which is then old off in bundles to fue l the 
city's fires. This eems impractical given razorvine's 

nature, but anoth r quirk of the vine is that it goes 
dull and brittle when it's cul. Dead razorvine's good 
for nothing but kindling. A sod can't carve it, weave 
it, or build with it. 'Course, the ilenei Brothers make 
heartwine from the weed in Curst, but that' a recipe 
no one else knows the dark of (see page 36). 

The vine's no th only wild cr ·aturc to be 
found in Sigil, but th r t of the lot arc much more 
unplea ant. Rats thrive in the dark alleys, garbage 
heap , and the sewers of Sigil. Mo t of th e are the 
common rat, found everywher that human go, but 
a r w are or a perverted pecies known as the cra -
nium rat (see the Monstrous Supplement 
included in thi boxed 
set}. These miscegena-
tions are cunning 
enough to trike 
back at the rat-
atchers who 

work Sigil 's 
streets. 

There' were-
rats, too, with the au-
dacity to believe that omeday 
they' ll control the Cage from ben ath the treets. 
Their miserable squeaking xistences are a testament 
to hope for the dimmest of creatures. Most of the 
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other "natural" life in Sigil's just v rmin. Roaches 
and rol grubs burrow through the garbage heap , 
mice scuttle through storehouses and bat roos be-
neath the caves. There's not much in the way of pi-
geons or birds, and allhough there' a few packs of 
wild dog in the Hive, that's not to ay they're native 
er atures. Mo t of lhe bea ts a cutter' going to find 
here were brought in from somewhere lse. 

BUIJ,.DING ffiA+ERIAJ,.S 

Being an impossible place, Sigil' got no natural re-
ourc s for all the thing that're needed to build a 

city. There's no tone pit just outside of town, no log-
ging camp up 

the river. 

• • ·Ther aintl even sod 
to bui d the most primitive 

, earthen hut. Everything 1:0 build any-
thing comes frorri outside. 'Course, that's not as hard 
as \t aund , ince all it tah:s is a portal to import raw 

material through. The re ult is that Sigir built or 
e11erything. It' not like om towns that're noted for 
their black-green marble or the brilliant blond of their 
ash-wood lumber. Sigil's got every kind of building 
material imaginable and in no particular order, and 
it' all made worse becau e cav nging's really im -
portant; to keep down costs, mo t folks go out and 
use what's already here. Most ca es in the Cage get 
built with whatever a cutter can gel, and if that 
means mixing cracked marble From Carceri with Ely-
sium glory pine and pumice stone from he Elemental 
Plane of Fire, then that's the way it's got lo be. 

Add to this the fact that Sigil' completely un-
plann d, like a good city always i , and the re ult is 
chaos-construction. Folks build more or less how 
they please on tracts that are too small and hinky. In 
places like the llive there' even less control; there, a 
berk build wherever he can with whatever he's got, 
which ain't much. For some this mean building out 
and into the street. For other , it' building ram-
shackle shanties on the roor; of ther hou e . Space 
is more important than beauty, berk. 

KEEPING +HE PEACE 

[n a place where almost anything and everything can 
mingle, temper can run high. It' a tough bit for a 
lesser baatezu lo stand aside, just to let the proces-
sion or a greater tanar ' ri pass down the treet - a 
fiend don 't forget th way or the Blood War so easily. 
'Course, it' no easier for good creature , either. 
There's lot or limes an agathion can't ee past the 
fact that a berk just ain"t good-aligned. Then there' 
the faction . Each one's got it own plan . and most 
times lhos plans don't include any rivals. Add to all 
this the good old-l"a hioncd cro s- rade and the 
Cage's got all the potential to be total anarchy. 
_That 'd uit the Revolutionary Leagu · and probably 
the Xaositect well. but it don't do other od much 
good:· 

Sigil is11 't anarchy, though and there's a num-
ber of things that keep it from the brink. The DM 
should sketch these out to the players. along with the 
cto·~ and don'ts of Sigil, bur only if th eir characters 

-are pla11ars. The dark of things in Sigil's pr tty com-
mon know! dgc to th native , but the Clueless arc 
just going to have to learn by keeping their eyes and 
ears open. 

Here' wha keeps the order in the City of Door : 
the Lady of Pain, her M zes, and the dabus. 
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THI: l.ADY EDf PAIN 

The high-up ma n in Sigil, the one who ultimate ly 
watches over the Cage, is the Lady of Pain. She's not 
a woman and she's not human - nobody's quite sure 
what she is. The best gue is she's a power probably 
a gr ater power but there' also a theory that he's a 
rerormed tanar'ri lord, if ucb a thing's possible. 
Whatever else she is, he' the Lady or Pain, and ~ ~::::a=~ 
given that most other fact are xtraneous. 

For the most part th Lady (as he' called) k ep 
di tant from the qualid hurly-burly of the Cage. She 
doesn't have a hou e a palace, or a temple. Nol::iod_y 
worships her, and with good reason: Those that say 
prayers to her name get found with th ir sk'ln flay d 
off - a big di couragement to others. 

Sometimes she's een drifting through the 
tre ts, the edge or her gown ju t brtlshing ov 

the cobble 1ones. She never speaks. T.hose wh. 
try interfering with her erupt in horrid ga he 
at just the touch of her gaze. Wise bloods 
find busine s elsewhere on tho e rare 
times he pa es down the way. Eventu-
ally, her image fades and she vanish 
in o nothingne . Nativ of Sigil view 
her with fearful awe, as she's the .un ... 
caring protector of their home. 

Bluntly put, a far a a PLANESCAPE 
ampaign's con crned, the Lady of 

Pain's little more than an icon tlfat 
crystallizes the mood or the 
ampaign setting. Player char-

acters should never deal with 
her. She doe n 't give ou 
mis ions, he never grant 
powers to anyone, and they 
can't rob her temples be-
cause she hasn't got any. If 
he ev r doc mak an ap-

pearance, it should be simply 
to reinforce the wonder and 
mystery or the whol place. 

On the other hand, the Lady or 
Pain, ju t by b ing there, make all things possible. 
She's the one who gets h credit for several effec 
that make igil (and the entire PL.ANESCAPE campaign 
setting) what it is. She' the on who make Sigil afi 
for character of all experience level . She' the one 
who blo k the powers from Sigil. Sh 's th one 
whos influence pr vent gate spells from working 
and shield Sigil from the Astral Plane. She' the 
one who creates the Mazes that trap Sigil's 
would-be conquerors. 
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THE mAZl:S 

The Maz s are the grandest of all Sigil' punish-
ments and the Lady of Pain saves them for the worst 
threats to her power. They're a part and yet not a part 
of the city, and no sane basher wants to go there. The 
Maze are the Lady's special birdcages for the would-
be power mongers of Sigil. 

The Maze are just that: maze . There's a differ-
enc between them and some of the more confu ed 
ections of the Cage, of cour e, or they"d not b much 

of a puni hment. For starters, they arcn 't exactly part 
of Sigil. When the Lady creates a new part of the 
Mazes, a mall piece of the city - an alley or a court-
yard, for example - copies itself and becomes a tiny 
little demiplane. A portal of her making then carries 
th - copy into the heart of the Deep Ethereal. There, it 
grow into an endles twisting maze that's got no be-
ginning or end. I ju t doubles back forever on itself. 
(A tually, the Guvners insist that the Mazes are still 
part of Sigil, even though they're in the Ethereal, o 
even th ir location is a mind-maze.) 

A sod sentenced to the Maze never knows it 
until it's too late. Sometimes they form around him 
just a he's pa sing through some particularly de -
serted part of the city; he turns a comer and the next 
intersection's not the way he remember it, and by 
that time it's too late . Those that figure the Lady's 
after them .- the ambitious and the cunning - try 
clever ways to avoid her trap . Some of them never 
leave their palaces so they never enter a bl ind alley, 
and other on ly travel with groups so they're never 
caught alone, but it never works. A basher walks 
down an empty hall in his house, on ly to discover a 
maze of rooms that didn't exist before. And soon r 
or later a b -rk turns his back to his friends, and when 
he looks back they're all gone. The Mazes'll always 
get a sod, no matter how careful he is. 

Just pitting her rivals into the Deep Ethereal's 
not enough for the Lady of Pain, eith r. Each little 
chunk of the Mazes that' kicked out is ealed one-
way from planar travel - things can get in with a 
spelJ, but things can't get back out. For instance, 
food and water always appear so the prisoner won't 
starv . But worst of all, those in th Mazes know 
there's a way out, as the Lady of Pain always leave a 
sing! portal back to Sigil hidden omewhere. Maybe 
it's o the dabus can check on th ings if needed, and 
maybe it's just to torture the sod who's trapped there. 

'Course, since that portal's there, it' not impos-
sible to e cape the Mazes - hard, yes, but not impos-
iblc. Maybe a berk gets lucky and finds the portal. 

Maybe his friend have got the jink to mount a res-

cu . After all, they only have to find where th portal 
opens in Sigil or else track down the demiplane in 
the Deep Ethereal. How hard can that be? 

TH£ DABUS 

The dabus are both servants and lord of Sigil. 
They're unique to the Cage, never found anywhere 
el e in the plane . rn other words, the dabu never 
leave Sigil. From this, bloods figure the dabus arc ac-
tua lly living manifestations of the city, which makes 
sense since the beings maintain most of the infra-
structure that makes the ci ty work. 

Mo t of the t ime the dabus are found repairing 
what' broken in Sigil. They keep the sewers and cat-
acombs beneath the treets from crumbling, they cut 
back the razorvine when it grows too rampant, hey 
patch the cobblestone streets, and they repair the 
crumbling facades of the city's buildings. To most, 
the dabus are nothing more than cryptic workmen. 

However, some berks discov r another ide of 
their duties, because the dabu also work as agents of 
the Lady of Pain. Sometimes they appear to punish 
those knights who've gotten too forward in their 
plans, and sometimes they arrive in force to put 
down riots, but they're not concerned with normal 
crime. Lt' the factions that are left to deal with the 
thiev and murd r rs in Sigil. The dabus only show 
up when there's a threat to their Lady, and that's u u-
ally a ign that another one of the Mazes is about to 
appear. 

TH£ C$D£ $f CE&NDUC+ 

So what's a blood got to do to avoid the Lady' at-
tention? What are the laws of igi l? 

There aren't many. 
Sigil's a pla e where anyone and anything can 

happen, and a lot of it" doe . The Lady of Pain's not 
interested in the petty squabbles of day-to-day af-
fairs . A murder here, a mugging there - that' not 
her concern because the Hannonium can take care of 
it. The Lady of Pain only take action against threats 
to the security of Sigil, and that means her security. 
The things she won't tolerate include a berk trying to 
break open the portals o a power can enter. finding 
a way around her astral barrier, slaughtering the 
dabu , tearing the city down stone by tone, or incit-
ing general rebellion against her rule. The e aren't 
the deeds most bashers are likely to try, so most often 
th Lady just exists in her peaceful fierceness. 
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It is possible to get pul in herd ad-
book for less than Sigil-shallering deeds, 
though. All a bcrk's got lo do is mak 
the f'olk r Sigil question th Lady's 
power. Too many killings or crimes'[] 
make the folks or Sigil nervous and rc;:ir-
ful, and they'll start wond ring if sh ,•s 
got the means to prot ct them. Given 
that, it's no surprise that the dabus 
start looking real hard For the crimi -
nal. Lasting power comes from k cping 

the population happy. 
It'd eem natural lhct! the factions 

would alway be threatening the Lady' 
power, too. Arter a ll, each one' got Lh ir 
own idea of ju t what's proper and right for 
Sigil, and these are ideas that don't always 
include the Lady or Pain al Lhe top or things. 
Fa t i , if they go too far she'll crack them 
lik be tic . Now, the factols arc wise 
enough to sec that Sigil' a safe haven f'rom 
their enemie beside being the best way to 
get around, and no f.:iction wants lo get it -
self spun out of Sigil. Philosophic who 

foolishly challenge the Lady's power get 
Mazes all their own. Given the choice of' 

not holding a given id a or winding 
up in the Maze , it's ca y to ·cc why 
some philosophies have died off. The 

most often told tale's about the Com-
rnunals, ·ocl who held that everything bc-

lo nged to everyone, including the Lady's 
hare of the pow r. One day, e/leryone in the 

Communal headquarters (the ity Provisioner's) 
vanished. The best guess is they were all trapped 
into one Maze in the Ethereal Plane. Pretty quick. 
no cutter admitted being a Communal but it's said 
there's still a small colony of true believers ouL on 
the Astral somewh re. 

Given that example, it's no surprise the faclions 
police their own. 

TH£ R$LES EDF +HE 
fAC+IEDNS IN SIGll. 

For the faction , the best way to stay in the Lady' 
good graces i to run part or the city. Thi is some-
thing most factions try to do, though some are more 
uccessful than others. A Guvner believes in laws, 

so it's a loL easier for him lo work the courts than, 
ay, an Anarchi t, who doesn't believe in the system 

at all. 



Now, no faction fully trusts another, no matter 
how noble or tru tworthy the ir goals might seem, 
and everybody wants a play in the game. That' why 
the city offices are so div ided. The Doornguard 
doesn't want the Harmonium to have the final say, 
and the Guvners and the Xaositects both have dif-
ferent ideas about what's good for Sigil. The solu-
tion, then, is for every faction to have a role. Som 
are official, like the Guvners' contro l of the court . 
Others, lik the Anarchists' refuge for the unfit, fill a 
needed but unrecognized role in the city" life. Each 
of these parts is defined below. Only the Outsiders 
are left out; the poor Cluele have no real role in 
Sigil's life. 

THE A+HAR 

Depending upon who a body asks, the Lost are eilher 
loya l upporters of th Lady or vile pies. They've got 
no offi ial po ition in Sigil, but they figur it' their 
job to watch the doing of the various priest in the 
city. Anytim som yapping cl ric tart to become 
too powerful, the Athar'll act. om times they spread 
rumors to bring the priest down a bit, other times 
they trike more directly. In an odd way, the Athar 
and God men often work together. 

BELIEVERS EDf +Hf: SEDURC£ 

Like the Athar, the Godsmen don't have authorized 
job in the government. From the Great Foundry, 
th y take it upon themselve to be th pea e keepers 
of Sigil. After all, everyone could become divine, and 
it would be a shame to pul a potential power in the 
dead-book before it reaches its destiny. They consider 
their sacred duty to keep the peace between warring 
faiths {and they'll use sword to do it if they must). 
At least until a sod proves to a Godsman that he' no 
power in the making, he can expect a fair shake from 
the believers. 

THE BLl:AK. CABAL 

For a group with such a miserable outlook on life, 
the Bleaker are the most charitable faction in Sigil. 
These cutter have taken it upon themselves to run 
an almshouse for the ick and insane. Not that it's a 
great pla e - the Bleaker have ome pretty trange 
idea about treatment - but at lea t a od can get a 
hot m al and a bed from them. 

THE oeemGUARD 

This faction control the City Armo1y, and with good 
reason: As far as they an see, there's no better sym-
bol of decay than weapons of d tru tion and death. 
It makes sense, too, because by controlling the Ar-
mory they're also keeping the tool of order out of 
th hands of their rivals in the Harmonium. 'Course, 
110 other faction 's going to let these bloods police the 
city, anyway - a gang d vol d to ntropy ain't x-
actly going to promote law and order. 

THE ous+mt:N 

The D ad have a job that suits them well, and one 
that nobody else i keen on anyway. In the Mortuary, 
they're the ones who dispose of Sigirs deceased. The 
Cag doesn't have spac for graveyards or crypts, so 
the bodies of her citizens get dispatched to other 
planes. The e portals lead directly to mortuaries and 
oth r place of death on each plane, and those on the 
other sid are expecting nothing but dead bodies to 
come through, so those cutters who somehow man -
age to sneak through any of the c door arc in for a 
nasty bit when they pass through. The Dustmen han-
d I e all this work, and for the most part nobody 
minds. Then again, there's always the uspicion that 
the faction' keeping a few back and reviving them 
for its own purposes .... 

THE REASEBN WE.RE ,L HERE? 
I+~ BECAUS E WE'Pf DEAD 

EVERY LAS+. LIVING EBNE <BF US . 

fAC+EDL SKA LL E!lf +He ous+mEN 

TH£ fA+ED 

The Takers handle the most hated and needed task in 
the city: They contrnl the Hal l of Records - a vital 
piece of city administration. They record property 
deeds, births, and deaths (wh n some od bothers to 
notify them). This isn't what makes them hated 
though. They're also the tax collectors, a job nobody 
thanks them for. With their "I got it, you don't" atti-
tude, the Takers are perfect for the job. Now, having 
all this jink could be trouble for the other fa tions, so 
they all keep the balanc by trying to pay as little as 
pos ible. If things gel too bad, any faction can al-
way appeal to the Guvners - their control of the 
courts gives them the means to keep the Fat d's 
greed und r contro l, and the rest paying th ir taxe . 
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THE fRA+ERNl+Y Qf G)RDER 

The Guvners are a natural to act as judge and advo-
cates. They believe in law and don't like breaking 
them. The Guvner run the city court , from the 
small ward courts to the High Court of the city. They 
also make the best advocates for pleading cases, so 
either way their raction tends to win, which keeps it 
fair. Their abso lute belief in Law makes them chill-
ingly legali tic. till, the Xaositects and Harmonium 
are both happy the Guvner don't get the power to 
create laws only enforce them. 

T HE fRf: E l-EAGUE 

Buying and elling i what keeps Sigil alive, and th 
Indep are there to make sure there's always good trade 
in the city's markets. Their job's not official, but these 
utters still make ure that every mall m rchant' g t-

ting a fair chance. They don't like the high-up guild 
fixing price strangling competition, peeling their 
partners, or hiring bashers to b at up rivals. Since they 
don' have an official rank, the lndeps use criers ru-
mors, and "friendly advice" to keep the markets more-
or-le s honest. If they must, they'll bring a case to the 
Guvner , bu they don't lik relying on others. 

THE HARfflE&NIUm 

The Hardheads, alway sur their's is the only way, 
have muscled themselve into control of the City Bar-
racks, which means the City Watch i theirs. Members 
of the faction take it upon them elve to arrest ho e 
th y think ar breaking the law . Th ir hard-liner view 
of order mean th y're pretty eager to crush crime, but 
th ir laws and Sigil' laws don't alway match so they 
often arr st peopl who aren't really a ting ill gaily. 
Fortunately, a sod arrest d by the Harmonium's tried 
by the Guvner , who are strict abou what's legal and 
what' not. With the Doomguard controlling the Ar-
mory, the real ools to run Sigil the Hardhead way are 
k pt out of th Hannonium' hands. That suits every-
body but them just fine. 

PI KE I+. BERK! 
1·m THEBR"S PREBXY. 

iW Y9UR LAWS 
DEBN'+ APPLY :e mE. 

- LAS+ WE&RDS er fRANE&K 
Ht:IDEN , + e A fflERCYKll-Lf:R 

THE IDERCYK.11 .. Lt:RS 

The Red Death has a job which it perform with rel-
ish: punishment. Now the Mercykillers'd much prefer 
to hunt down, try and puni h criminals themselves 
but that's not something the other factions are too 
keen on. The faction is too rigid in its views, and 
t lling a Mercykiller to pik it is just not an option. 
Still they're well suited to the task of running th 
Prison and arrying out sentences. Aft r all, what 
happen to a criminal who' b en an ted, tried, and 
sentenced is only just, and who better to admini er 
justice than the Mercykillers? 

TH £ REVE&LU+IE&NARY LEAGUE 

The Anarchists don't have an official role and ar n't 
even organiz d enough to have an unofficial one. 
Still, their belief in pulling down the y tem do have 
a twi ted virtue in the work of the city: They're a 
haven for those who don 't - indeed, can't - fit into 
the plan. Anarchists are proud of the fact their kind 
can be found anywhere, lurking in th tr ets as harm-
le -s eming clerks or wand-wielding wizard lending 
a hand to loners in trouble. These blood keep Sigil 
alive and trying, or at least that' how they see it. 

f I Rs w E GE ... R I D ,]) f -t- H - EB L D EB R D E R . 
THEN I, E"LL WEBRRY All©U+ HE +RU+H. 

- BERINGE El f' +HE ANARCHIS+S 

THE SIGN El)f El)Nt: 

The Signers' confid n e that each berk' the cent r of 
his own universe makes them probably the only folks 
who can actually govern igil ... a much as the 
Cage can be govern d. They run the Hall of Speakers, 
where the high-ups meet to make the laws of the city, 
and they settle feuds hand) treaties, and do all the 
other legislative things that keep Sigil running. 
'Course, th Sign rs aren't the only ones on the 
Council - every faction and pow r bloc's got repre-
entatives - but the Signers are the only one who 

can preside over h essions. Knowing ev ry cutter's 
the center of things, the Signers make sur that 
everyone gets their say, and that's the on ly way to 
keep the session meeting. Other faction may not 
like th Signers, but they respect the faction' ability 
to keep ity busin ss on the tab le. 

• 66 • 



TH£ seCl£+Y EDf= S£NSA+IEDN 

The en ates don't hav an official role either, but 
every blood knows the city'd go mad without them. 
In their ndless quest to experience everything, the 
Sen ates make ure that theres plenty entertain -
ment and diversions flowing through igil. Herc's 
the dark that make it important: What basher wams 
to be around when a lesser baatezu gets bored? Sound 
bad? Now multiply that di a ter by tanar'ri, modron, 
tiening, prime, bariaur djinni, yugoloth, and more. 
Thanks to the Sensates, there houJd be something, 
omewhere in Sigil, that'll uit v ry taste. Pl a ure 

i the balm that keep Sigil from fevered rage. 

TH£ TRANSCEND£N+ EDRDER 

The most universally accepted of all the factions, 
the Cipher ar natural advisers. They 
want th perfect union of thought 
and action, and they mbocly he 
qua Ii ties that oth r fact ion lack. 
To the Guvners, the Ciphers are 
the compassion missing from 
the coldly legali tic courts. To 
the Harmonium they try to 
lend tolerance, lo the 
Mercykillcrs they preach 
order, for the Xaosilect. 
they·re the voice of tability, 
and o on. Their advice 
usual ly gets ignored, and 
some basher'!! take a poke at a 

ipher for hi troubles, but 
that' the play or thing and 
they're ready to deal with it. 

TH£ XAEDSl+EC+S 

Chawmen have no claim, no take in 
th ci1y. Too capriciou for ruling, t00 

uncontrolled to judge others. loo free 
to follow ord rs, the Xaositects from 
their hole at the center of the Hive, are the 
voice of the di ·po sessed. They don't just 
represent tho e poor sod who don't have any- , 
thing - the haosrnen become them. Security, 
warmth, su tenance, non of the e thing matter. 
The Chao men lurk on the edges of order, eager to 
pull down the ca c that's just been built. Along wi1h 
the Anarchists, these wild addle-coves are part of 

what makes Sigil alive and constantly changing. Per-
versely, their attempt to Lear everything down i 
part of what keeps th city con tantly bui lding. 
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ITTAKING AND 
SPENDING meNEY 

A city can't survive unle sit has things a body 
want . Some place , like lronridge ( ee page 37), have 
gold, gem , and ore. Other , like Xao (page 50), are 
home to famou arti ts. Cur t (page 35) draws mer-
cenaries and Ribcage (page 46) only creates pain, but 
every burg has omething to offer. 

Sigil's no different in that respect. The Cage has 
got its specialtie , along with i secret . ·course, 
Sigil' not like cv ry o h r town out ther , ither. For 
one thing, it's got no natural resources unless a sod 
counts razorvine. Nobody com ·s to igil for it min-
eral , lumber, or produce. All these things come from 
el ewhere. The city's con tantly importing even the 
most basi commodities: meat, grain, vegetables, 
fruit, wood, iron and stone. To do that, Sigil's got to 
have something to sell. 

Not surprisingly, it's the portal that keep the 
Cage from tarvation. Sur , a cutter's free to travel 
through them wi1 hout the lighte t bit of garnish, 
but tho e portal go ei erywhere, and that means 
euerywhere passes through the City of Doors sooner 
or later. igil' the on place that reaches the entire 
multiver e. Not only do bodie of all stripe pass 
through the streets - cha ing business, pleasure, and 
adventure - but goods from everywhere go along 
for th rid . Looking for a job or a good time, or 
both? Looking for bronzewood from Gerth? Ne d 
fire wine from Tori!? Want the feather or a phoenix? 
Sure a cutter could wander out on the Great Ring 
and beyond, but it' a lot ea ier to pass through Sigil 
first. 

So, the fir t busine s in Sigil is putting up th 
traveler . In another world and time it might be 
called tourism, but here it's just accommodating the 
travelers - and what an assortment they are! lt's not 
just a matter or having the best inn - a landlord's 
got Lo specialize. Is he going 10 run a kip that caters 
to humans or fiends? There· stable-inn for bariaur, 
fir -pits for efre t, th - boisterous tavern favored by 
Arborean einheriar, and more. Everybody coming 
here expect to find the comforts of home, and 
mart landlords in Sigil ain't about to disappoint 

them. 
All these folks lead to the second order of busi -

nes in the Cage: trade. Everything from anywhere's 
got the potential to pass through Sigil, so it makes 
sen e that there's merchant buying and selling it all 
right here. There's the Great Bazaar, where stall-
keeper from a hundred worlds e up shop. There' 
backstreet merchants who'll get a blood anything -

for the right jink. There's r spectable and shady, too, 
and a cutter's got to be careful of what h buy . After 
all, Lhere's a lot of cross-trading knight out th re, 
waiting to bob and p I with fats good any ba her 
they can. 

With all the merchant to erve the traveler , 
other folks have set up shop here, too. Wizards in 
particular find Sigil's a good place to practice their 
trade. A lot of swag that's intere ting to them, magi-
cal and nonmagical, passes through the Cage. Then 
there's mercenaries of all stripes, who come because 
the merchants need bodyguard , bill collectors, and 
damn fools willing to risk their neck bringing ba k 
a hordling's tusk. The e folk breed more needs and 
ervice in turn, until the whole thing start feeding 

on itself. 
Sigil's got another unique property to offer folks 

from other planes besides it portals, and that' its 
location for making magi . words, armor, and the 
like that're made in Sigil lose fewer or their magical 
bonuses than thing made on most oth r plane . A 
word made here loses only one plu out on the 

Great Ring. Compare that to a perfect blade from 
Mechanu - on most other plane it'll lo eat least 
two pluses. About the only other plane that' any 
better for making magic is the Astral, but that's over-
run by githyanki .... 

Sigil does a fair trade in the forging and selling 
of magical items, but that doesn't me, n th re· magic 
hop on every corner hawking row of potion , 

scrolls. and blad . Instead, there· a fair number of 
"eolle tor ·· who'll have a mall shelf of minor magic 
made by crartsm n in the city. A cutter hould be 
warned, though that prices ar high - he'll usually 
spend no less than 5 000 gp for each basic plu or a 
weapon. That culler be l not hope to find anything 
really amazing either; weapons that good just don't 
get put up for sale. 

Wh n it comes to currency, Sigil's got a real 
··go for it" attitude. The merchants have worked hard 
to make it easy to pend jink. They'll ac epl stan-
dard coinage from most any place. so long as il's 
gold and silver. A gold coin from Toril's not much 
different from one or Oerth's gold piec s. 'Cours , 
the DM can use differences in size, weight, and rar-
ity as excuse to haggl ("lfll cost double. That 
jink's tiny, not a proper size at all."). A PLAN ESCAPE 

campaign's not about exact money-changing - any 
player who wants that might as well go be a banker 
- so the type of coin folks use can just be treated as 
normal gold, silver, and copper pieces. Sure it may 
be minted in th lik ne s of hideou Juiblex, but 
gold is go ld. 
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THE TWED 
fflE9S+ lfflPE9R+AN+ 

Pi=EBPLf: IN SIGIL 
... and how they got to that status. The second part's 
ea y: These cutters bought their ways into power. 
Folks in Sigil almost respect that, and besides, no-
body an argue with them because it's worked. 

Anyway, the highest of the high-ups in Sigil -
not counting the Lady of Pain, of course - are Priest-
ess Erin Darkflame Montgomery Facto) of he Sen-
sates, and Duke Rowan Darkwood Factol of the 
Fated. The priest ss is the head of the largest voting 
bloc in the Hall of Speakers, and Duke Darkwood i 
coming on as the fastest and most powerful opposi-
tion he's Likely to face. The two of them, th ir per-
sonal itie , and their conflicts shape a lot of Sigil's 
everyday life. 

t: RI N DA RKf LA m f: 
e Gemt:RY 

Female human planar 
Facto! of' the S n ates and 
9th-level priestes of Diancecht 
Lawful good 

SI 9 h1 14 
0 13 W1 17 

01 14 ('11 18 

HI' 45 \( 5 l l lA(U 16 

1'111 ')1, 1, ,· All , Animal, Creation, Divination, 
Healing, Plant, Protection 

l'I 11 ~/ 1 1 I 6/6/4/2/ 1 
G, 111, r,1,1h: All pells of the Healing sphere are 

considered one level lower (to a minimum of I t 
level) for purposes of memorization and casting 
(a cure serious wounds is treated as a 3rd-level 
spell, for example) 

P, 10NI< Wu u T \1 1 NJ : Lend health 36 PSPs 
M •\tdl Al l 11A.1s : Wa11d of magic mi siles, purple ioun 

stone (holds up to eight pell levels, set in a sil-
ver tiara), crystal mace (+2 v . normal creatures 
+4 vs. evil creatures, double damage vs. crea -
ture linked to the Negative Energy Plane, cre-

ates circle of sun motes once per day) 
ee Tome of Magic 

Statuesque, smart, and ensual, Erin Darkflame 
Montgomery is no cutter's help less doxy. She's a 
complete person, and being a woman (maybe a hin-
drance in some places) hasn't made her any less ca-
pable of dealing with the seductions, intrigues, intel-
lectualism, and dangers of Sigi l. Though she's no 
more than average height, the combination of inner 
fire, lively green ey s, and short auburn hair make 
her more than unforgettable. Yet for one so strik.ing, 
she show little of the vanity folks as ociate with 
good looks. 

Erin Darkflame Montgom ry was born and 
raised on the Outlands, in the realm of Tir na Og (see 
map). There, her philosophical bent, p ionic talent 
(discovered at an early age), and good heart kd her 
to become of a priestess of Diancecht, the Celt.ic god 
of heal ing. For many year or her youth he erved 
the god well, curing all who came to her. She didn't 
choo e friend or foe, being only concerned with the 
hurt and suffering of others. Thal view uited well 
the plane's view of balancing good and evil. order 
and chaos. 

It was in the aftermath or a Blood War raid that 
her peaceful life began to unravel. It started when a 
tanar"ri high-up figured a feint through the Out-
lands was a good idea. Well, the leatherhead was 
wrong. The folks of th Outlands managed to tak 
the fiend 's plan and pike it, but the prob! rn wasn't 
over. Renegade tanar'ri escaped into the plane and 
some of these raiders hit Erin' burg. Although the 
local won the battle, the injured taxed Erin' heal-
ing powers o much that when the wounded fiends 
were finally brought to her, sh could do no mor . 
Several of them died, including Za'rafas, a favorite 
of one of the Abyssal Lords. Those fiends who re-
turned to the Abyss blamed her for Za'rafas's death, 
and she b came their scap goat. Now he had a 
worn enemy in the layers of the Abyss, one who in 

fit of melan holy occasionally ent assassins in 
Za ' rafas's memory. 

Fearing for the safety of her village, Erin took to 
adventuring far from home. Gods only know where 
he wandered, since the woman's pretty clo e-

rnouthed about it, but somewhere she earned the 
right to use the title, Lady Montgomery of the kylar-
ian Knights. She's also hinted at her hatred of th 
Pax Jmperica - probably some empire she encoun-
tered on the Prime Material. 

Finally, her wandering brought her to the 
Cage. She became a Sensate there, as their view 
matched h r wild wanderlust and pa sionate b auty 
(and she is beautiful). She wasn't an addle-coved he-
donist though, which is something that' destroyed 
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more than one over-eager ensale. he und rstood 
that experience meant more than plea ure, that 
sen ing was the way to knowing. Erin learned 
quickly progressing through a series of cholar , 
lover , and chefs among other thing . Her grace, 
beauty, and diplomatic skill didn't hurl in a quick 
rise to power, either. 

Now Erin' th facto! of the S n at . om ay 
it's imply b cause he look good for the pan, but 
tho e who di mis her like that ar mo t likely bitter 
from dealing they've had with her not to their lik-

ing. The woman' secure in h r position ecurc 
enough that she doesn't even bother with 

magical armor or other protections. She 
figures Sigil and her own reputation ar 

protection enough. R putation she's got, 
too: kind and loving one minul , a cold-

willed blood the next. She's got the love of most of 
the Sensat to boot, o on ly a leath rhead'd ever 

try to pike her in a foul fight. 
In part because he'. charming 

and more becau e she's hard, Erin' 
got a lot or way in the Hall of 

Speakers. The Sign rs naturally tend 
to agree with her positions, as do the 

Guvners, but Erin' even been able to pull in the sup-
port of the Bl ak r and the Xao ite ts when the 
need really demanded it. 

Currently, Erin' watching th rise of Duke 
Darkwood, cakulating the threat and the mov s she's 
going to have to take if he ever becomes too danger-
ous. 'Course, not all her ime i spent in plotting, and 
she's sometime seen in the company or her longtime 
half-elf paramour Cuatha (Pr/ o he/RI 5/S2/LG) an 
Outside r she met during her trave l on the Prime 

Material Plane. 



D U Kt: R E9 WAN DARK W ElHD D 
Late of Vaa a and formerly Protector of the North, 
Guardian of the Great Glacier 
Male human prime 
Facto! of the Fated and dual class 19th-level ranger/ 
20th-Level priest of Heimdall 
Chaotic good 

Sil{ 20 
D1 x l 7 
Con 20 

IIP 104 

l 17 
Wis 20 
(JII\ 18 

AC -3 TH/\CO 2 

S111II li~1M1 NI1I1c;: Cause fear, chann person, com-
mand, .forget, .friend , hold per 011, hypnotism, 
ray of e11feeb/erne11l, scare 

S1, 11 51'111 HI s: All, Combat, Divination, Guardian 
Protection, Summoning, Sun 

Sl'llt'>/L1v11: ll/ll/10/11/7/5/2 
Gi<AN 11 D Powl Rs: See up to 100 yard , day or night; 

hear any sound within 500 yards 
R,\Nld l{ /\uu 1111 s: Animal empathy (-6 to aving 

throw), hide in shadows and move ilently 
(both 950/o. studd d leath r or I , halved in 
non woodlands) 

Sr-1 lits [NI.I\IY: Giant 
MAlJlt \I 111 MS : word +2, gia11t slayer, ring of 

protectio11 +5 (not ffectiv with armor), +3 
splint mail, portable hole, red ioun stone 
(water breathing), brooch of hielding, po-
tions of hill giant control and growth 

Duke Darkwood's certainly an imposing figure 
tall and whipcord L an, his tanned skin a mesh 
of scar even magica l healing couldn't hide. 
Hi hair is long, bound back with a leather 
thong, and alma t silver to match hi eye . 
He might have b en handsome, but years of 
hard living - too many broken noses and 
too many ares - have left his features fur-
rowed and craggy. Except during the most 
formal occasions of state, he dresse in 
the plain, homespun, workmanlike 
clothes of a common ranger. Yet even 
in the mo t common garb, the duke is 
nothing if not striking. 

Wh r rin Montgomery is charm-
ing, per ua ive, and w 11 settled into 
th how of things in Sigil, Rowan 
comes across as a hard-headed 
ba h r. He's shooting up like a sky-
rocket and isn't too concern ·d 



about who he ruffles 
on the way. Thinking about 
it - that alo ne gives him all 
the qualities lo be the facto! of the 
Fated. he reason he can get away with it is just be-
cause he does - there a in't many berks out there 
willing to chall enge him straight up. 

Rowan's every in h the se lf-made man, an d 
there's parts of his life that he' ll boastfully tell a cut-
ter about. Although he usually gives his home as 
Tori ! (o f the FORGOTrEN R EALMS ca mpaign etting), 
the truth is he was born on Oenh (of the GREYBAWK® 

world) as the th ird on of a petty noble. There 
weren'1 any prospects for him there.\ so his nrst act in 
creating himself was to go out and learn the ranger's 
trade - hardly the ca lling for nobility of any rank. 
S1ill, he did good by it and eventual ly set himself up 
a sma ll fief, thus li ving up to hi family' nam . 

All that ended in a magical mishap with a deck 
of card . For reasons he won't say, it earned him th 
hatred of a lieutenant of Baator's Dark Nine, who 
eventually caught him and did somet/1i11g to him. 
Rowan nev r ta lks about what happened to him, but 
bloods with good memories from Oerth repon tha he 
vanished for more than a decade, and a f w planar 
basher r member eeing him in lhe lower reaches of 
1he Great Ring. When Rowan fina ll y returned, he 
found that Oerth had changed, and his old life was 
long gone. 

That wou ld've done in most sods, but Rowan 
wa n'l the typ to stay sLill. He'd seen the planes and 
they fasc inated him, o he learned the way of g t-
ting around and set out to adventure in the mu lti-
verse. To hear him tell it (in hi most convincing 
bluster). he drank from Mimir's well, wa Heimdall' 
right hand, and \ngl -handedly sav d Ysgard from 
total de truction . Whether it' true or not, somewhere 
along the way he became a pri st of that power and 
ro c quickly through the rank . ertainly his adven-
ture were enough to literal ly remake him elf until 
he was stronger, fitter, indeed be ter 
in almost very way than those 
9round him. 

Primes 
from Toril pick up his trail from there, for 

som eone matchin g hi s type was supposed lo have 
helped crush the witch-king of Vaasa in th Blood-
stone war . The Duke never aid it was tru , although 
he adm it the conne tion lo Va a a, but he never de-
nied it , either. It's quite possible he rebuilt himscl f 
again, this time as a High Priest and noble lord in 
that northern region. 

Now it seems that Duke Darkwoocl's found Sigil. 
He's only be n in he Cage for about a year, but ai-
r ady he' staked hi claim to the leadership of nie 
Fated . Passionate about the cause of good and the 
glory of Heimdal I, Rowan seems determined to carve 
himself a new fief in the very heart of Sigi l. Given 
what he's already done, who's to tell him it's impos-
ible? 

The Duke' a driven man, both lo hi credit and 
h is harm . He beli ves in good and he cares for 
people, but he's also ob e ed with success. lie can't 
accept obstacles, rules, or limits, so he's always try-
ing to push further Lhan anyon lsc. For al l hi wit 
and wi clom, he ' not th negotiating type - act ion 
uits him more than word . He'll glad ly break those 

he thinks de erve it, and he ha few qualms about 
team-rolling any opposition. In igil he's made al -

most as many nemies as friends, and it doesn't seem 
to maller. 

Duke Darkwood' greates challenge stand be-
fore him. Fir t, there's Erin Montgomery and Lhe bulk 
of Sigi l's rul ing cla s, but they're trivial in compari-
son to what waits behind them. It's the L:=idy of Pain 
he's really preparing for, because the Duke's no 
I ath rhead - he know lhal someday they're going 
lo clash. 
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IGIL 
WI+ 

SEB YEBU ' RE LEBEBK I NG 
FffiR +fl SECRE+ (!) tl-iE 

muL+ IVERSE. 
EH. CU -+ER? 

GE+ LEBS+. 
Ar--.[ +HEN YEBU "LL 

Fl ND I+. 

DARREBL VING . 
A ous+mAN 

Sigil' a big pla e, and it's ju t not possible to cover the city with a 
detailed street-by-street guide to all things inter ting, userul, un-
usual, and outright bizarre. Doing that would have meant talking 
less about all the other things a DM needs to know about the planes. 

(Eventually some blood'll get around to mapping the Cage, 
street by street, though .) Anyway a party of basher checking 
out Sigil for the .!irst time probably won·t want to learn very 
corner of the Cage right away. Rather, there's certain place i11 

th city that they'll be looking for, and that' what this se tion 's 
all about. The goal her 's not to leave the DM hanging with a 
big street map and no idea or what to do with il. Instead of try-

ing to tell everything at this point, it eerns much bet-
ter to show, teach, and advise on how to 

make Sigil a blood - DM's own. In-
stead or saying what's on what 

street. th is sec-
tion tells th 
DM how to 

decide wh at 
belongs in the 

Cage and where h or 
he should put it. It allows him 

or her to build a neighborhood in the ward of his or her choice, one 
that wi11 be the adventurers' tamping grounds. That means doing 
more t han just describing ome interesting buildings, although tha t's 
done here, too, so here goes: 

The first thing the OM should know is that almost anything can 
be found in Sigil - almost any shop, guild, temple. house, bu iness, 
indu try, laboratory, or library can be put in the Cag . A/mo I is the 
key word, now - Sigil and the PLANESCAP E setting hav got a feel that 
could be ruined by throwing ju t anything into the pot. The points 
below make this dear. 

I. urc thi is a weird place, but it ain't science- fiction. Don't stick 
in stuff that i n't medieval in flavor. It's pretty obvious Lhat space-
ports wouldn 't belong, but a DM' got to re i t the urge for things 
like blaster as neat weapons, magical devices that fee l a lot like 
computer networks, intra - city Leleportation chambers, and cry tal 
ball phone syst ms. 

J ike the first point, thi ain't some prim -material 20th-century 
world, neither. A lot of DM forget that life wa different in m dieval 
times - not just th buildings, but also the conventions of trading. 
The DM hou ld n't go ticking in things like as embly lines, g neral 
store , travel agen ies, clerk-staffed hospitals, newspaper stand , em-
ployment agencies (let Lhe faction headquarters do thal) grocery 
stores, or even publi street departments. Most folk in Sigil do or 
deal in one particular kind of thing. One baker makes nothing but 
bread, and another specializes in pastries. The armorer make armor 
but he do sn't make w apons, and so on. Remember, a man either 
makes something or sells something omebody el e made. People who 
provide nothing but services, like cleaners and investment adviser , 
ar called servants and councilors. There aren 't things like ba nks with 
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urity vaults (what cuuer'd 1ru t hi fortune to another in 
Sigil?) or travel agent who'll arrange tickets and re erva-
tions for a berk's xpedition out to the planes. When the 
play r characters want several things, they've got o do a lit-
tle leg work. Don't drag it out. but ju l remind them when 
their characters are gathering equipment that they've got to 
visit five, ix, eight, or ten different ·stalls in the Great 
Bazaar. 

J. Don't treat magical item like machinery. Thi is a 
fantasy game, so ifs got magic, but it' got to feel 
magical. If a cutter' built a golem, h ' not going 
to u e it ju t to toke hi furnace. Sure a pfrson 
can buy or sell magic h re, but there aren't 
any department stores and such tha do 
Urnt. Make play r char-
acters run around to get 
what they want. It give . 
them a reason to xplore 
Sigil. 



4- Avoid cute little businesses like Wanda's Tea 
Shoppe or The Golden Bariaur Beauty Parlor (which 
also goes against th econd point). The reader may 
have noticed that Sigil' not a cute place. Encounters 
and locations done for a quick laugh'll sink the tone 
of Sigil faster than lead weights. That doesn't mean 
there's not stuff that' funny, pleasant, relaxing, 
peaceful and nice in Sigil - it's just not cute. 

5. Be inconveniently convenient. If the characters re-
ally want something in Sigil, it's probably there. 
Finding or using it, though, may not be easy. 

A fEW SERVICt:S 
EBf SIGIL 

Arter some generalities about what not to put in 
Sigil, here's some thing that characters will find in 
the Cage that might otherwise be forgotten. 

Teu+s 

There's a fair business in lo als willing to lead a cutter 
around town, either to show off the sights or take him 
to some place specific - whichever he needs. While 
there's no central guide agency, tout are found at 
most markctplac and gathered around the most fre-
quent ly used portal . 'Cour e, ornetimes a cutter's 
taking his chances with a tout - most are trying to get 
a cutter to a pecific tavern or inn because that's what 
the landlord pays th m to do. A few' II settle for quick 
money by peeling the customer or mugging him out-
right. Wise bloods are always peery of anyone who's 
too eager to help. 

fAc+e+u ms 

These are the official v rsions of guide . A factotum 
works for a pecific fa tion, and it's hi job to see 
that important vi itors get what they need, stay out 
of troub le, and don't see what they shou ldn' t. They·11 
do more than just guide a body around. They also 
know their way through the ins and outs of Sigil's 
politic . 

SEDAN CHAIRS 

These are Sigil's version of a taxi service. There·s 
not too many horses in the city, so most things are 
carried on the backs or oth r . A cutter can arrange 
for a sedan chair at the Great Bazaar and most of 
the important buildings, like the Feslhall. Each 
chair can carry two normal-sized folks and is car-
ried by four burly types, not necessarily human. 
There are some places, like the Hive, where edan 
chairs won't go. 

HARmeNIUm PA+ReLS 

The ever-vigilant Harmonium keeps the peace - or 
th ir idea of it - with foot patrol of I d3 + I watch-
men (Pl/var/Fl-3/Ha/var). Now. a Harmonium guards-
man's view of thing is that everyone should obey 
his orders which are generally lawful and good. Ar-
guing or trying to explain one's self is a sign of defi-
ance, which in itself is cause enough to arrest a berk. 
It's no surprise that when the watch sees something 
they don't like, most al l of the locals - not ju t the 
guilty - make themselves scarce. 

ce u RI E RS 

The be t way to get a message across town is to de-
liver it per onally, but most basher' don't have the 
time or luxury for that, so they have lo use some 
other means. A high-up man sends a servant, and a 
craftsman '11 make his apprentice do il, but most 
folks don't have either, so they find a courier. Un-
like guides, most couriers are fairly reliable so1is -
nobody with a public service job wants a dissati -
fied tiening looking for them. Beside , a courier 
makes his money delivering me sages and know 
he's an ea y target to blame if things go wrong. 
Even so no batch of couriers're perfe tly hone t, so 
there's a lways the chance something important 
might get lost or read by other eyes. All said, the 
best thing to do is to not go telling the dark of 
things to just anyone by writing it down and hand-
ing it to a stranger. 

LIGH+ B$YS 

With so many hours of darknes and gloom, and no 
system of city street lights, light boys are a common 
ervice. These arc usually street urchins who've got-
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ten hold of a co11ti11ua l light wand (probably by 
bashin g so me bubbed up wizard in a dark alley) . 
Light boys arc useful for more than just light, since 
most or them know a panicular neighborhood pretty 
well ~md can act as unoffici al gu ide or touts. 

BUSINESS SPEClflCS 

When the DM creates a place in Sigil, he's got to be 
wary of the th is-p lace-was-just-like- the-last trap. It's 
easy to fall into a rut when a body' making o many 
places al l ,1t once. To help the DM avoid it, here are 
some sugge tions for way to g iv common bu i-
nesscs new tw ists. 

TAVf:R.NS 

Player characters pend a lot of lime sitting in tav-
erns, it ecms, and there·s nothing wrong with a 
common alehouse. There's a lot more that can be 
found in Sigil, though. Fir l off, al l these folks from 
the plane have different tastes, and some taverns·11 
cater to just one. Th -re· taverns, dark and low. with 
a del"inite fiendish bend, made to appea l to those 
basher. from the Lowe r Pla nes. There's imitation 
mead halls for the einheriar of Ysgard, and humor-
le on ror the rigid thinkers of Mechanus. Some 
are boisterous with good times, others are riotous 
with sullen tempers. Taverns can also vary by the 
type of drink served; there's nothing th at ays every 
tavern has to scrv the same selection of ale and 
wine. Not only are there aleho uses and wine cell ar , 
but then there's di rl"erences even within those. 

INNS 

The difference between an inn and a tavern is usu -
ally that an inn offer more lodging and less drink. 
If lav rn erve drinks to suit particular cuslomer , 
inn cater even more sp cifical ly to the ta tcs of 
planar travelers. Aside from common human-type 
inns, th rc·s the stable inns of the bariaur plea ure-
stockcd inns lhat cater lo the ensates, communal 
githzerai halls, naming pits for visitors from the City 
of Brass, and even black-draped halls devoted to the 
tanar'ri or baatezu. Of the last, a cutter's best not 
knowing what th y·re li ke unle s he·s got a lot of 
friends with him. A berk can be in for a rude shock if 
he just wanders through the door without checking 
on the clientelc first. 

S+ABLfS 

There aren't many tab l s in Sigil, since most people 
get around the city on foot or by sedan chair. Stil l, 
there's a need for a few stab les lo put up most any 
kind of creature. Thi particular business is so small 
that the grooms can't choose to speciali ze in one type 
of animal or another, so a cutter doesn't need to be as 
particular about where he stables his mount as he 
does about where he drinks. Nevertheless, it pays to 
be watchful of what's stabled next to what. It doc n't 
do nobody ·rny good to put a einhcriar's pegasi in the 
stal l next to a fiend's nightmare. Thcre·s a lot or po-
tentia l for shor1 adventures in the mishaps that can 
occur when ome stabled beast get ki llrd or escapes. 

m A R.KE+PLACfS 

There's more than just the Great Bazaar in igil; a 
city th is large can't re ly on a single marketplace. 
Scattered throughout the age a rc places where a 
u ter can buy and sell all orts or things. 

All the markets are eilher day or night markets. 
ommon day market deal mo tly in rood anrl housi:-

wares, the stuff every sod needs for daily living. 
"Cour with a population like Sigil's, even the food 
gets strange. There's the regular 111 ats, vegetables, 
and fruits t11 at primes chew on, and then there's stuff 
to satisfy more exotic tastes. Slabs of quivering jelly-
like thin gs lhat a sod doesn't really want to know 
about can be bought, and there' fruits gathered from 
poisonousjungles on the Prime Material Plane, heaps 
of rare rock to suit the palate · of earth elementals, 
steaming cauldron of molten slag for the wandering 
mcphit - and that's just food; there's clay markets for 
all sorts of other things, too. Some markets specia lize 
in a single craft like go ldwork or weaving. Others 
offer a wondrous variety of wares from other plan s. 
Over in the Hive, a few shops are run by thieves. It's 
aid a ba her can go ther and buy back anything 

that was tolen rrom him !he nigh1 bel"ore, and al 
only a tenth of it' true va lue. 

The ni ght mark t offer a different variety of 
goods. Gone are the pots, ru gs, piles of fruit, and 
bo lts of cloth. From the shadows appear all the sell-

rs of entertainment and pleasure. Food stalls, jug-
glers, mu icians prophets, and bawds all offer their 
wares. Tho e shopping in the dark hours seek excite-
ment, distraction, and solace, and the night market 
- fa cinat ing and deadly - are only too eager to 
please. A cutter's got to be carefu l so that his misfor-
tu ne don't become another body's pleasure. 
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THE WARDS 

It's ea y for omebody like an Out ider to get th idea 
that igil' ju t a cramble of places without any 
rhym or r ason to wher they are. After all, the archi-
tecture doesn't make sense, streets are laid out in every 
direction, and th re's not even an uptown, downtown, 
edge of town, or city center to guide a body. Native of 
Sigil know, though, hat there' d iff rent part of 
town, that the city's divided into ward . 

Now, the wards aren't official. In other words, 
ther ' no map in the Hall of Record that hows the 

line where one ward ends and another begin . 
(The clo e t thing to it is the 

map of Sigil. included in 

this boxed et.) Everybody on of know wh re th 
boundari meet, yet depending on wh r he tands 
a cutt r could ask two folk what ward he's in and 
g t two different answers. Noth ing's officially orga-
niz d or done by wards, eith r. For instanc , nobody 
votes for anybody by ward (but then common iti-
zens don't get to vote for anybody, anyway) . 

Wards are used to help find things and p oplc. A 
basher looking for a good armor r goes to the Guild-
hall Ward, and barmics are u ually found in the Hive 
Ward. Wards also are used to give direction ("The 
Gold n Bariaur Inn? lt's on the third tr et aft r th 
big tatue in The Lady' Ward."). Wards can be u d to 
judge folks, too ; having a case in The Lady' Ward 
suggests a cutter' got power, even if some other 
b rk's got a bigger place in the Lower Ward. 

A k a local and she'll likely say there· ix 
wards in Sigil: The Lady's Ward th Hive Ward, the 
Lower Ward, the Guildhall Ward, th Mark t Ward, 
and th Clerk· Ward. Some folk' argue that the 
Hive shouldn't be included be au it' gott n 

smaller over the year , 
but most folks stick with 

the six because it' tradi-
tional. A rew scholar with 

nothing better to do point 
out the relation hip lo th 

Rule of Thr s (six an d three and 
all that) but tbis is probably nothing 

but wind to ju tify their calling. 
Within each ward are one 

or more faction headquart rs. 
The e building are more than 

ju t th c nter of a given fa lion 
- they're like islands for adven-

turing types. The faction headquar-
ter at ract traveler from other 

plane , and tho trav lers in 
turn attra t bu ine ses to 

serv th m. Furthem1ore, 
those shops are going to 
take on the character of 

their big neighbor. Around the ivic F thall 
where the Sensates cluster, player characters will 

find more alehouses, more win hop , more im-
porters of exotic good . In the streets around 
the Harmonium's barracks, there are few bu i-

·PIT 
fft,.: 
,tu 
. ' 

nesses catering to cu tom r from 
the Lower Plane . 

Thu , clu ter d in th 
b locks around ea h head-
quarters, a cutter's going to 
find taverns, inns, markets, 



and hops suited to the needs of adventurers, includ-
ing the player characters. This will always include at 
least two taverns and two inn , a stable, and at lea t 
one market that sells goods found on standard cquip-
mcn1 lists. Sin c getting around is important to the 
faction , permanent portals (see page 55) tend to be 
concentrated around the headqua1iers' buildings. In 
fact. niciny headquarters are actua lly built around 
portal to the factions' plane of major influence. 

With these "!'action island , "the DM can sav 
him elf lime and effon. Campaigning in Sigil can 
begin centered on a small n ighborhood with all the 
services that characters arc likely to need, aving the 
DM the task of trying to develop the entire city all at 
on e. All h needs to do i focus hi · attention on the 
one {or two) faction headquarters most often used by 
the player characters, and then gradually let thing 
grow from there. 

THts LADY'S WARD 

lt' always The Lady's Ward. not the Lady's Ward, be-
cau e they 're talking about the Lady of Pain here. 
Not that she's got a house there, or that she appears 
there more han anywhere else; the ward's named so 
because the greatest instruments of her might arc 
found th re. Of the six wards, this is far and away 
consider d th rich st and most powcrf'ul. Within its 
boundaries are the City Barrack . , the Court, the 
Prison, and the Armory - things that make for real 
wealth and power. Folk with both money and clout 
set their case in The Lady's 

For all it's majesty, Th Lady' Ward is till cold 
and lifeles ·. The regular hurly-burly or street lire is 
missing, a too many folks are arraid or the Harmo-
nium and the Mercykiller (and not without good 
reason). That sui s the residents ju t fine, because 
the rich haven't ever been fond of the idea of the 
poor camping on their doorstep. The life that goes 
on there, which is actually much more than it 
seems, is carefully hidden behind iron -gated wall 
and discreet facades. For the cutter that finds her 
way in idc, there· 1reat balls where rivals circle 
each other, where grand plots are hatched ov r lav-
ish dinner , and where crc1 affairs are hidden rar 
from sight. ... 

Hey, don't confu e pow r with security, berk! 
The ward' far from hone t. although a cross-trading 
knight who's nipping purses on the treef'II g t 
scragged in an instant. Just like their prey, the crimi-
nals of that ward think on a grand cal . The risks 
are great, but so are the rewards, and only the lincst 
of burglar can worm through the magical protec-
tion and alarms that safeguard the ward's lr asL1res. 
And only the wisest of hi ve can avoid the revenge 
that i ure to follow such a job. Nerve and luck arc 
needed i 11 equal measure. 

'Cour e, housebreakers arc small lish compared 
10 the real criminals. The corruption and graf'l in The 
Lady' Ward make a jewel robbery look petty. ec, 
the high - up m n who live here know the way or 
things - whom to squeeze ju. I when and for how 
much. Behind Lhe image of re p tability may be the 
ecret face of a hidden crime lord. 

Ward, and over half the 
city's temples are ba eel 
there. The Lady' Ward i 
the quietest and most orderly in 
the city, because only a 

HEY. I +HEElUGH+ f HER[ WERE 
EElNLY +HREE BE DREElEElmS 

IN +HIS HEBUSE . . '. 

1111 f'1,1-.11. The 
Mercykillcrs' headquarters 

look like everything a 
berk fears: It's a mass of 

grim ton and spik , 
surrounded by broad av-
enues. Sometime a cut-

ter'll hear a raint wail 

leath rhead'd make trouble 
in an area that's home to 

THIRIN 1£CEBBS . Af+J:R 

' GIVING +Hf LADY EBf PAIN 
both th Harmonium and the 
Mercykiller . 

+HE LAUGH' 

Not surprisingly, the buildings in rhi 
ward reflect the power and wealth of their owners. 
The Prison's a dominating, grim structure while the 
Temple of the byss - a cross between a portal to 
and a l mple celebrating that plane - soar danger-
ou ly in o the sky. The Barracks are dour and humor-
less, and the Court is regal and imposing. Naturally, 
every t mple here is designed to disp lay the might 
and glory of its high-up man. It's as if the multiver ·c 
itself had been min d of it' monuments, and all of 
them w re plac d here. 

from within, and when he 
does he doesn't slop walking. There's 

things a odjust don't want to know about. 
If ther ·s one up- ide lo the area, it's that the 

street-crime rate here is virtually nonexistent. There's 
not a cross-trading body around who's going to ply 
hi skills under the very no cs of the Mercykiller . 
There's too many rumors of them deciding they ca11 
arre t, try, and puni ha berk themselves, especially if 
their headquarters is clo e and convenient. Rigidly 
honest folk who've got th money and no vices at all 
set their ca es in the blocks around the prison. 
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The bu ine ses around the Pri on seem as gray 
and humorless as the cage, its If. The tavern are 
quiet, well-ordered places where nobody make trou-
ble, as on ly a ba rmy'd attract the attention of the 
Mercykiller squad drinking at the next table. The 
inns are spartan, with no hint of the temptations that 
some of th other e tablishments in Sigil offer. The 
markets are rupulously hone t, so the prices are 
higher here than ju t about anywhere else. 

Tmba,1 \ Forge. Located in a ide treet behind 
the day market, just acros from the Prison, thi 
smoke-spewing smithy produces fine nonmagical 
armor. he ancient Traban (Pr/ o d/Ft/LG) specializes 
in highly ornamental plate mail, uitable for tri-
umphs parades, and battle. All work i done to order 
and cost five - to-on thousand times the norma l 
price, depending on the workmanship. 

Traban's assisted in his work by his son Traban-
on (312 years old), grandson Tarholt (205), gr at-

grandson Tarholtson ( 138). and an adopted ogre, 
Coal-chew r. The latt r, with the family since he was 
orphaned at two, is an experiment of Tarholt's, who's 
curious to ce if an ogre raised in proper dwarf fa h-
i on can be reformed. So far, Coa l-chewer hasn't 
killed anyone. The family came to Sigil from Krynn 
about 120 years ago, as part of a sma ll exodu of 
dwarv s to the Outer Plane . Traban' got no plans to 
ever go back, although his childr n are al l curious to 
ee the homeland again. 

T111 CJ I Y Cm11<1. Of all the place in The Lady's 
Ward, this ar a·s got the most life. verybody, its ems, 
ome here sooner or later. Because it's got a publi 

funct ion, the Guvner's headquar er is divided into 
public and private halls. Tn the public halls, a cutter's 
going to find crim inals, citizens, witnesses advocate , 
clerk , accuser , and Mercykiller and Harmonium 
guard . It seem like disorganized chaos, but the Guv-
ners hav everything scheduled and tim d out. Jn the 
private parts of the Court, a body doesn't find anyone 
but Guvners and their gue ts. There, thejudges meet to 
di cuss ases and reach their d cision , oft n referring 
to the immense library of laws the faction's assembled. 

Outside th· Cour there's a number of taverns 
and inns to serve those attending trial . In compari-
son to other places in The Lady' Ward, th y're pr tty 
lively. rn comparison to places elsewhere in the city, 
they're damn d quiet. The tavern erve anybody, 
from thief to Hardhead, and there can·t h Ip but be a 
liHle life there. Mo tor the alehouses do extra busi-
ness selling meals to prisoner or running wine and 
be r o the back rooms of the Court. 

THI ARMORY. Home lo th Doomguard, thi head-
quarters is in lhe seedie t part of the ward. ln fact, 
some folks argue it's really part of the grimy Lower 
Ward. Like mo t of the other buildings in he Lady's 
Ward, its huge and dominating. Al l the windows arc 
covered with stone grates, and razorvine cover the 
lower waJls. The heavy iron gates mak it clear that 
the Doomguard' got the weapons and int nd to 
k ep them. However, ome or th hop in th neigh-
borhood spe ialize in custom-mad weaponry tha1 a 
blood can drop a lot of jink on if she knows the right 
words to get her into the back room. 

The treet around lbe Armory 
arc quiet, but that stillness hides a 
lot of inister activity. So close 
to the Lower Ward, thi area's 
the toehold of thieve and 
rogues seeking entrance to 
The Lady's Ward. lt' also a 
popular area for the wealthy 
to mingl with the lower 
classe , and for mercenari s 
and assassins lo meet their 
employers. 

l HF Ci n B \RR Al I\S. At 
the opposite end of the ward 
from the Armory is the 
headquarters of the Harmo-
nium, the City Barracks. Its 
a long, low two-story truc-
ture that forms a quadrangle 
around an immense parade 
ground. Unlike many other 
faction headquarters, the 
Barracks were built to look 
strong without in piring 
t rror. The Harmonium re-
ally wants people to like 
them and believe in their 
cause (and they'll u e 
force to get that resul t if 
they have to). Giv n their 
attitude, it's no surpri e the 
treets around there are the 

mo t deserted of all the 
ward. There's very few busi-
n s es in th Harmonium 
district, main ly because 
any merchant who doe n'l 
onform to Harmonium 

standards get himself ar-
rested. Sure, he's usually 
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released by the Guvners, but who wants to go 
through that al l he time? The taverns and inns in the 
area all closely follow the Harmonium orlicial Line. 

TH£ LC9WER. WAR.D 

It's argued that this area of the city isn't a proper 
ward at all, an argument that ignor s lhe fact there's 
no definitions of wards to b found anywhere. Cer-
a inly the Lower Ward' b en hrinking over th 

decade . Old-timer rememb r wh n it included he 
ity Armory and lhe Mortuary. (Young r folks and 

newcomer place the e in The Lady's Ward and the 
Hive Ward, re pectively.) Thi creat s a little confu-
ion between young and old. Whatever the bound-

ari s are, mo t sods agree that the Gr at 
Foundry is lhe center of 

the ward. Radiat-
ing out from this 
are lightless 
warehouses, 
smoky mills, 
ringing 
forge , and 
a host of 
oth r mall 
workshops. 
In this dis-
trict are concen-
trated most of th 
city's craftsmen. 

The ward got its name from the number of por-
tals to the Lower Planes that're found here. The c 
doorways have affected th natur of the place, o 
there s ems to be more smoke, st am, and cinders in 
the air than there hould be. Th Lower Ward' the 
ource of mo t of the foul indu trial mog that 
om times choke th city brownish-yellow blanket 

of stinging sulphurous gas that cling to the air and 
linger a a tench in clothes for days afterwards. Too 
long outside in the Lower Ward and a cutter's throat 
get raw and hi ey s teary. After a while, hi skin 
ab orb enough crud to take on a sickly tone. Hi 
eye · grow hollowed and dark, hi hair pal . The 
Lower Ward's the only spot from which a b rk can be 
placedju t by hi appearance. 

Folks in the Lower Ward tend Lo be ecretive 
and stubborn. Most of the craft men reel like they've 
got trade secrets, and they're always peery of 
strangers, even customer . Their moods aren't help d 
by the number of lower-planar types that haunt the 
dive and flophou es tucked in back alley , or by the 
barmies who slip out of the Hive by night to prowl. 
The Harmonium patrol aren't trong here, and most 
folk expect they've got to tak care or themselves. 

1111 G1·1 \ rrn1NDR'r. This is the headquarters of 
he Godsmen. The foundry's a dirty 
sprawling complex of workshops, 

warehouses, torage yards, 
and furnaces. The Gods-

men work it non-
stop. By day it 

belche 
smoke and 

steam and by 
night the dis-

trict's lit 
by its 

fires. The 
products 

of 



the foundry, petty metal goods needed by everyone 
throughout Sigil and beyond, are the God men's 
major ource of jink. They make tools, hing s, pots, 
nails. and anything else that can be fashioned out of 
iron. Th ir k.ills are not great; very little of their wares 
ar fancy work., but it's all strong and serviceable. 

The stre t around the foundry are a jumbled 
weave of work hops and worker's tavern . They're 
not luxuriou or particularly clean; when a cutter's 
been at th forg all day he tra k in a lo t of grime. 
Drinking and dealing are both erious bu ines . 
There's always somebody haggling over the price of 
goods. Other deaJs get cut there, too, for that's the 
neighborhood where men and fiends meet. Their dark 
talk doesn't get whispered out ide these doors. 

fhr .Sty.r Oarc;111a11. If the name doesn't give a cut-
ter a clue about this kip's ambiance, the tietling guard-
ing the door will. Nobody gets inside without knowing 
the pa word, which tends to change from day to day. 
('Course, th on pas word Lhat never changes i ''jink," 
as in grease the bouncer's palm, berk.) Once inside, a 
body know for sure he' in a fiendi h watering hole. 
The common room's dark - not just romantically dim, 
but outright dark. A single candle glimmers by the 
taps. Voic s whisper to each other in the blackne s. A 
cutter may feel the touch of cold, snakelike skin 
against hi side. Eye lla h with their own light. 

The tavern's run by Zegonz Vlaric (Pl/ o gz/F4/ 
W6/BC/CE), an emaciated and carred githzerai with 
one arm frozen into a clawlike po e. He was perma-
n ntly maimed beyond the means of even magic to 
repair during a run - in with a band of good-align d 
adventurers . This tavern is now his revenge on all 
tho e he blames for hi sorrows. Zegonz openly 
courts tanar'ri clientele, giving them a pla e to dis-
cretely meel and do their business. The fiends know 
it, too, and they prote t him from the wrath of the 
Harmonium or any band of self-styled do-gooder 
who might try to close his place down. 

f111 ~J J/\IIIRJn l11v11·11. The faction headquarters 
of the Athar stand at the hean of a zone of de truc-
tion s veral blocks a ross. They'v only repaired what 
little they had to in order to make the temple useable, 
preferring the broken look of the place. (They are the 
Lo t, after all.) The area's be n a ruin for a long time 
as anyone who knows anything about Sigil can tes-
tify, but lhere's no clear hint as to what cau ed it. The 
best gue i that il involved the Lady of Pain and a 
conflict with a riva l power. That would explain the 
broken temple, once belonging to the power Aoskar, 
which is now the Athars· home. Whatever the cause 

the area' considered ill-omened by most, and nobody 
has ever built there since. Only a bunch like the Lo t 
would ignore these superstitions. 

Still, even they can't overcome other folks' fears. 
The few Athar merchants who've tried rebuilding in 
the blasted zone have all gone out of business for lack 
of customer - only other Athar'd even consider deal-
ing with the berks. Wagoners stop at the very dge of 
the ruins, porters with sedan chairs won't enter, and 
moneylender refu e to give out loans to those fooli h 
enough to ignor th tradition. While all this make 
good ecurity for the Athar it's lousy for business. 

Yet there always a way to turn trouble into 
profit folks figure. Packed at the outer edges of the 
ruin are a whole host of shops and inn catering to 
the Lost and their visitors. These form a ring of 
gaudy nightlife around the ruin. Over the years, the 
reputation of the area's grown enough to attract v n 
wealthy lords looking for a little low-life fun. 

THI: HIV£ WARD 

On the ring of Sigil, this ward run from the dges of 
the Shattered Temple to beyond the walls of he Hive, 
the Xaosilect headquarters that g ive the ward its 
name. Embraced within the ward, among other sites, 
are the Mortuary and the Gatehouse. The Hive Ward 
i phy ically synonymou with the chaotic sprawl 
and the tangled slum that urrounds it. lndeed, it's 
almost impossible to be sure where the faction head-
quarters end and the true slum begins. 

Life in the Hive is the worst of aU place unless, 
of course, a berk like living in the heart of d cay, 
where anyone's life is cheaper than the cost of a cut-
ter's next meal. Life here is seldom boring, but it's also 
short and deadly. Honest work is scarce, so peopl live 
by what ver means they can. For most, thal m ans 
stealing or signing on for dangerou job that no ane 
basher'd touch. This is where a cutter goes when he 
needs bodies for a staged riot, if he wants to raise a 
company of ill-trained fighters, or if he wants an a -
sassin willing to risk all on a desperate job. 

Th re's high - ups and bloods within the Hiv , 
too. They're smart and careful. They know how to 
hide from their enemies and conceal their wealth be-
hind seamy facades. (Thos that can't do ojust don't 
make it that high.) They're the master thieves and the 
most un crupulou of adventurers. 

No everybody in th Hive's evil and inister, 
though. The ward holds more than its share of noble 
folks too: folks broken by Sigil or their enemies. 
There's poets and bard waiting for their break wiz-
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ard who've spent their fortune researching ome im-
possible dream, and out-o f-town warriors who went 
out on the town and woke up broke. Then there' th 
barmies - the mad and insane who can't confront the 
reality or Lhe planes. They're all found in th - Hive. 

Proper bu iness is pretty thin in the ward, but 
there's sti ll things bought and sold. Thieves and 
fences ply their wares here, as do pawnbrokers and 
moneylenders. There's seer t lave markets, too. For 
entertainment, there's dives that sell the cheapest 
bub po sible, and gladiatorial pits where a basher can 
take h r life against anoth r's . None of it's glam-

orous, and th re's always an air of desperation to a 
body's doing her . 

r111 MoRn 1\1-tY. The Dustmen's headquarters i a 
collection or windowless vaults that rise like a giant's 
mausoleum above the surrounding shacks. They're 
all dark, catacombed, vaulted, and chambered hall 
filled with sod living on the lives of others. Grim 
traffic trundles down the silent lanes to its doors -
creaking wagons of the dead , driven by the kull-
faced, th ir eye hollow, their cheek sunken from 
the years of their ashen work. The bodi s pass 
through the doors and then beyond. Behind the door 
of the Mortuary is one of the largest concentrations 
of portals in Sigil. There' doorways to everywhere, 
or at least one to every plane, including the Prime 
Material and most or its worlds. Th re, tbe Dustmen 
and their undead assi tants send the city' corpses to 
other world where th y belong. As mentioned, the 
other sides of these portals open into place made es-
p cially for the dead, so any cutter who d cides to 
u e one of them might nd up stepping right into a 
crematorium or some other place where he'll be lost 
for ce1iain . Long story made short: These portals are 
11ot for getting around the multiverse, berk. 

The streets around th Mortuary are the province 
of the unclean those in Sigil who' ll do the jobs no-
body el e will touch: collecting the dead, butchering 
meat, nursing the diseased, anything objectionable to 
others. Som are proud of their victory over supersti-
tion, while other have been broken by the s orn of 
those they work for. Th y lead desperate lives in their 
shanties and shacks, isolated from each other as 
much as the rest of the world. 

There are few tavern , inns, or hops around the 
Mortuary. It's not a place for thriving businesses, but 
that doesn't mean there ar n't any services an adven-
turer needs here. The outcast 'II almost always open 
th ir cases to trangers, for bothjink and company. It 
won't be warm and ther ' precious few smiles, but a 
cutter can get what he needs. 

l 111 G ,1111t11 1~1 . At the very edge of the Hive, the 
mo t desperate and wretched part of the whole ward 
i the Gatehouse, home of th Bleak Caba l. It's like 
the boundary between sanity and de pa ir, and who 
better to man that than the faction that's given up all 
hope. In common folklore it's said to sit on the bor-
der to the Mazes, but the real chant is the Mazes can 
appear anywhere. t ill, the Gatehouse sits at the edge 
of the Hiv Headquarters, which is close enough to 
the Mazes for most honest souls. 

The Gatehouse is an arched tower with prawl-
ing wings, where the Bleakers mini ter to the mad 
and lo t. They're kind to their charge , but th ir 
treatments are unorthodox. "G ive up Lhc illusion of 
meanings," they advise their patients. "Accept that 
which doesn't make sense and then peace 'l l come." 

ome folks say the Bleak r do more sinister things 
in ther , in the parts of their headquarters where 
other folks aren't allowed. 'Cour e, that gets said 
about every faction, by enemies hoping to pu fear 
into others. till, haunting, unnatural moans and 
screams echo throughout the ward and there' no 
saying whether they come from the hospital wings or 
from om wher de per within. 

Where The Lady's Ward is order and calm, the 
streets around the Bleakers' headquarters are thriving 
chaos. Lined outside the Gatehouse there's sad par-
ents lined up to commit their children, ad children 
with their old parents, and many-a poor sod needing 
to be committ d for his strange visions - manic 
dreams of fortune, crazed app tites for power, and 
lunatic promises of cosmic destiny. There' also 
rogues from th heart of the Hive, selling the fruits of 
their trade, and dives where information nows for 
the price of a drink. Hawkers offer "true and authen-
tic map " to all the portals of Sigil. Just remember, a 
cutter g ts what he pays for .... 

TIH Gatdwu,c Nir1l1t 1\/ork('t. Located only a 
few innocent blocks into the Hive Ward, the Gate-
house Night Market is a plunge into another world 
for most folk . Here, thi ves sell their take to fences, 
who sell it in turn to other fences, who hen ell 
everything to speculators for hipment out of Sigil. 
Was something stolen yesterday? A od can probably 
buy it back during the night, as long as she doesn't 
ask questions. There's more for sale here than ju t 
stolen prop rty, too. The dark that cutters keep away 
from all others can also can be bought in thi market. 
All a buyer's got to do is find the right eller and be 
able to pay. Ju t remember, the price may not be 
jink; it might cost a whol lot more. 
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I 111 111\ r. This is it: faction headquarter , ward 
name and slum all bundled up in one simple name. 
Th Hive's the heart and headquarters of the Xaosi-
tects, the harbinger of chao . The headquarters of 
the Chao men is like no other. There's no one build-
ing that ho ld all the faction's secrets and 
power . It's broken up, s attered, sprawled 
through the tangled alley of the slum. 
Hive {Headquarter ) and Hive {Ward) 
are one, but Hive and Hive are al o 
many. A cutler goes to one 
hack for healing, to 

another for food, and 
to till a third to meet 
with his factol. 

The shanties aren't all 
what they eem on 
the outside, eilher. 

There's genuine wonders to 
be found in ide ome of them, wild col-

lection of things that make no ense to one od and 
shed light on the meaning of life to another. What 
else's a berk to expect from the Xaositects? 

Unlike other places, folks in the slum of the 
Hiv ar far from despairing. They're too busy fight-
ing and struggling for life. Maybe they're the greate t 
capitalist in all of Sigil. They see all around th m 
what happen to tho e who get ahead and what hap-
pens to those who slip behind in the game, which 
only makes them all the more determined to stay in 
the race. Treat him well and a Hiver can be a loyal 
ally. Turn stag on him and a berk will regret it for-
ever. 

The Hive' got every serv ice a cutter's likely to 
need. Most of it' not th best quality - the bubs 
heap, the w apons ar plain but usabl , and the ser-

vant ar in olent - but it's all there. Exotic goods 
from other worlds may be rare, but there's always a 
hand willing to go get them for a fee. There's plenty 
of entertainment, too . There's bodies who'll do any-
thing for jink: perform gladiator fights, magic duels, 
death-d fying stunts, and more. A lot of folks from 
the Lower Planes mingle here, 1ike tanar'ri, yugoloth , 
and baatezu to name a few. lt's no surprise that the 
Blood War's secretly fought in these v ry alleys. 

TH£ CLER.K ' S WARD 

The Lady's Ward may be the most powerful and pres-
tigious, but cutters from tbe Clerk's Ward proudly 
point out that it's their ward that keeps the city run-
ning. This is the domain of bureaucrat , scribe , 

sages, and cholars. Here, life is peaceful and without 
urprises - or wilhout too many surpri es, at lea t. 

It's the perfect burgomaster's neighborhood. 
Pure fact i , the claim ain 't too far from the 

truth. This ward ' got the Hall of 
Records and the Hall of Speakers, 

the in truments and voice of 
the city' daily life. Without 
the e there'd be no law, no 

proof of owner hip, no listing of citiz n , no tracking 
or debts no records of arrest, and no taxation. (It's 
no wonder folk in other wards neer at this lot.) 

Folks in th Clerk's Ward try hard to achieve 
"normalcy." The street are well patrolled and the 
buildings are maintained. Th re's less duplicity here 
than in the two-faced world of The Lady's Ward and 
less danger than in the turbulent Hive. Travelers from 
th Low r Plane don t vi it h r too often, but the 
ward' popular with primes and upper-planar types. 
ln fact, th ir pre enc add even more ecurity to the 
place. Some folks would say the ward is dull, but it' 
dullness that attracts a sod who's looking for a little 
peace and quiet for the night. 

Folks common to the Clerk' Ward include 
hopkeepers, moneylend r , importers of exotic 

goods, go-between , sages, wizards, common priests 
and - naturally - clerks. They try to lead quiet lives, 
friendly but not intrusive to their neighbors. Scat-
tered among them are more intriguing type who 
favor untroubled urroundings, like mercenaries re t -
ing between campaigns, devas in disguise, and even 
lone thieves who enjoy the discrete privacy of the 
area. 

IHL I I•" 1 01 RrcoRns. This is the headquarters of 
the Fated. The building once wa a col lege, but the 
Fated foreclosed on a slightly overdue debt and made 
it their home. After selling off the library (they didn't 
need it), the Fated s ttled into the broken campu 
and made it theirs. ft wasn't long before hey con-
vinced the Speakers tha the city needed to keep 
proper books, and who better to do it than the Fated, 
with all that shelf space? Now the Hall of Records is 
the cent r of SigH's financial world. Foreign mer-
chants fil their bills of credit h re moneylenders set 
the official exchange rates, landlords regist r their 
property deeds, tax rolls are revised, and debtor · de-
faults are posted for the public o see. In another part 
of the Hall, record of the Court are filed in huge, 
dusty stacks, while elsewhere the proclamation of 
the Speakers are careful ly copied for posting. The 
Fated nm the Gty Mint, too, although almost every 
other faction closely upervises their work. In the 
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privat seclions of th headquaiier , the factol up r-
vi es the work on Tile Secret History of Sigil, a col-
l ction of all the Fated's doings and al l the seer t 
their followers have learned. 

he businesse that clu ter around the Hall mir-
ror life behind those wall ·. The great merchant -
houses of Sigil maintain well -appointed townhouse · 
in the district, where the ground noors hum with in-
dustry and the famil ies live upstair. The few re-
spectabl counting house in Sigil do their busines 
here as we ll. There are even fledg ling "'as urancc 
ompanies," willing to protect a mercham·s invest-

men for a fee. 
All this money attracl other business, too. 

Fancy inn cater to the merchant princes who ome-
time come to town, while slightly less sumptuou 
place tend to the need of their followers. Ser-
vice are clean and erficienl, lhough not spec- ~ 
tacular. Food and lodging prices are both ostly. 
Bodyguards. wizards, and mer-
cenaries can be hired in mosl tav-
ern , as can thiev s. There's 
often a merchanl looking for 
guard to accompany him lo 
som far off plane, and some-
times there's special high-
paying jobs for I hose will ing 
to take Lh risk. Nothing is 
done withoul haggling or 
loud complaints over the 
co t of every1hing. The 
wealthy intend to stay that 
way. even ii" it means misery 
and hardship for others. 

The 
Civic Feslha ll i a combina-
tion concert hal l, opera 
hou . mu eum, art ga ll ery, 
tavern, wine hop, and 
faction headquarters. 
mixed in with a few 
other services that are 
best lel'L undcscribed. 
This mash of services 
makes ense, given that 
the pl<1ce is nm by the Sen-
sates. Their desire 10 experi-
ence evc,ything includ s the arts, 
but also much, much more. There's 
tall ta lcs to be told about what hap-
pens in the back hall of the Sensate 
headquarters .... 

But all that's just whispers lo the folks who 
come here for the hows and excit ment. They're 
here to hav a good tim - a safe, cu ltured good 
time with just enough daring lo make them feel dan -
gerous. Not that the fo lk who come here are at any 
particular risk. Aside from the cutpur es and peeler , 
there's no rea l danger in the streets around the Sen-
sate headquarters. In fact, true Sensatcs make r·or 
other parts of" town for the "true'' 
expcri nee . 



With the Civic Festhall as an anchor the di tri t 
around it has attracted a number of arti tic busi-
ne ses. There's deal rs in artistic curiosities from all 
the worlds of the multiverse. There's tavern noted 
for the bards that play there. Other businesses have 
the finest wines, the best food, or th best of many 
other comforts. Jongleurs wand r down the treets, 
portable pupp t theater are et up at the intersec-
ions, fire eaters belch their talents from the alleys, 

and wizard craft beautiful illusions for the crowd . 
Even stranger beings from the hinterlands get into 
the show, acting for coins or using their strange 
powers to dazzle the multitudes. 

Those that live and work in thi district - the 
howmen, the actors, the musicians, and the mounte-

banks - are all just a hair's breath above disreputable, 
or at least that's what other folks say. The good folk 
of the district'll point out their entertainments are 
hone t product of training and skill. 'Course, the 
idea that a trolling inger or comedic actor has to 
work hard just sits foreign with most other berks. 

TIie Grce11yage. Located just across the street 
from the Sen ate headquarters is a tiny little 
cider shop known as the Greengage. This is 
the e tablishment of Marda Fararnbler 
(Pr/ S? ba/0/CG}. Marda followed her 
adventurou husband out to the 
planes and after he got 
himself kill d, she de-
cided to stay. Scraping 
up what littl jink she 
had, she bought this 

place. Over the 
year it' arned a fine 

reputation, although 
it's not popular with big 

folk . Marda, it eems refused to 
bow to common sen e and built the place to a proper 
seal . Th commons ar both imm nse and cozy to 
short folk, but the eating is cramped for anyone 
ov r four r et in height. A cutter might think that 
small drawback'd be the end of the busines , but the 
Greengage i popular with the communitie of 
gnome and halflings found in Sigil. Marda special-
ize in cider, both unfermented and hard, from the 
orchard of the goddess Sheela Peryroyl. The latter 
cider is such a potent brew that Marda normally al-
lows only two tankard per custom r - it' sure sign 
of her trust in a basher when he gets more than thjs 
in a single night. Nobody knows how she manages to 
g t this rare brew, but most guess it's a repayment 
for a debt owed to her late husband. 

Tlll~ I lALI 01 Sl'l·Ak.l I<~. The Sign of One's head-
quarters is a marked contrast to the normally dour, 
heavy and dark buildings cho en by many other fac-
tions, especially the Harmonium. The Hall of Speakers 
is a soaring, almost graceful structure that rises like a 
spire over the neighborhood. This is the seat of ev ry-
day government in Sigil. Her the factols and pl -
beians me t to debate the few law and ordinances of 
the city. More oft n than not, the Speaker's Podium is 
a forefront of th war between th factions. On a reg-
ular day, the facto! of the Xaositects is likely to pro-
pose getting rid of the Harmon ium guard, which in-
stantly gains the support of the Doomguard, ince the 
move is sure to promote chaos and d cay. The Har-
monium counters by demanding the arrest of the 
Xaositect factol, promising the Mercykillers that they 
can administer the punishm nt. On and on it goes, as 
faction attempt to recruit political al lies, until ome-
body - u ually the Guvners - manages to kill the 
whole issue on a point of order. The chan is, real 
lawmaking in Sigil's a rare event. 

It makes sense that this place is the Signers' 
headquarters. Wh re an a berk be 

any more at the center of his 
own multiver e than on the 

Speaker's Podium? Unlike the 
other factions wh re all the 

speaking's left to the facto!, the Signers like to rotate 
their followers through the Speaker' chore , giving 
each a chance to address all of Sigil. 'Course, the fac-
to! always makes ure he's the one speaking anytime 
there's an important vote (this is his multiverse more 
than anybody else's, after all). 

Most of the Hall of Speakers is open to the public 
for a f e. The Hall's got council chambers, meeting 
room • private apartments, and more; the e can b 
leased for official u es. The heart of the Hall i privat 
faction territory, however. Here, the Signer' hold 
their own ses ions and plot their many-branching 
courses, but how they agree on anything is anybody's 
guess. It can be pre :ty tough for so many centers of 
the multiverse to agree on even the smaUe t issu . 

The stre ts around the Hall are noteworthy in 
that the lodgings are expensive and the drink strong. 
Th re's little in the way of entertainments, and the 
choice of adventurer services - armorers, weapon-
smiths, map dealer , etc. - i Iimi ed. Ther ar a fair 
number of street-corner crier and scribes for hire. 

Gru11dlcrltum ·s Automatic cribc. In a tawdry 
shop on a back street behind the Hall of Speakers is 
the city's first and only "Automatic Scribe," a cre-
ation of Grundlethurn Blackdagger (Pl/ o h/W 15/FL/ 
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N). Old Grnndle-
thum · be n 
considered 
barmy for 
years, 
ob essed 
with the 
idea of mag-
icking up an 
invisible 

ribe that a 
cutter could 
just peak to 
and have the 
writing ap-
pear. The 
idea didn't 
cem that 

hard to tart 
with, but the 
wizard pur-
po ely made 
it difficult by 
adding all 
sort or "re-
finements." 

At any 
rate, it look 
like the 
addle-cove's 
finally suc-
e cl d, b cause 
I ganlly writ-

ten announc -
ment have 
been appearing 
around the 
city, announc-
ing his Auto-
matic cribing 
servic . 

Thi ha got the 
local cribc h ated 
up. They ·ee ch 
loss or their l iveli-
hood if Grundl -
thum's foo l 
thing work . A 
few of the hot-
heads, en -
couraged by 
ome berks 

from the 



Revolutionary League, have bee n talking about 
mashing up th shop and teaching the wizard not to 

meddle with a hasher's career, but their fear of Grun-
dlethum' kept them stilJ so far. He may be old and he 
may be a leatherhead, bu the man's a wizard after all. 

If hey knew, the angry scribes might take heart 
in the fact that Grundlethum' invention isn't perfect. 
It seems the wizard didn't bind som over-educated 
elemental into the machine, like he planned, but acci-
dently magick d a flaw into The Lady' defens 

around Sigil, instead. Now, a I sser 
pow r of the Abyss has managed to 

leak a little bit of its power in-
side by pretending to 

be the Automatic 
Scribe. Whether it 

can stay hid long 
enough to gather its trength 

is a question, becau e it's malicious and mischievous 
by nature. Already unpleasant things have been hap-
pening in and around the shop. It's only a matter of 
time b fore omething serious happens. 

THt: GUILDHALL 
AND mARKt:+ WARDS 

Although the Lower Ward is far bigger, it's the one 
folks argue i vanishing. That should give a cutter 
some idea of the clout of these two wards. Each of 
them is tiny, but folks in Sigil can't imagine the city 
without them. 

Still, for all their uppo ed importance, there's 
not much to tell the two wards apart. The things that 
make them so ordinary are just what make them im-
portant to the city. Life's impossible with the basics 
of food clothing, and the like, and thats what these 
wards provide. These are the wards of the mercers, 
greengrocers provi ioners, rug sell r , tinker , and 
peddlers. This is where a cutter can buy all the com-
mon, useful, and veryday things he needs for 
life inside and outside the city. Thi is where a 
basher can find the great permanent por-
tal to the other trade citie of the 
planes. Of all the areas in the city, this 
one is the most co mopolitan. There' 
no greater preponderance 
of being from one 
plan or anoth r her 
everything, from 

aasimons to 
tanar'ri, mingles 

here, and there's an 

unstated and ill -watched truce between all things 
that come to this ward. 

The street here are alive, day and night, with 
commerce but just what's being bought and so ld 
changes with the hours. Who wants to buy fruit in the 
blackness of night, when a cutter can't see the rotten 
produce hat's being passed off on him? Who can 
take their entertainment during the day when there's 
too much work to be done earning a living? Hence, 
by day the market's alive with fruit sellers, vegetable 
stall , drapers, cutlers, and tinkers. And by night it's 
filled with bards, cookshops, wine peddlers, illusion-
ist , and companions. There's omething for everyone 
here. 

rm GKI ,1 GYMNA'>IL 11,1. This is a gymnasium in 
the grand old sense: H's got baths, steam room , 
massage tables, an exercise field, pool , lounge , and 
even a portico where the teachers of the Transcen-
dent Ord r instruct their students. All of this i en -
closed in a great compound of gold - veined black 
marble. The Gymna ium is open to all, but only on 
the Cipher ' term . 

Compared to other parts of Sigil, life her i de-
1 iberately unhurried. The Transcendent Order (who e 
faction headquarters these are) believe understand -
ing can only come with a calm mind, o they do their 
best to keep the pressures and concerns of the out-
side world at bay. Those who en er must leave weap-
ons and magic behind. No spells can be cast there, 
nor are beings with innate powers allowed to exer-
ci e their talents. 'Cour e, none of thes rules apply 
to the Ciphers, although thes edicts are genera lly 
followed by most of them, too. Nor are the rules per-
fectly obeyed by visitors. There are always little inci-
dents to disturb the perfect calm of th place, distur-
bances the Ciphers have to put down. 

Because of the rules and services here the Gym-
nasium serves two purposes. First, it's a place for cit-

izens to relax and forget he cares of 
the world. Noise pressure, even o-

ia I class can be forgott n. ec-
on d, the Great Gymnasium 
serves as a neutral ground for 
hostile parties. Many a truce 

treaty and pact have been n gotiated in the steam 
rooms and baths. Like every other part of Sigil, the 
Great Gymnasium is vital to the functioning of the 
city. If it didn't exist already, it d have to be created. 

Th stre t around the Great Gymnasium are 
host to a score of mailer competitors, o the whole 
district is noted for its baths and spa . Some are gen-
eral while others cat ·r to particular races or planes. 
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With the baths come inns and food shops, many of 
which offer nothing put healthful exotica. 

The I lumt· J)ih. This spec ialized bathhouse i 
run by Lari I Zasskos (Pl/ 2 gz/W 14/RL/CN), a sharp-
tongued and sharp-eyed githzerai. Located thr e 
streets toward the Great Bazaar, her estab li shment 
pecia liz s in xotic condi ions. he began by using 

her magic to build and contain lava pools for ele-
mentals and a few lower-planar thing . Sin then, 
she's expanded the selection to include eouring 
whirlwinds, tubs of rank ooze, the purest of pure 
water, and bubbling ichors the nature of which she 
doesn't revea I. 

Laril actua lly work the place as a afe haven 
for the Revolutionary League. Several of the pools 
have false bottom . Beneath the e are entrances to 
secret catacomb that honeycomb the streets 
und r th city. Ther , Laril has crea ed 
apartments for her brethren, and stock 
piled supplies for the day when 
the old, corrupt system falls. 

TI1 1 GRI \I 
B11Z,\ 1\I<. This 
plaza's the 
h adquart rs 
of the 

Free 
League, and it 

just fit that th ir case ain't even a build-
ing. The Great Bazaar's a huge quare filled with car-
avan tents and rickety merchant stalls. The air's rich 
with smells of flowers, meats, fru its, animals, and 
sewage. Walk through the crowded aisles and a ut-
ter· a saulted by calls to examine, smell, Fe I, and -
most of al l - buy the wares of every merchanl he 
pa es. Anything on a general equipment Ii t can be 
bought here, even things too big to actua lly bring to 
Sigil. Need a galley for the River Oceanus and a 
bloocl ' II find a merchant here willing to sell him one. 

Not tha · ev ryone honest and forthright, though. 
A ba her's got to be a smart hopper to take care he 
don't get peeled by ome dishonest trader. Buy some-
th ing that's supposedly waiting out on the planes and a 
sod better hav ways of making sure it's really there. 
The other thing a berk's got to be cautious about is the 
pickpockets and cutpurses that roam the market. It 
takes money to shop in the bazaar, and wh re there's 
money, there's thi eves. But those are the risks every 
cutter take . 

The Free League's headquarter hold a loose af-
filiation of traders and merchants that come and go 
as they please. There's always somebody providing 
each service the faction needs, but one week a cutter 
might have to go to a rug d aler n ar th central 
fountai n for information on where to find a portal, 
and the next we k h 'II have to visit a pa sing tinker 
who' set up on the edge of the ward. It's all a mat r 
of a wink here and a nod there, the busin s of 
knowing the right people, and knowing the right 
que tions Lo ask. 'Course, a cutter's expected lo do 
the same for others, too. The Free League's more like 
a brotherhood ready to lend a hand to ils members 
than a rigid organization. 

lt's hard to say exactly where the Great Bazaar 
ends. The wheeling and 
dea ling sp il ls 

over into side streets as 
pedd lers vie for spaces to 

how their wares. The folks in 
this neighborhood arc alway 

ready Lo make a deal or haggle over 
a price. Taverns hum with pitches or 

huck ter , and ther are large inn capable or 
housing and stabli ng entir caravrins. Open-air 

cafes serve anybody who omcs along, and that's 
the best place for creature-watching; everybody, 

except the most reclusive rich, comes here sooner or 
later. 

CAfflPAIGN 
QUICK ... S+AR+S 

After absorbing al l this PLA ESCAPE material, the DM 
should be raring to start playing, bu1 the question re-
mains, "What's he or she going to do first?" The fo l-
lowing sections are uggestions for beginning adven-
tures that get the player characters into and set up in 
the hub of the multiverse, Sigi l. 

fE&R +Ht: PRICt: E9f A RE&St: 

f' l{l l'\IUIJll \J . This adventu re is meant to get low- level 
player characters from a prime- material campaign 
world to Sigil, where they ca n then begin their ca-
reers on t he planes. Characters hould be al the 
1st-3 rd levels of ex perience and should have a vari-
ety of classes among them. 
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I 111 St ll 1'. On the prime-material world where 
th adventurers live, Lady Kjnd mis has a puzzle. It's 

not a desperate or 
impossible 

puzzle, just 
curious. Her husband, a 

knight, is off on his own adventure, 
so she'll pr vail upon the player characters to ge to 
the bottom of the mystery. 

Someone or something's b en stealing ber ro e 
blossom every night, one by one, and leaving 
trang nowers behind . At first she thought it wa 

the work of her rvants, but a earch of th ir quar-
ters and accounting for their action proved that 
wrong. Then he posted the garden r to watch during 
the night, but he fell asleep. The guards she posted 
the next night swear they stayed awake, but a rose 
till vanished. Now, Lady Kindernis doe n't want to 

accu e them or sleeping {she's too good-hearted) but 
she thinks it' time to get some better help. She' 
a ked one or her servants to inquire in town for a 
suitable group of invesiigators. here' not much pay 
in it, but a group could earn a little grat itude from 
the lady for their work .... 

JI c , , Unbeknown to everyone, a 
shifting ponal to Sigil has opened ju t out ide the 
Lady Kinderni ' !> garden, and its ga1e key is a freshly 
cul nower. On the Sigil side, the only folks who 
know about it are a gang of thieve , the Plunderer . 
Thi group pc ializes in hitting worlds of the Prime 
Mat rial Plan and tealing treasures to ell back in 
Sigil. They've b n ending scouts through lh portal 
(which kips from prim -material world lo prime-
material world while its olher end remains anchored 
in Sigil) to size up the opportunities on the other 
ide. Each nighL a Lhief and a wizard hav lipped 

through the portal (using a leep spell on the guards 
the lady po ted), then discarded Lhe flower-k y 
among lhe rest of lhe Lady·s blooms. To get back to 
Sigil requires a freshly cut flower hence the missing 
roses. Their mission has been to establish that the 
portal is relatively stable and that che shifting end is 
grounded in a nonhostile environment before send-
ing anyone "important" through. 

Now th scouting is done. The Plunderer arc 
sending one of their top agents, a githzerai named 
Yangol, through to et up an a ·sault base in Castle 
Kindernis. Once he's compiled a full listing of what 
there is to take, the gang'II sweep in and trip the 

place clean. The first night the characters are on 
watch i wh n Yangol arrives. 

Y1V.JC,OI (t,1111/11<\l r-..t\t,L/lllllr) 
(W2/T3):THA O 19;Dmg ld8 

(sword);AC8;hp 13;MV 12;SAs/eep, 
change self. backstab x2 drng, move 

silently 350/o, hide in shadows 250/o; SZ 
M; INT avg; AL CE; ML 9; XP 420 

As soon as Yangol steps through th portal, he no-
tices any player characters who aren' 
hidden. He expected guards, 
though o he's not ur-
prised by them. He'll at-
tempt to use his sleep 
spell again t them and 
i.hen hide in the castle, 
u ing change self to 
get around. Small 
thing will tart di -
appearing, like 
rood, clothes, and 
the like, which 
should be enough 
to build a trail 
that the char-
acters can 
follow back 
to him. 

If the 
sleep fails or 
some characters 
are hidden, Yan-
gol's not going to 
tay and fight. 

Knowing he's been 
potted, he'll try to 

grab a rose and make 
for the portal, a window 
to he main house. If he's 
captured, h · 'II talk; he's not so loyal 
as to get him elf killed or hurt. Be sure to u c lots of 
planar lang in hi speech to confuse the player char-
acters (see page 95). lf the character chas him, 
they'll need a rose to follow, or they·11 have to be 
within 5 feel of Yangol a he tcps through, in which 
ca e up to five player character can go along for the 
ride. Doing so cran ports them into Sigil, not far from 
the Great Foundry. 

IN S1<,11. When the character arrive, hit the 
player with descriptions of everything. The player 
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characters should fee l lost. The characters appear in 
the doorway to a crowded street. There's no flowers 
in sight for a quick return home, a suming they even 
know that a flow r's the key. Nonp layer charact rs 
elbow them out of th way and jabber in ·trange 
tongues. Before they can ha e Yangol, one of the 
group bump a pinagon (see the Baatezu page in 
the "Outer Planes" MONSTROUS COMPENDI UM Appendix). 
The fiend turn on the group with its best snarl. Hav 
it thr aten them, demand apologies and general ly 
rage. Before a fight break out, the group can be res-

cu d by a bariaur named 
Stronghoof (Pl/ o b/F4/ 
TO/NG). At this point, 

good-natured 
Stronghoof 

becomes their 
guide to Sigil. 

I I 1111 

l 1 • I I I( \I I 1 , 

Fir t, there's 
the i sue of get-
ting back home. 

The OM can leave 
the prime-mat rial 

end of the portal 
stable until the 

player haracters are 
ready to return home, 

or it could be one tha 
move around. lf the latter 
i the ca e, then the player 

chara ters have to learn it pattern 
of movement before they can get back. If 

th ampaign i to permanently move on to 
the planes, then the portal can disapp ar forever. 

("Course, there' a lways another door home .. . 
somewhere.") 

econd, there's still Yangol and the Plu nderers. 
The githzerai' not happy that the player charact r 
ruined his gang' plan , and to ave face he'll try to 
get revenge. Thi can draw the characters further into 
Sigil, unti l th y final ly gain enough experience to 
face the who le gang. ·ven if that doesn't work, the 

Plunderers aren't abou1 to I ave Lady Kindernis's 
castle alone, something hat should be stressed o 
loyal and true player character . 

mlSPLAC£D SPIRI+ 

1'11 , This problem can be u eel to start new 
player characters directly in Sigil, or it can be used for 
characters who are a mix of primes and planars. Th 
party hould be between the I t and 4th level of ex-
pcri n e, and there shou ld b a variety of cla e 
among hem. At least one character should be a prie t, 
and a wizard would be v ry useful in lhi sc nario. 
Mo l or all of them should have a good alignment. 

I 1 , ' Once very year, Yen-Wang-Yeh, the 
Judge of the Dead (see LL), is called away by the Ce-
lestial Emperor. During the week that the master is 
away hi proxi s continue to hand le the business of 
sorting out the dead. Now, th y're well - trained and 
well-meaning, but things do go wrong, and that' 
ju t wha 's happened now. 

Faithful Servant Li, a minor !erk in the Palace 
of the Dead' bureau racy, has discovered a terrible 
error: One of the petitioners has been mislaid! Worse 
still, it looks like she was able to make her way to 
Sigil ! Although Faithful ervant Li didn't make the 
error, it's clear he'll be blamed when Yen-Wang-Yeh 
returns. In desperatfon, Faithful Servant Li has aban-
doned hi duties and come to igi l to find the miss-
ing petitioner. 

The petitioner, Golden Morning Radiance, ha 
discovered she like Sigil. h ha no desire to go 
back to the Palac of the Dead or to the plane he i 
due to be as igned to (Arcadia in this ca e). Suspect-
ing there will be pur uit (Go lden Morning Radiance 
wa a sorceress in her previous life), the erstwhile pe-
tilioner is determined to disappear within the jungle 
that i Sigil. 

T11I R1 \ I CII \N I . The characters can discover 
Faithful Servant Li shortly after he teps through the 
portal from the Palace of the Dead. It' r al obvious 
he's not a local, and h 's wandering around, help-
lessly accosting everybody and a king if they've seen 
this woman. Why it's on ly time before the poor od 
ge s himself peeled or maybe ven lost for good. 
Playe r characters of good consci nc ju t can't let 
him go wandering around. 

If that doe n't work, aithful ervant Li hits on 
th player characters. He describe Golden Morning 
Radiance - about 51111

, long bla k hair, e1.c. - and 
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also exp lains she's a petitioner who really, really be-
longs in the Palace of the Dead. He' already so be-
wilder d by Sigil (il's hi first time in the big city) 
that he hardly knows what to do. If the group looks 
capable, he'll offer to pay them for help. 

Unfortunately, other folks have over-
heard Faithful Servant Li. One of the first 
folks he told his tale to was a Dustman, 
who in tantly realized th news 
might be intere Ling to hi factol. 
Another wa a Mercy-
killer. ln that basher's 
mind, Golden Morning 
Radiance is mocking 
justice by trying 

to escape her fate. 
His factol too, 

might be interested. 
Befor the characters 

have a chance to get far along the trail, 
both the Dustmen and h Mercykillers are al o 

hunting the woman. Sine she' a free pe itioner, the 
Dustmen would love to recruit her. Since she's an es-
capee, the Mercykillers want to bring her to justice. 
Player chara ter b longing to either group must de-
cide where their loyalties lie - with their friends or 
with their faction. (The DM could also have the 
player character hunting for Golden Morning Radi-
ance for one of these factions.) 

In the meantime, Golden Morning Radiance 
ha n't mad her elf easy to find. Knowing others'll 
look for her, she's moved into the Hive. She' still be-
fudd led about who she is and where she is, so she's 
been taken in by th Bleak Cabal. Fo r them, she 
works simple magic. They've figured out what she re-
ally is and hope to hang on to her. After all, her be-
liefs are a blank slate on which they can write their 
own ideas. 

I 1111111'-.1~ 11 (I \1 ,ll\kll[lt)· THA020; 
Dmg ld4 (dagg r}; AC 10; hp 3; MV 12; SZ M; INT 
avg; AL N; ML II; XP 50 

Go1 [)l MORNINl, RAlllANCL (!IALl·-111 WI/ \lrn)(W2): 
THAC0 20; Dmg .ld4 (dagger); AC 10; hp 5; MV 12; 
SA charm person, magic missile; SZ M; INT high; Al 
NG; ML 13; XP 150 

Dus r 1'\N At,ENT (Tll 11 IN(i 

m,IIITR)(f3): THAC0 18; Dmg 
Id8+1 (sword +1); AC 6; hp 

17; MV 12; SZ M; INT avg; 
AL LE; ML 12; XP 120 

Ml RLYKII UR il..Lo!N I (111\l 1-11 r INVtlld K)(\\13): TI-IAC0 20; 
Dmg ld8 (sword); AC 7· hp 7; MV 12; SA magic mis-

ile (x2), shield, bracers of defense AC 7, can use 
sword; SZ M; fNT high; AL LG; ML 14; XP 175 

811 \~IK Ati1,1 (t,1111/IK\I IH,IITLR/ l\t,L}(f-3/W3): 

THAC0 18; Dmg ld8 (sword}; AC 6; HD 3; hp 14; MV 
12; SA burning hands, phonta ma/force, wizard lock; 
MR 10010; SZ M; INT avg; AL N; ML 11; XP 270 

f"t 1 11 f.:I Cu ll'lll.\l lON~. First off, Faithful Servant 
Li is under time pressure. The long r things take, th 
more panicky he gets, until he's li ttle more than a 
nervous wreck. Second, the characters need a tra il to 
follow. Have them get reports of a woman matching 
th description from s v ral different place . This i a 
chance to make the character explore th difB rent 
wards of the city and learn more about Sigil. Som 
people will t ry to heat hem, demanding payment 
and then giving useless information. Along he 
course of thei r hunt, they should have everal run-
ins with the other factions hunting Golden Morning 
Radiance. 

Once they do find her, the player characters 
have to decide whal to do. ShouJd she be given over 
to Li handed over to one of the factions, or let alone 
to manage her own life? Encourage the player char-
acter to rol -play this prob) m, perhap by offering 
them different reward for each cour or action. 
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NEW SPEI-LS 

) 1-:1111t ~ (Abjuration) 
4th-level pric t spell 

phere: Wards 
Range: 0 
Component : V, S, M 
Duration: I day/ level 
Ca ting Time: 1 hour 
Area or Effect: 60-foot radiu 
Saving Throw: None 

urclock is a spell sp ifically de igned to 
protect again t unwanted plane-spanning 
portal . For as long a it i in effect, the 
pell seal all gate and portal that 

reach into other planes. The pell doc 
nol effect movement abilities within 
a ingle plane, so a /e/eporfatio11 
pell is not affected by thi pell. 

However. permanent, 
temporary, and moving 
portal cannot open within 
the area arr ctcd by the 
spell. A gate pell cannot 
pull a creatur into or 
out of the affected 
area. Any attempt to 
use any or these 
pow r re ults in 
automatic failure -
a pell to that effect 
would be wasted 
and a harge from 
a magical weapon 
would be lost. 

When cast, 
ure/ock spreads 

out in a radius 
from the ca ter 
to the full xtcnt 
of it ar a or 
effect. It is not 
po ibl • to 
exclude portals 
within this area; 
verything i 

affected equally. ,. 
Nor can the effc t 
be lowered, even 
by the cast r, 
without th u e of 
di pel magic. Once 

, • 



cast, the area doe not move - although original ly 
centered on lhe prie t it does not follow him around 
thereafter. 

The material component for this spell is a c1ys-
tal key tha must be shattered when the pell is ca t. 

W \ RP r Nsr (Divination) 
2nd-level wizard spell 
Range: Touch 

omponent: V, 
Duration: I round/ level 
Casting Time: 3 
Ar a of' effect: 60 feet 

avi ng Throw : Special 

[n ord r for som chara ters, particularly 
primes to us th gates tha dot the planes, 
th y've got lo be ab le to find them. 
Henc , an unknown wizard created 
warp sense a spell that rinds and 
analyze the gate and portals of 
the plan s. When ast, th spell 
allows th person empowered to 
sense any gate or portal, ac jve 
or not along a 60-foot path, 
dead ah ad. Scanning in a 
single direction (out of four in a 
complete circle) takes one full 
round, o hep rson can shift 
di rection while scanning. However, 
th y cannot move in any other 
way without disrupting the pell; 
full concentration is required. 

Once a portal i dete ted, 
the affected person can try to 
d duce where the other end 
di charge and the key 
requir d to use the porta l, 
if any. Each piece of 
inf'ormation requires a 
separate saving throw 
and if either is fail cl, 
nothing further can be 
learned about that portal. 
Th player can state which 
question will be a ked fir t. 
Ir he player chara ter ha 
actually se n the portal in 
operation, a +2 bonus is 
app lied to the check. 

~ , ~lHT 
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KNEDWING +HE CAN+ 

By now, a poor sod might have gone barmy from all 
Lhe cant he's tumb led into, and maybe he 's wondering 
if he's ju ta lea1herhead as he trie to read il. Well, 
there's a dark to it that any culler an ma r, and 
pretty soon h 'II be rattling hi bone-box lik a prop r 
blood. Why, he'll be able to give the chant to a high-
up man and tell a ros -trading knight to pike it. 

Huh? 
Readers who 've made it th is far have undoubt-

edly noticed the slang that's used throughout the 
PLANE CAPE ma eri al. It may be fun to read, but some-
times it sure can get confu ing. What's given below 
i a glo ary of a ll those odd xpression and term 
that pop up throughout th text. 

There's more to it than that, though. The "Voice" 
of the PLA NESCAPE setting is unique, and it's part of 
what set the to ne for adventures. To get the most 
from the P LANESCAPE campaign ett ing, t he DM 
shou ld really use these exp ress ions on his players. 
It'll make the world come alive for the play rs. After 
all, having the angry facto! ay, 'There' this barking 
thief I want scragged or put in the dead-book, " i a 
lot more co lorful than ju l, "I want you Lo get thi 
th ief, dead or alive." To help DMs get u ed to using 
thi color, the glossary also tri s to how when and 
how to use the e terms co best effect. 

First though, a note. Too much colorful slang in 
a single sentence i going to sound illy - like the 
first paragraph of this section. The DM doesn 't have 
to use all the e terms at every possible opportunity. 
He doe n't have to use any of them if h think 
they're stupicl. Us what ounds natural, and don't 
force the rest. Feel free to add new terms and expand 
on old one . 

Fo r those who want to expand the PLANESCAPE 

vocabulary, h re· a tip to help keep the to ne focused. 
A lot of the term here came from the extremely col-
orful slang of thieves. swi ndlers, and beggars in the 
16th, 17 th, and 18 th centuries. 'Course, not every 
possib le term was u ed. Most are just too cryptic to 
modern cars and modern times - words likejarkman, 
bridle-cull, figging law, and wor e. Choo e term that 
ound lightly odd and antiquat d but till have an 

edge o them. If it's a histor ical phrase, don't be 
afra id to twist the meaning or the way it' used. 

A1>rn 1 -l P\' I . A not-parti ulariy friendly way to call 
someone an idiot, as in, HDid you hear what that 
addle-coved wizard wanted us to do?" 

8\1< 111\1. An almost-polite way to ay "shut up" or 
"don't ta lk about that." It's quick and to the 

point, and it an be used as a warning: "Bar 
that, Jannos, there's Dustmen over there." 

B \l(\111 ..,_ The insane fo lk , espe ia lly those in igil, 
who've been "touched" by the impossible big-
ness of the planes. 

B \'>Ill I~. A neutral re f ren e to a per on usually a 
thug or Aghter. 

B1 r:r- . A fool e pecially one who got himself into the 
mess when he should have known bett er. 

Bli-!IH \1,1. A cell or anything that compare to it. 
B11 \"f I-!. A faction, one of tho e despond nt members 

of the Bleak Cabal. 
B1 l\iD'i. The dead-ends of the Maze it also mean , 

anything impossible or hopeless, as in , "He' ll hit 
the blinds if he tries lying to 1he factol." 

81 O!ll>. Anyone who's an expert, sage, or a profes-
sional at his work . A champion gladiator can be 
a blood, just li k a practiced sorcerer. Calling 
someone a bl ood is a mark of high respect. 

8(JB. The business of cheating someone, whether it's 
of their cash, honor, or trust. A good guide to 
Sigi1 will warn a cutter when som one's bobbing 
him. Thi eves boas that they "bobbed so me 
leatherhead on th street." 

B11N1 -no . The mouth, named because of its teeth, 
fang , or whatever. "Stop rallling your bone-
box ," i t lling a b rk to lay off the threat or 
bragging. 

BL 11. Booze, wine, or ale that's u ually cheap and 
barely drinkable. 

B11B11 1 R. A drunk, especially i f he, she, or it ha fa ll en 
on hard times. Bubbers don't get any ympathy 
from mo t folks in Sigil. 

Bt Kl,. Any town smaller than Sigil, either in size or 
pirit - at least that's how folks from Sigil see it. 

Other bod ie don ' t always agree. 
C\ul , 1111. Thi i · a ommon nickname for Sigil, used 

by local . It comes from BIRD AGI, ( ee abov ), s 
it's a pretty har h judgment on the place. 

C,\'>I. The house or place where a cutter lives. 
C1J ,\O<,ML . A nickname for the Xaositects. It docs a 

pretty good job of describing their point of view. 
C1P1111< . A faction n ickname or the Tran cendent 

Order, beca u e mo t folks don't know what 
they' re talking about. 

C111111-,-,, 1111. The fo lks who jut don't get it, usually 
primes. Use this on a planar and it ' s likely 
ther 'II be a fight. 

lil\NI. 1111. An xpress io n that means news, local 
goss ip, the facts, the moods, or anythi ng else 
about what's happening. ''Wha ·s the chant?" is 
a way of ask ing what's latest info rm alion a 
basher' heard. 

• 95 • 



CIW'-S- IKl\I>1. The business of thieving, or anything 
l e illegal or shady. "A cross-trading scum" is a 

thief who's probably angered the Mercykiller . 
Cui It I{. A term that refers to anybody, male or fe-

male, that a person wants. It do s suggest a cer-
tain amount of r ourcefulnes or daring, and so 
it's a lot better than calling somebody a berk. 

DAI{!\. Anything that' secret is said to be a dark. 
"Here's the dark of it" is a way of saying ''I've 
got a ecrel and I'll hare it with you." 

Dusi Ml N. One of the factions of Sigil. They believe 
everybody's dead. See A Player's Guide to the 
Planes for more information. 

h\11 D, lllf. A faction of the planes which holds that 
if they've got omething, it's because it belongs 
to them. This doesn't always sit well with 
o hers. 

G/\l{NJs11. A bribe, as in "Give the irritating petty offi-
cial a little garn ish and he'll go away." 

G1"1 '1M 1111 l.•\\ull. Escape or slip through he 
clut hes of omeone. Robbing a tanar' ri's hou e 
and not g tting caught is giving him the laugh. 

G1v1= rtlf tml'r. What happens to condemned criminals 
who don't manage to give the law the laugh. 
Usually thicv s are the only folks who use this 
term. 

GoD'>MI I\. A faction of the planes that believes every-
body's got the chance to be a power. 

Gtl\l ~LK A faction in Sigil that believes knowing 
physical laws will giv a cutter power over 
everything. Not the kind of folks to argue logic 
with. 

11 l\~'MflNll M. A faction of the planes. "Do it our way or 
no way," could be its slogan. 

H1(,11-111• l'vli\N. This is what everybody - man, woman, 
and thing - in Sigil wants to be: somebody with 
money and influence. Factols are automatically 
considered high-up men. It's bad form to call 
one' self this; it' a phrase others bestow. 

li 111L1 1
::.. A fa tion of the planes whose members live 
their I ives as they please, with no allegiance to 
others. Some folk figure that mak s them un-
trustworthy right there, but they're pretty useful 
as mercenaries. 

J111.I\. The goal of the poor: money or coins. "That's 
going to take a lot or jink!" for an expensive bit 
or garnishing. 

K11•. Any place a cutter can put up his f et and sleep 
for a night, especially cheap flophouses in the 
l-liv or el ewhere. Landlords of good inns get 
upset if a fi !low call their place a kip. 

KNt( 111 or 1111 I'()";[ or Is.N IC,11 I or I Ill· l IHJS(j-1 R ·\D1. A 
thief, cheat, and a liar - clearly not a compli-

ment unless, of course, that's what the basher 
want to be. 

LI 1\1 t IS', tR[·l. The gallows, which is wh re some 
berk wind up after they've been scragged. 

L1 \llllt<IIL•\!J . A dolt, a dull or thick-witted fi llow. Us 
it to call somebody an idiot. 

I 0~1. Dead. "He got lost," means he ain't coming 
back without a resurrection. 

Lo::.r. nu. A faction in the planes, properly called the 
Athar. £ts members hold that there are no true 
powers. The local priests would like to ee them 
get lost like the meaning above. 

M \tr~. 1111. The na ty little traps the Lady of Pain 
creates for would-be dictators. It's also come to 
mean any particularly well-deserved punish-
ment, as in, "It' the Mazes for him and 1 can't 
say I'm sorry." 

M1 Rl ~ Kil I FR~. A faction of the planes that believes 
there is an absolute justice. 

Mu::.1c. A price a cutter usually do sn't want to pay, 
but has to anyway. "Pay the music or you'll 
never find your way out of here." 

0111-01 -HllJl 11. Outside the Outer Planes. A body 
who's on the Elemental Plane of Water is "out-
of-touch." This v rnacular com s from Sigil 
which is considered to be the center of the mul-
tiverse by those who adopted this phrase. 

Ot 1-111-rowN. Like the phrase above, this one' u ed 
by Sigilians to describe a body who's on th 
Outlands. 

PLH. A swindle, con, or a trick is a pee l. It's often 
u ed a a verb. Peeling a tanar'ri is usually a bad 
idea. 

P1 J l{Y. Suspicious and on one's guard. What a basher 
should be if he thinks he' going to get peel d. 

PIK! JT. A useful, all-purpose phrase, a in, .. Tak a 
short sti k and pike it, bubber." 

Pin ,,.,. , m Ill AD-Rool\. Dead. Some people have others 
"put in the dead-book." 

rn I\L,Li rn. Arre ted or caught. 
S1N'"\lls. Nickname for the Soci ty of Sensation, a 

fa tion. lt members b lieve life's got o be ex-
perienced to be understood. 

S11,Nrns. A faction nickname for the Sign of One. Its 
members figur everybody is the center of their 
own universe. 

Son . An unfortunate or poor soul. Us it to show 
sympathy for an unlucky cutter or use il area -
tically for those who get them elves into their 
own mess. 

1'1 RN snr.. To betray somebody or u e treachery. Say-
ing "he's turned stag" is about the worst th ing 
that can be aid about a cutter. 
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ALEAX 

C1 IM \11 /Ti f-.R \ii : 

FRFOI/J Nl): 
Okl11\ I/Al IO, : 
A( I I\ 11) Ci I l I : 
D111: 
I 111 11c,1 u : 
f l<I J\'>lll<f: 

AllliNMINI: 

No. l'l'l ,,1<1Nc,: 
AkMllll CI ,\'i'>: 

Mm,i~11N1: 
H11 Dltl< 
fl!ACO: 

IJ. (II A IT,\( ~ . ..,: 

DAM \GI/ Arli\1 K: 

Sl'ltl\l An ,c ... -.: 
1•1 c rt\! DI Ir 111 ... 1 'i: 

i'vlAl,ll RI 'ilSI \~,r [: 

1/f: 
f\,]111< \II: 
XP 111: 

Outer Planes 
Very rare 
Solitary 
Any 
None 
Genius (17 - 18) 
Nil 
Any 

See below 
12, Fl 12(A} 
Sec below 
Sec below 
See below 
See below 

ce below 
Regeneration 
See below 
M 
Fearless (20) 
ee below 

he alcax is a phy. ical mani~ Sia Lion of Lh vengeance 
enacted by a power. There i but one aleax for each 
dei1y; it is sent forth to puni h and rede '111 those who 
stray rrom the clic1atcs or 1hcir alignment , who fail to 
sacrince surf'icient treasure, or who otherwise anger the 
god. The ·e creature are created specifica lly to fulrill 
that stated purpose, so an aleax will never be met by 
chan ·e. 

The aleax usually appear in human or humanoid 
form and quit· clo ly resembles its intend cl victim. In 
fact, the being i in a I I resp ct · ( xcept a noted else-
w h crc) an exa t duplicate . The aleax has the same 
attribute scores, hit points, armor and Armor Class, 
weapons, magical items, ]Pll and o on. To the 
intended recipient or the deity' punishm nt, the aleax 
app ars to be bath d in shimm ring light that varie · in 
color according to th god' sp ific alignm nt: golden 
for lawful-good a leax i, vibranl green for lawful neutral, 
deep purple for lawful vii, bright yellow for neutral 
good, silver for true neutral. royal blue for neutral evil, 
evcr-ch,rnging rose-and-blue for chaotic good, kaleido-
scopic olor or all shades ror chaotic neutral. and shift-
ing sca rlcl and indigo for haolic evi l. 

Bystanders, however, see the aleax as a nondescript 
individual or the same race as the target. When the 
aleax attacks, it seems to onlooker that the character 
has been a ~aulted by (or ha attacked ) a complet 
s1rangcr. Those all empting to help the character quickly 
di cover they cannot aid th object of divine wrath. 
Companions of the punished haracter can do little but 
<;tand helplessly by and wait for the outcome or the bat-
tl e (sec below). 

When it appears, the aleax ullcrs a few brief words 
in the language of its deity (which may or may not be 
understandable to the victim), stating that the 111or1al has 
offended the god, oullining the nature of the crime, and 
insisting that he or she must now submit to punishment. 
After this decree is spoken, the aleax attacks without 
quarter or mercy. No discussion or plea is heeded. 

Cor-.rn .. \r: Characters who attempt to rationalize with the 
aleax forfeit th ir claim to an initiative roll, because the 
b ing mov · in to attack while the PC gibbers away. In 
ba!tlc it will use the ame weapon and spells as lhe 
chara ter, a lon g with tactics similar to its target. The 
aleax has 100010 magic re istance to any magic.ii effect 
that doc not originate from its victim. Likewise. il is 
immune to all damage f'rom sources other than its tar-
get; only the weapons and magic of its target can harm 
it. Ir a wizard ca ts a fireball al an a leax a!tacking a 
prie t, the creature is unharmed (although the priest is 
still subject to damage), but if the wizard ca. t the ame 
spel l at an aleax attacking him, the spell would cause 
damage normally. Of course, the a leax enjoys any magic 
resistance that the target character ha . Further, the 
aleax naturally regenerates hit points wllcn wounded. at 
the rate of' 8 hit points per round. 

An alcax i also immune to any magical effe ·t that 
rap it life ource, including magic jar, possession, life-
drai11i11g, or 11ampiric rege11cra1io11. It automatically 
saves vs. spell when confronted by illusion-, and it can 
attempt to break a clwrm spell once p r round . 

Despile its numerous tactical advantages, an a lcax 
has a special vulnerability to physical atiack. Any hit 
with a physical weapon (not a magical effect) that 
cores on a natural roll of 19 innicts double damage, 

and a natural roll of 20 causes quadrnp/e damage. How-
ever, damage innicted by the aleax is alway ' normal, 
r gardless of the result of' its aHack roll. 

Although they are fcrociou fighter , alcaxi never 
actua lly kill th ir vil:tims. One who i ·'slain" by ;111 
aleax is simply uffering the judgment of his or her god. 
Although to onlookers it appears as though the harac-
ter ha died, in truth hi piril i held in uspension 
betw en death and Ii~. He is in commune with his deity 
then, and he is giv n a last chance to barter for his life. 
The sp irit can be retu rned to the ·haractcr' body, but 
only by quickly paying the price demanded by th· 
offended power. The deity can d mand se rvi c, lev Is, 
treasure, or magic. The choice i · not open to negotiation 
- either Lhe character accept or he dies. Tho. e who 
choose death cannot be raised. 

Service can be any one que I lunbreakablc by ven 
a wish spell) tipulated by the power. The deity can also 
·!aim up t half a chara ter's levels, while treasure and 
magical-item forfeitures result in the lo s or all the 
character· property, no matter where it is hidden. If 1he 

• 2 • 



condition i accept d, the character i then automati-
cally raised from the d ad (including Ive ) with wha -
ever conditions agreed 
upon immediately 
applied. The 
character will 
receive no fur-
ther visitation 
from the aleax as 
long as he or sh 
remains true to 
the offi nd d 
god in th 
futur . 

[f the character defeats the al ax in battl , some por-
tfon of the aleax·s spirit merge with th chara ter. The 
power's wrath i annulled, for Fate has judged against it. 
No more attack will be mad on the chara t r for that 
panicular off en e (regard! of wh th r the character i 
now acting in a appropriate manner), although further 
offi nse may trigger retribution. 

Th joining of th a leax's spirit with the player 
character brings both rewards and p na lties. The char-
acter' wit and n s are height n d from thi com-
mingling with the divin , so lntellig n increases by I 
and the character enjoys a + 1 bonus on all urprise 
rolls. Also, oth r can see that the character ha been 
"aleax-touched," effectively be towing a+ I bon to 
Charisma. I-lowever, the aleax spirit still fight for 
control of the character. Whenever fac d with a 
situation simi lar to the character's original offense 
(regardles of whether the character is now acting 
in an appropriate manner), the spirit will at empt 
to a rt itself as a rightful av ng r. At that 
time, he character mu t succes fully av v . 
paralyzation or becom pos ess d by he dc-

ir to puni h tho who have offended the 
a l ax· g d. The desir r mains until the 
of~ nder are puni hed or th ffect i brok n 
by a dispel magic pell. Note that this doe 
not fre th character in future in tanc , 
but only cancels the immediate effect. 

HABITAT/ l)ll[JY: Al axi hav no habitat or 
ociety - ch y ar the r a ion of th 

powers. They om into exi t nee when a 
god wi he to punish a mortal, and they 
return to nonexistenc immediately upon 
comp! tion of their duties. A power can 
only er at on aleax at a given time. 
Since a deity's strength diminishes 
slightly very time on of its special ser-
vant i defeated, the god a a whole do 
not lightly end out the avengers. Typ-
ically, aleaxi are created to corr ct the 
mo t blasphemous of follower , or those 
that pose a great threat to the tability of 
the power's realm. 

E OLDGY: Aleaxi e entially do not exi t 
until they ar ca ll d into b ing by th 
god . Som ag peculat that an aleax 
i an actual part of it god's con ciou ne , 
which separate and adopts a phy ical 
form. 0th r be li eve that it i a magical 

b ing, er at d on the pot at the behest of 
the offi nded god. In any ca , an aleax exi t 

for no oth r r a on than to defeat its mortal 
model and return to its d ity vi torious. 



AS+RAL SEARCHER 

I IM,\11 /Tt RR'\!. ' : Outer Planes 
FI<fUU[ CY: Very rare 
ORtsANI/ATIU •: Solitary 
Arn\ irY Cvu c-: Any 
0111: None 
INJI:l Ul,I Nl I: Non 
Tiu \SURI: Nil 
Al IGN!\ INT: Neutral 

Nu. APl'[ARINli: 4d6 
AR tnR Cl i'\ss: 10 
Movrr.11N1: 12 
l-111 DI< l: 2 
TI-IACO: 19 
Nu. Of Arl ,\l s: l 
0AMAtil /AITA< ld6 

I'1 l lM Al I\( ~s: All victim are AC 5 
!'I l lAI 011 I r,.-,r '>: Nil 

M (,I( Rl'>l'>I \ 'll· : 500/o 
1/1: M 

Mm:At I: Fearless [19) 
XP V,\l lH: 175 

Astral searchers are the bane of planar travelers in the 
silvery void. They are mindless shells of nebulous 
humanoid shape, created by concentrated or trauma-
tized thoughts of prime-material characters in the Astral 
Plane. Violent death, destructive spells cast while on the 
Astra l Plane. and astral combat often result in the cre-
ation of astral searchers. More often than not. th cre-
ator or source of the astral searcher isn't even aware of 
the results of his or her actions, and this creature comes 
into being without malice of fore t hought or other 
intent. 

Driven by their pas t conn ction with material 
beings, astral searchers obsessively search for material 
bodies to po sess. As they wand r the tral Plane, they 
seek weak points in the cosmic fabric rhat connects the 
Astral to the other planes. and they cluster at those 
points, waiting for the stre s line to be ome collinear 
so that they can pass into other worlds. Such ··rip .. in 
the planar tapestry exist naturally. but they also may be 
created at points where astra l travelers enter and I ave 
the Astral Plane, in which case they exist only I m-
porarily ( I d6 rounds). Astra l searchers also garher near 
the color pools that lead to the Prime Material and Ou1er 
Planes, but they are incapable of passing through them 
unless a planar being passes rhrough hefore rhem. 

(OMl3,\I: As soon as an astral searcher finds its way into 
another plane or encounters a planar character in rhe 
Astral Plan . il eks co auack. The rea1ure is fussy 
about its targets - only liv ing humanoids are consid-
ered prey. Furthermore. characters from 1he Primt> Mate-
rial Plane are immune 10 attack while on 1he Astral 

Plane, for their silver cords somehow act a a hield. On 
the other hand, characters from the Inner and Outer 
Planes (who lack silver cords on the Astral) are not pro-
tected in this way. 

Astral searchers can be attacked either physically 
or with pells that cause damage. A lthough weapons 
seem to slice right through their ghostJy forms, they 
actually cause harm. However, astral searchers are 500/o 
re istan to magic and can only be hit by weapons of + 1 
or gr ater enchantment. If r duced to O hit points. the 
creature's will to exi t is finally broken and it dissipates 
into a cloud of harmless vapor. 

An astral searcher atta k the p y he of i in-
tended victim, and all target are tr ated a having 
Armor Class 5 for the purposes of thi battl . Only ring 
of protection and bonuses for high Wisdom alt r the 
Armor Class of the target . The creature attack with 
ghostly claws, as it must touch its vi tim ob eff c-
tive. The attack is like a searing la h of p ychic n rgy. 
It a sault can be blocked psionically in the same way 
as id insinuation. 

All damage inflicted by the astral searcher is purely 
mental, although the victim's mind creates feelings of 
pain and injury, giving th impres ion of a physical 
attack. The mental agony "heals" quickly, though, at the 
rate of I d8 point p r tum. Nev rtheless, the offensive is 
real. If an astra l earcher strikes a fatal blow (hits and 
reduces the victim to O hit points or fewer), the victim 
fa lls into a coma while the searcher enter the body and 
de troy the victim's psyche, effectively killing him. 
Damage cau ed by an astral searcher can be combined 
with that from another ource. If another creature actu-
ally trikes the fatal blow, howev r, the astral earcher 
cannot take possession of the body. 

If the astral searcher u ce sfully takes po se ion 
of a body, t he mind and p r ona l ity of the victim are 
destroyed. The searcher acqui re the victi m' phy ical 
abilities and tota l hit points [as all damag inflicted in 
the attack now disappears), but not the character· for-
mer personality. Instead, the character i filled with the 
strong emotion that first led to the searcher's creation: 
rage, fear determination. or whatever. The newly pos-
sessed body can make noise reflecting its emotional 
tate, but iL cannot speak. All knowledge of spel ls and 

skil l i lost. 

H \£111 ,1/Surn n : Until they inhabi t a body. astral search -
er have no life. They are imply masse of emotion, 
disconnected from all el . Once a body i secured, t he 
creature 's first concern is to recr ate th aLmosphere 
chat led to its creation. Thus, an astral earcher born of a 
mage· dread of capture by the githyanki would contin-
ually attempt to create an atmo phere oft rror around 
i1. The sea rcher assumes the emotion is th tru and nat-
ural tale of 1he muhiven:·. 

• 4 • 



A tral · earchers are quick l~arn-
ers, however, si,nce they r.eside inside 
mind already once taught. Skill 
such a language and nonweapo 
profki ncie quickly come back -
perhaps within a f: w hour -=- and· 
r learning most other tasks takes only a 
quarter or !es of the n'orrnal time. Even 
class abiliti and lev Is ,aa be 
regained: How v r, memorie and 
life experiences are lost forever, as 
if the original character were suffer-
ing from permanent amne ia. The 
search r/character will allow itself 
to be named, and it may even • 
fall into parts of its victim's 
old identity, but it will never 
forgo it obsessions, nor can 
it gain new level of 
experience. 

It 1, , <,, Astral 
searchers have no 
phy ical substance 
unti l such time 
that they tak 
po e ion of 
a body. They 
can be exor-
ci ed, but the 
original p y h 
ha b n completely 
de troyed, and the tharactei: 
cannot be raised or brought back by any 
mean hort of a wish spell. If the astral 
searcher i driv n from its hb t, the • 
empty body r main ber ft of any life 
e n and may p·ose an-open invi-
tation to fiend 9r other incorp.oreal 
creatures looking for.a physical form 
to dominate. 

There are ta les of planars 
returning horn , au· knowledge of 
their past gone, and till living 
among their family and 
friends for many year a 
mental invalid . lt i 
only later, when 
omeone more • 

knowledgeable 
come through 
town, that those ,. 
close to th victim di -
cover the r al truth. 



BARGHES+ 

CLIMATE/TERRAIN: 

FREQUENCY: 

ORGANIZ. \TI0N: 

ACTIVITY CYCLf: 

DIET: 
) TELI.IGE CE: 
TREASURE: 

ALIGNMENT: 

No. APPEARING: 

ARMOR Ctl\SS: 
MoVEME rr: 
HIT DICE: 
THAO: 

No. OF AnAlKS: 
DAMAGE/An \CK: 

PECIAL A ffACKS: 
SPECIAi DEffNSES: 

MAGIC RFSISTANCt: 

SIZE: 

MORALE: 
XP VAi UE: 

.· 

G h nna/Prim Material 
Very rare 
Solitary 
Any 

arnivore 
High to genius ( 13- 18) 

ee below 
Lawful evil 

1-2 
2 to - 4 
15 
6+6hpto 12+ 12hp 
15 (6 + 6 HD) 
13 (7 + 7 to 8 + 8 HD) 
11 (9 + 9 to 10 + 10 HD) 
9 ( 11 + 11 to 12 + 12 HD) 
2 
2d4 + HD value 
See below 

below 
50/o per HD (ignore plu e ) 
M-L (5 '-9' tall) 
Champion ( 15) 
6 + 6 HD: 2,000 
7 + 7 HD: 3,000 
8 + 8 HD: 4,000 
9 + 9 HO: 5,000 
10 + 10 HD: 6 000 
I I + I I HD: 8,000 
12 + 12 HD: 9,000 



Of th variou man t r hat inhabit the rift of the 
plane of Gehenna, the barghest is certainly the most 
ommon and one of the most fearsome. he barghest' 

natural shape is v ry much the same as that of a large 
goblin, and when dwelling among goblins, it generally 
retains that form. 

While it appears to be a large goblin when it is a 
whelp, its skin darkens from yellow to a bluish- red as it 
grow larg r and stronger, and ventually it kin turns 
an even blu at adulthood. The eyes of the monster 
glow orang when it is excited, but otherwise h y are 
indi tingui habl from thos of a normal goblin. 

A bargbest i also able to a sume at will the form 
of a large war dog or a wild dog. Henc , th reature has 
o~ ntime b n r ~ rred to as a "devil -dog," but this i a 
misnomer. The pr ci form taken can vary from er a-
tur to creature but all forms are thos of typical wild 
or war dogs, and it i almost impossibl (950/o unlik ly) 
to tell on from il natural count rpan. However nat-
ural dogs in tantly r cognize, fear, and hate a barghest, 
and they will atta k it at any opportunity. 

COMBAT: Barghe t employ a claw/claw attack in battle. 
(In canine orm, they only bite.} They may only be hit 
by weapons of+ I or better enchantment. They are not 
particularly vuln rable to any attack form, but in their 
anin shap th y risk the failur of a saving throw vs. 
pell wh n ubje ted to afireba/1,jlame strike or meteor 
warm sp II: If attacked by such a spell while in canine 

form and a barghest fai ls it aving throw, it is instantly 
hurled to Gehenna. Those r turned to th Outer Plan 
are mo t likely slain or n lav d by their full-grown fel-
lows, but even if th y are not so treat d th y cannot 
return to the Prime Material Plane without out ide 
a istance. 

Barghests are able to perform the following spell -
lik abilities, once per round, at will : shape change (into 
either canine or goblin like form) le11itate misdirection, 
and project image. They are able to perform the follow-
ing abilities once per day: charm (person or monster}, 
dime11 io11 door, and emotion. 

When in canine form, barghests are able to move 
at double their normal movem nt rate (ma imum of 
30), pass wilhout a trace (a th pell}, and b come 750/o 
unlik ly to b noticed when motionle . ff und te ted, 
th y impo a -2 penalty on opponent ' urpri e rolls. 

HABITAT/SOCIETY: Th b ing are native to Gehenna and 
t ·nd o live in i olation on that plan . Th re, each 
barghe t has its own stronghold and fore of ervitors, 
ov r whi h it rule d potically. Goblin r adily recog-
niz and worship ba rghe ts (even in their goblinoid 
form), but other ra es find them to be virtually indistin-
gui hable from th se common prim -material monsters. 
The goblin hosts fear and serve the barghests, often 

going to g r at lengths to bring them suitab le gi~s and 
sacrifices, and the barghe t respond by laying power-
ful enemies of the goblins as well as g nerally enriching 
the goblins' treasure hoards. 

Occasionally a barghest on Gehenna will pawn a 
litter of six young, whi h are immediately nt to the 
Prime Material Plane to feed and grow. Tho e that ur-
vive eventual ly return to Gehenna, but while they are 
away they mu t f d upon human and demihumans. 
Barghest whelps are found either alon or in pair on 
the Prime Material Plane, generally living n ar i olated 
communities of humans or with band of goblins. 

Wb n barghest whe lp fir t come to the Prime 
Material, they a re relatively weak, having only 6 + 6 Hit 
Dice. How ver, for every energy (experience} level of 
human (or demihuman) life that they slay or devour, 
I hit point is added to their overall total. Once th y 
absorb eight levels, they gain another Hil Die, plu an 
additional hit point per die. (Hence, a 6 + 6 HD barghe t 
who absorbs eight experience levels becomes a 7 + 7 HD 
barghest.) Note that 0-1 vel characters are worth on ly 
one-half of an experience level to the barghest, so th y 
are considerably less attractive target than high- level 
heroe . In addition, a h time a barghe t gain a Hit Die, 
its Armor Class deer a s by l and it Strength core 
increases from an initia l 18/00 o a maximum of 24. 
Wh n the bargh t fina lly achieves full growth and 
pow r it di cover the abjjjty to plane shift to Gehenna, 
wh r it seeks its own re king vall y rift to lord over. 

Wbat r a ure bargh st gather into heir own 
tronghold in Gehenna i unknown although it is 

rumored to be great. However while they live upon th 
Prime Materia l Plane, they accumulate no persona l 
treasure. 

ECOLOGY: The barghest passes through dirn rent stag in 
its life. A a whelp it is a hunter and tra ker consign d 
to the Prime Materia l Plane. There it grows in cunning 
and wisdom unti l it i ready to enter into then xt tage 
of its life. At this phase it returns to Geh nna and 
become a leader. It i till a hunter, though now i s tac-
ti and atti ud s ar great r to match the gam - other 
intelligent beings - that i hunts. 

• 7 • 



CRANIUM RA+ 

C1 IM \TE/"I I Rf.! \I 

PkllJll lY: 
ORl,i\ 1/\IIIJN'. 

Al TIVIIY Cn Ir: 
D11 T: 
I 11 1 ur,1 N(l: 

TRI ,\Sl l<I: 

Al ILN 11 NI: 

No. Al'l'I ,111 c,: 
AR 1()1< l f\.S',: 
[\,JnVIMII\JI: 

1111 D1u: 

r111\ CO: 
No. OI An \C f,S: 

D \~IAl,f /An n.: 
51'1 {I \I /\ fMl I\~: 

51'1 ll/\l DI.I I NSLS: 

l'vlA(dC RI 'il'i r\ LI: 

SI/I: 

Moi-!\11: 

XI' V\l l I : 

Outer Planes 
Uncommon to very rare 
Pack 
Darkness 
Scavenger 
Low to supragenius (5-20) 
None 
N utral evil 

2dl0 
6 
IS 

19 
1 
1d4 
See below 
See below 
Variable 
T (6" long) 
Unsteady (7) 
65 XP each 

The following passage is taken from the dreams of Bilfar 
the Diviner, who believed that secrets fled their sleeping 
masters every night: · 

A small, crawling form itched into the back 
of my brain, and I dreamed of its words . My 
dreams had caught the secrets of one called the 
vishkar, and it said: 

Fear me. Fear my coming. What others know of me 
i a mask that hides my true might. They think I 
am vermin, those rats whose brains pulsate with 
bilious light. They do not kn.ow I see through the 
thousand eyes of my body. My body li ves among 
them, and they do not see me. 

Upon waking I had th image of the cranium 
rat, commonly seen in the dark corners of pe ti! nt 
villages, lock d into my mind. But my dream wa 
this er a ur , and ye t it was not. Perhap I will 
dream it again. 

Indeed he did dream it again, but Bilfar hever lived to 
publish his stolen s crets. A month after h penned 
the.se words, he_ was dead. Perhaps- his drep.ms caught 
another, darker secret, for his servan1found bim one 
morning bled dry frbm a hundred tiny wounds: 

Cul\lll \I: While d?nger9us and .' unpl asan't · th~ craniUJ11 
rat is nqt an, a.gg,r-es~iye.'cree,tu'r.e. Lik • n19st vermin; i~ 
avoid~ ope.n ~ff'1-c:kS in fav!)r of fligJ:it or ambushes, 

. . .: - . .. 



Indeed, in the latter action the cranjum rat shows a cun-
ning skill. 

Cranium rats usually move in pack of ten or 
more. They hide in garbage or the crack of a wall until 
a victim ventures close and then swarm out and strike, 
but ven th n they won't figh for long. If the victim 
cannot be lain or crippled in a just a few rounds, they 
break off and carter in all directions, making pursuit 
almost impo sible. Still, thes actions are no different 
than those of most oth r vermin, and they are not what 
make the cranium rat truly dangerous. It is the slight 
mental prowess of these creatures that makes them 
truly menacing. 

Individually, these creatures are little more than 
clever vermin, but cranium rats are seldom encountered 
singly. They're many creatures and on creature all at 
once, as they possess a type of group mind. A cranium 
rat is automatically in telepathic contact with every 
other such creature withln 10 feet, which allows them to 
share not just thoughts, but also brain capacity - every 
five rats in contact generate I point of Intelligence. 
Thus, one to four rats have no more than animal intelli-
gence (.1 point). Add another rat and the group becomes 
semi-intelligent (2 points). Fifty rats in a single area 
have the intelligence of an average person (10), while 
100 rats in c lose quar ers wou ld be frightening (20 
Intelligence)! Th oretically there is no upper limit to the 
group mind, but no packs bav been found with an 
Intelligence higher than 20 or so. Perhaps with overpop-
ulatton com s metaphysical insight, such that these 
er a~res a cend to a higher level of existence. Or per-
hap overpopulation brings about a sudden decrease in 
their number . 

With increasing Intelligence comes increasing 
powers, as shown on the table below. Entries in color 
apply to that level and higher. Spells can be used daily. 
For example, a pack with an Intelligence of 7 can use 
one 1st-level wizard spell each day. 

/.. I • n 1 11 1 H \f 111 , 

Standard ... 
✓-·· . ~,,- · ~~,.,..,. ,, 

 

1-6 
7 
8 
9 
10 
ll 
12 
l3 
14 

• 15 
16 
17 
18 
19 
20 

l spell level of wizard pells 
2 sp II levels of wizard pells 
Mind blast, 1/3 round 
3 spell levels of wizard spells 
4 spell levels of wizard spells 
Mind blast, l/2 rounds 
5 pell levels of wizard spell 
f pt 111 ·vt'I.., of • var- I -,pelh 
Mind hl,1s1 t•ver round 
lmm11m· to gases 

lmmu, e tn uild 
100/o magic resistance 
400/o magic resistance 
700/o magic resistance 

The group mind also confers several defensive 
advantages upon the creatures. First, when calculating 
damage from area-affecting spells, treat the Hit Dice of 
the communal creature as a pool. For example, casting 
an 8-HD .fireball at a horde of 30 rats d stroys ju t eight 
of them if the saving throw is failed. If the save is suc-
cessful, only four (half damag ) rats are destroyed. In 
other words, ignore the individual hit points of the rats 
for area effects. Second, the rats sav as if they are a 
creature of as many Hit Dice as their Intelligence. In the 
example above, 30 rats have a 6 Intelligence, so the 
horde saves as a 6-HD creature. 

The communal nature of their Intelligence is also 
the cranium rats' weakness. When members of a pack 
are killed or scattered, the Inte ll igence of the pack 
immediately drops, and the pack loses any special pow-
ers attributable to the communal mind. The communal 
mind, however, is highly resistant to mental attacks. A 
pack with an lnteUigence of 5 or higher is immune to 
sleep speUs (by virtue of its effective Hit Di e). The pack 
acts quickly to break its telepathic link with rats that 
have fallen under another creature's control. Conse-
quently, spells such as suggestion and charm monster 
affect but a single rat (although the rat gains the benefit 
of the pack's saving throw). 

H ,m 1 1 / rn I T : So continues Bilfar's notes: 

The vishkar's secrets fl it at night, arriving 
piecemeal for my studies. Where they come from I 
cannot tell - there are too many images of too 
many places - but in all of these there is a common 
thread. It is a pulsing green vein that is the cord to 
a master who steals secrets from others. I am forced 
to guess tbat the vishkar is an agent of Ilsensine, 
the great god-brain of the illithids. Vishkar is the 
eyes and ears of its lord, gathering in all it sees and 
hears to please that ravenous power. A thousand 
eyes gather a thousand scenes all at once. 

Curiou , I inquired with travelers and caravan 
masters about the extent of the cranium rat. I 
my elf have seen them in Sigil, and I am told they 
are not uncommon in the Lower Plane . 

I have seen myself in my own dr ams, asking 
and re-asking these questions. There are also 
dreams of packs searching me ou . Are these the 
dreams of my mind, or secrets I have captured? 
Even my philosophies fail me her , but I think pre-
cautions are necessary. 

h ,,1 m,,: Cranium rats subsist on a diet only lightly 
more carnivorous than the normal rat. The extent and 
purpose of their powers are held closely secret, lest 
Tisensine's instruments be exposed. Those who discover 
the true purpose of the cranium rat are under sentence 
of swift and terrible death. 

• 9 • 



DABUS 

m+P+1' 'fl(_ ·-t+zzz, 
n+J 
2 

ff th+~ tr+ 

h+*+d th+ +s+~I . 
J ,3,S ... +lee th+t 

3 @'lt_ r 
{There is no mistaking a dabus, 

nor do they try to hide them el, e . 
Oddly their speech is just a tring of symbols.) 

CLIM,\11 /I ERR;\IN: 

RfQl,r {\'I: 
0Rl,ANI/ !\Till : 
Ac11vm Crn t: 
Dru: 
I 11 l I flif ll : 

Tl<!-ASIJR!: 

All ,"Jl\11 ~,I: 

No. APnARI (,: 

ARMOR Ct ,\S',: 

Mov1 ME r: 
J-111 Dtn.: 
THACO: 

No. 01 An ,\LKs: 

D<\1\1,\GE/Al Ii\( f;: 
Srru ,, AJT,\(f.. : 
S1'Hl 1\I fJl-1 I SLS: 
M \GI{ Rl SI 1 \NCI : 

IZE: 
MO!Ull: 
XP V,11 I: 

Sigil 
Un ommon 
Hi rarchy 
Any 
Omnivore 
Very 
Nil 
Neutral 

!dB 
7 
12 
4 to 8 
4 HD: 17 
5- 6 HD: 15 
7- 8 HD: 13 

td8 or by weapon 
Ni l 
Se below 
Ni l 
M (6 'tall) 
Steady (1 2) 
4 HD : 175 
5 HD: 270 
6 HD: 420 
7 HD: 650 
8 HD: 975 



Tall, lender, and looking like the riddles they 
speak, the dabu ar feared by some to be the true 
masters of Sigil, the hidden genius of her being. For 
other they are nothing but laves that maintain Sigil's 
mighty engin s. Their thoughts literally fill the air when 
they pass, for the dabu 's peech i illu ion shap d into 
pictures that mortals can then reshape into sound - th 
dabus communicate not by word, but by the compli-
cated structures of the rebu . These are the ultimate in 
thought-pictures, where ymbol are chosen for the 
ounds mad in a language, and th ounds ar trung 

together to form words. 

l11Mflf\l The dabus are not combative er atures. They 
ek no battle, as destruction is not their role and pur-

po in life. till , in a city like Sigil, avoiding combat is 
not always po ible and the dabus will fight if they must. 
The dabus possess no special attacks. They can only fight 
normally, with swords, hand axes, or hammers - the lat-
ter two being tool they often have at the ready. 

The dabu never quite tand on the ground. They 
n ither fly nor walk, but exi t on the boundary between 
each, so they're immune to spell that affect the surface 
beneath them . A transmute rock to mud won't catch 
them, nor will a grease spe ll make them lip. At the 
same tim , they are not really flying, either. Thu , pells 
that might be effective again t flying reatures, uch as 
gust of wind, will not send them spjnning out of contro l. 
Otherwise, they have no unusual immunities or special 
r i tances. 

H 'Bil 1/~11uI "· Sigil is their ole habitat, which they 
con tantly build, canniba lizing one part o construct 
another. It i known th ir homes are in sub tru tur far 
beneath th ·ity, but few have e n them . They don't 
care for visitors in th ir cramped workshops, and they 
mi I ad those who try to follow th m home without 
permission. 

The dabus claim to b organiz d into cell (if their 
rebuse are read correctly). Each c II has a duty in the 
city, though it is not tied to one place or kill. One day a 
member of a cell gather the trash that blow out of the 
Great Bazaar. The next, it might be resetting cobb les 
near the Hiv . Whatever guides them in their tasks, the 
dab us seem to alway know what is expected of them. 
Each cell ha 2d6 member . 

All dabus are of the same sex, for the race appears 
to have no sex at all. There are no dabus young, yet they 
do seem to be able to rep lace those lost to accident or 
misadventure. No one is sure how they do so, but th 
best guess is that a new member is constructed from the 
m rged illusion of the others that the word - pictures 
lake on real form, that what i written/spoken has reality 
for these creatures that translates into reality for others. 

Tha leads to h ir strang peech, th most puz-

zling aspect of the dabus race. They have mouths and 
seem perfectly capable of sp aking but th y never do. 
In tead, hould th y desire to communicat with some-
one not of their race, images of appear in the air. The 
image are th pi ture equivalent of ound that mat h 
what ve r languag the on look r peak . When a dabu is 
exc:ited, the rebu can flick r by with dazzli ng spe d. 

Why do th y not speak? Have they urr ndered 
spe ch cutting away th abstraction that bind the fle h 
to a fal e imag of the world, or i languag a my tery 
to th m, an art th y haven't l arn d? Are they a race 
unabl to eize upon words and letter ? Perhaps th y 
are like some idiot savant, brilliant at their own char 
but blind to the talents common to other ·. 

[t 0I1H,~ · There is no doubt the dabu have a role in 
Sigil. They are its cells, constantly r pairing the body of 
the city. It is hard to imagine what would happen to 
Sigil without them, for no one really knows the full 
extent and workings of Sigil's streets and furnaces. 

Ru1 r-1•I 'I'll ·c, 1111 U \fll -,: How does one role- play a race 
that speaks in pictures? The easiest answer i to simply 
hav the dabus not peak. They barely acknowledge the 
presence of o hers, anyway. This is fine for common 
encounters, wh re this strang race is part of the back -
ground, or when their pres nee is not important to the 
adventure. However, sooner or later, players and DMs are 
going to want to deal wi h these my teri us creature . 

The DM can take two approaches 10 he dabus 's 
rebuses: First, he or she can substitute some other non-
vocal means of communicating to simulate th ir strange-
ness. Pantomime is particularly effective for this, like a 
gam of Charades - the DM stat that the clabu p ws 
forth a torrent of undeciph rable symbols, th n r sorts 
to pantomim to make itself und rstood. Thus, puzzling 
out what the dabus is trying to say become · a challenge 
tha involve th players right at the table. Pantomime 
is handy for tho tim s when the OM ha n't pr pared 
any rebuses and the player haracter suddenly decide 
to question the neare t dabus. 

cond, if the OM i willing to prepare, he or he 
can er at an even gr ater en e of the race· strang -
ness. Knowing in advan e that the player character 
must deal with a dabus, the DM can a tually draw up a 
rebus for them to deciph r. lmagin the surprise of the 
players wh n their characters ask a que tion and the DM 
suddenly holds up one or even a seri of rebuses as a 
reply! 

Finally, rebuses and pantomiming should be u d 
for fun not to bog down play. If the characters really 
need to know omething and the play-acting isn't as 
important, a nonplayer character bystand r an always 
"translate' what the dabus says. This avoids the problem 
altogether, but it does lose some of the atmosphere. 

• 11 • 



fflAGMAN 

Cr IMA 11 /Tl f!l<,\IN: 

I l<i·Olll < Y: 
01<<,ANI//\ I l!IN: 

J\c IIVII Y l Yt 11 : 
1)11 ,: 

I 'tllll<,INll: 

I RI \S(!Kl: 

J\i IC,Nl\11 N r: 

No. Al'J'h\l<INl,: 

RMUI< Ct.i\",S: 
MoVlMI Nr: 

1111 D1u: 

111/\CO: 
No. rn A 1 1 \< ~s: 
D1\MA<i1 / A rr,\ct:.: 

1·1 , JAi An ,\t t:.'>: 
Pl\ 1/\1 DI I IN',IS: 

M \(,It RI Sf<;l ,\NU: 

S11.1: 
MllRAI I· : 

Xl'VAltJ: 

Paraelemental Plane of Magma 
Very rare 
Tribal 
Any 
Elemental 
Low 
Nil 
Chaotic neutral 

2d12 
6 
9 (6) 
2 
19 
1 
3d8 
Combustion touch 
+ \ or better weapon needed to 
hit; immune to fire-based 
attacks 
Nil 
S (3' tall) 
Unsteady (7) 
120 

Magmen are creatures of the Paraelemental Plane of 
Magma. Th y stand 3 feet tall and are glowing, human-
oid creatures, much like fire-cloaked gnomes or goblins. 
Small puffs of flame constantly burst from their skin, as 
if they are perspiring kerosene that ignites when enough 
accumulates. Magmen radiate heat like small bonfires, 
rendering the area n ar them quite uncomfortable to 
most nonfire- loving creatures. Their faces are almost 
always twisted with malicious glee. 

r u IIHI Magm n ar not rea lly interested in fighting, 
but they are capricious little creature who cause havoc 
by their very natures . Whenever they encounter an 
unfamiliar creature, which - their being from the plane 
of Magma - is almost anything else, they try to set it on 
fire, just for fun. Perhaps they do not understand that 
others fear their flames, or perhaps they do and don't 
care. Any attempt to reason them out of this cour e of 
action is almost certainly doomed to fail. At best, a 
creatur might bribe them off with another target or a 
choice bit of burning food. 

ln combat, they attack simply with a touch. Their 
flaming fingers ignite the flammable items (clothing, 
hair, etc.) of any creature they hit, inflicting ld8 points 
of damage per round for I d4 + 2 rounds. Note that 
extraordinarily flammable carried items - flasks of oil 
and he like - must successfully save vs. normal fire or 
they, too, wi ll ignite and cause their own, additional 
damage. This check is made once per round until the 
flames are out or the victim discards the item. Also, 

combustible magical items (scrolls, etc.) must make their 
own successful saving throws or be destroyed. Again, 
the check is made once each round unless the item is 
discarded. 

Magmen aren't fighters and, if attacked and actu-
ally hurt, their first choice is to run away - not too far 
away, but far enough to be out of immediate danger. 
Once safe, they are curious and fooli b enough to 
return. If cornered, magmen will defend themselves, 
striking with a molten fist and inflicting 3d8 points of 
damage upon a successful hit. Fire-resistant creatures, 
including those protected by magic, suffer only half 
damage from such an attack. 

Magmen are not easy to hurt, however. A weapon 
of+ I or better enchantment is required to hit them. In 
addition, weapons of less than +2 enchantment must 
save vs . magical fire upon every successful hit. If the 
ave i failed, the weapon melts into useless slag. Not 

surprisingly, magmen are imm u ne to all fire-based 
attacks. Conv rse ly, cold-based attacks inflict double 
damage and prompt morale check . 

ll•\1111 1/\m 11n: Magmen are creature of the Paraele-
mental Plane of Magma, and as such they have no 
society on oth r planes. When they appear outside their 
own fiery lands, their sole preoccupation seems to be 
with having fun .. . by their standards. Magmen love 
flame and are fascinated with burning things. Were it 
not for the damage their curiosity causes, their childlike 
pleasure might almost be touching or amusing. Some-
how, it never occurs to these creatures (or if it does, 
they perversely ignore it) that other creatures might 
actually be hurt by thei r actions. Having come from an 
environment of fire, the panic-stricken reaction of 
Prime Material creatures who are set afire seems merely 
comical to them, a lmost s lapstick. Perhaps this is 
because the association of pain and fire is utterly for-
eign to their kind. 

On their own plane, magmen live as hunter-gather-
ers. They band in small tribes, organized around a single 
extended "colony." (Colony is the only apt word, for 
magmen have no sexes, reproducing by simple division 
as they grow.) Each tribe i led by the eldest magman. 
They scour the molten plain, looking for choice bits of 
flaming minerals or hunting other elemental creatures. 

Occasionally, magmen pass into other Inner Planes 
or the Prime Material Plane through gaps er ated by the 
excessive heat and pressu re of subterranean lava. The e 
portals have a strong lure to the magmen, for the 
molten stone of such gaps has a different "taste" than 
that of their home. Magmen enter into the vortex to 
sample the essence, and they are invariably drawn 
through the portal and into the other plane. Some sages 
speculate that the strange minerals of these portals may 
have an intoxicating effect on the little creature . This 
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would certainly account for their frivolous behavior 
outside of their plane. 

Magmen can reach the Outer Planes only if they are 
summoned. Their mischievous and destructive natures 
provide perverse amusement to tanar'ri and baatezu, and 
these fiends sometimes keep magmen captive in special 
molten pools. Magmen are sometimes summoned into 
the midst of enemy ranks in the Gray Waste Gehenna, 
and Carceri, providing diversionary attacks in the never-
nd i ng Blood War. Militarily, they are good for little 

more than this, since their flightiness and cowardice 
make them unsuitable for pitched combat. 

Magmen esp dally like to swim around in active 
volcanoes, for when these erupt, the magmen are 
released to engage in their favorite sport of igniting all 
the combustible materials they can reach. Magmen can 
remain out of lava or some other fiery habitat for a max-
imum of six hours before they stiffen and become immo-
bile. They rarely remain away from their environment 
for mor than two or thr e hours at a time, as they con-
sider anything below l ,000°F to be uncomfortably cold. 

Magmen speak their own and no other languages. 

I 1 1 , , 11 , Most sages and travelers guess that magmen 
eat choice morsels of molten rock, although it is possi-
ble that they absorb much of their nutrients directly 
through the skin. 

Upon occasion, a wizard will summon a magman 
to fire a furnace for a magical procedure, but wise 
wizards return the little troublemakers as soon as the 
need has passed. Some are tempted to trap the 
creatures and let them cool, since magmen stat-
uettes are sometimes collected as garden orna-
ments for the wealthy. However imminent death 
makes the Litt! beings hostile and dangerous, 
and more than a few city blocks have been 
destroyed in their attempted escapes. 

---r· 
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Baa tor 
Uncommon 
Hi rarchy 
Any 
Carnivore 
High 
Nil 
Lawful evil 

ld20 
- 2 
12 
6 
15 
3/2 or by form 
Id 12 (snak bit ), by w apon, 
or by form 
See below 
Saves a 10th- level fight r 
100/o 
M (6 ' 6 11 tall) 
Fearless (20) 
1,400 
Shadow Prie t: 2,000 

Minions of Set are proxies of Set (of the Egyptian 
mylhos). In their natural form, the minions appear to be 
warriors wielding broad swords and dressed in black, 
scaly plate mail armor. Sometimes they are mistaken for 
adventur rs, since h se are p ople they most closely 
res mbl , yet th y ar far from human. 

Th minions of S t are endow d with the power to 
change into an animal. Th second hape i most oft n 
that of a giant nake, but a few ar abl to a ume the 
forms of cav bear , giant crocodil , giant hy nas, or 
giant scorpions. The transformation i complete, includ-
ing clothing and weapon , leaving no trac s of their 
human guis behind. 

CnMB,\I: A minion of S t typically begin ombat in 
human form unless it' a lready in animal shape. Chang-
ing to animal form is normally done only when 
absolutely nece sary. Most minions prefer not to dis-
close their capabilities, ince once discovered their use-
fulness to their deity i compromised. As bumans, 250/o 
of them use magical weapons fashioned in Baator 
though none are greater than +2 enchantment. 

Should a battle go badly or the need be great, how-
ever, the minion of S t transform themselv into their 
fearsome animal forms. Th transformation take less 
than a single round, having only an initiative modifier 
of 5. Thu , a charact r could battle an armored fight r 
on round, only to di cov r himself fa ing a giant nake 
he v ry n xt. The Armor Class of the minion doe not 

change because their armor is actually an integral part 

of their form, but the number of attacks and damag 
caused varie according to lhe creature form assumed. 

foRM 

Cave bear 
Giant crocodile 
Giant hyena 
Giant scorpion 
Giant snake 

DAMA!,! 

ld8/ld8/ld 12 
3d6/2d 10 
3d4 
!d10/ Id 10/ ld4 
ld12 

A roll of 20 indicate th hyena ha locked its jaws 
around i adversary. The held victim suffers -2 
penaJtie to initiativ and attack rolls, and mov at 
half hi or h r normal rate. 
Victim truck by th scorpion' tail or th snake's 
fang mu t successfully save vs. poi on or die. Those 
who save still uffer 2d4 points of additional damage. 

The minion's form al oaf~ ct its tactic . Th most com-
mon - those who are giant nake - fight indep n-
dently without coordinating th ir attack . Those in cav 
bear form are likewi e loners in battle, but ar ~ arsome 
in their determination. Mjnions able to take giant hyena 
form usually fight in packs, concentra ing their efforts 
on a single victim. Ideally, one will lock its jaws on the 
target while the others tear it to shr ds. The remaining 
two types, giant scorpions and g iant crocodil , nor-
mally attack en masse, though not with the coordina-
tion of the giant hyena type. 

Minions of Set, utterly devoted to their power, 
n ver check moral and are immune to magic that er -
ates r ar or doubt, uch as cau e fear, scare, phantasmal 
killer, or doubt sp Jls. All minion , regardless of form, 
ave as 10th-lev \ fighter . For magic.al attacks, the sav-

ing throw tak plac only if the minion · magic r is-
anc ( 1001o) roll fail. 

II \BIM,r/Sornn: A i clear by th ir name, th minions 
of Set ar the agents of that vii pow r. Th y are his 
pecial proxies. Once p titioner from lh plan of Baa-

tor, S t imbued them with pecial pow rs n eded to 
ca rry out his will. Since th y ros from petitioner tock, 
minions of Set cannot be raised, reincarnated, o r even 
spoken to after death. At that point, their e ence ar 
for ver lost to oblivi.on. 

Although evil, Set is a lawful power. He is not one 
of those creatures from the Abyss, so he will n ver 
destroy one of his proxies on a whim, as might Juiblex 
or other chaoti powers. ln return, Set d mands absolute 
and utter loyalty from his minions, which they willingly 
give. The minions are a fanatical lot, who will follow 
Set's instruction even to their own deaths. They 
d voutly b lieve that ev n the slightest whim of Set is 
more important than all of their live put together. 

Nevertheless, the minions are not fools or automa-
tons. They are fully intelligent beings, capable of sop his-
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ticated trategi s, who act as go-
b tw en for Set and au oth r crea-
tures in the multiverse. They com-
mand S t force during those times 
when be is drawn into the Blood 
War, watch over bis petitioner: , and 
even carry out his will on the Prime 
Material Plane. 

They are also implacable 
enemies. To defy the will of Set, 
as defined by the priests, is to 
embrace a death entence unless 
v ry minion with know! dge of 

th defiance i d strayed. An of-
~ nd d minion of S tis tantamount 
to an entir ct of nemies for life. 

Ern1 oGY: Within the twi d ecology of 
Baator, th minions of S t are predators. 
Wh n not atrying out the wishe of their 
mas r, th minion teal larvae a'ray from 
th baatezu to add to their own hordes, 

SHAOClW PRIES I S: Out of approximately 
every 20 minions created, Set find on 
exceptional ability. This individual is 
vated o the ranks of Set' shadow - • 
priests - sinister commissars of the a ity. 

ln addition to the.shapechanging.abH-
ity of regular minions, shadow priestsnav. all 
the clerical abilitie of a normal priest o Set. 
Th y have major ace s o the sflheres· of All ... 
Astral, Combat, Guardian, N cromanq,, na 
Summoning, and th y enjoy mi.nor a 
to th ph r of H aling and Prat t ·on. 
They an m moriz and ca t speU ... as f 
th y w r pri ts of 6 h to 9th lev. 1 
( l d4 + 5). The hadow priests also hav 
th ability to backs ab like a thief (at 
th am I vel a th ir p Ucasting 
abiliti ), and th y ar immui;ie to all 
poisons and gases. Shadow prie ts are 
able to command undead if a ucc fu1 
attempt to tum is made. While on 
Baator, all such command att mpts 
gain a +2 bonus. 

As noted the shadow 
priests are Set's enforcers. 
They punish any minion 
headstrong enough to 
oppose Set, and lead large 
forces in battle again t Set' 
en mi s. Shadow prie t ar 
often sent to other plan to pun-
i h adventur rs who have angered Set 

. 
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·111Arn: 
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Mn Jll"ll r 
Common 
Hierarchy 
Any 
Special 
Semi 
12d12 
7 
6, Fl 18(0) 
1+1 or 
1-1 
19 or 20 
l or nil 
Id4 or 
weapon 

SPtrl\l /\Jf\{K\· Nil 

M l,1c Rr I IANl 1 • Nil 
S111: S 
XP V·111: 

H!l!JI I lY: 
OR<,\ J/ IJoN: 

A rl\'IIY C, II: 

0111: 

I 1111 ll,f ll : 
O. l'l'I \RIN<,: 

Al<"ilOR c, \'i. : 

M 1\IMENI: 

1111 D111: 
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No. 01 Al 1,,1 K'i: 
DMl\l, /J\l I \l'K: 
SI'[! IAI Ari\( K'>: 

M/\l,I( Rt 'il'il \ ( I . 
Sill: 
,'l'V\llf: 

C LI~!;\ 11 tt fl(R ~IN: 

fRlA l'RI: 

f\11<, MINT: 

St•(·( !Al Ill 11NSI ~: 
MoriA11: 

1- 1 HD: 35 
1+1 HD: 120 

~ll'ION 
Very rare 
Hierarchy 
Any 
Special 
Excep. 
1 (of 49) 
- I 
9 
13+13 
7 
7 
ldlO(x7} 
See be.low 
400/o 
M 
13,000 

Mechanus 
Nil 
Lawful neutral 
See below 
Fearless (20) 

01 IJDRfll F 

Common 
Hierarchy 
Any 
Special 
Low 
ldl2 
6 
9, Fl 9(E) 
2+2 

19 
2 
ld4+1 (x2) 
or weapon 

Nil 

Nil 
s 
175 

Ill XTON 

Very rare 
Hierarchy 
Any 
Special 
Genius 
1 (of 36) 
- 2 
12, Fl 12(C} 
14+14 
7 
6 
l d 12+ I (><6) 
See below 
500/o 
L 
14,000 

I RIDRON 
Uncommon 
Hierarchy 
Any 
Special 
Average 
ld4 
5 
12 
3+3 

17 
3 
ld4+2 (x3) 

Nil 

Nil 
M 
270 

Ql Nl<W 

Very rare 
Hierarchy 
Any 
Special 
Genius 
1 (of 25] 
- 3 
6, Fl 6(C) 
15+15 
5 
5 
2d8+ 1 (XS} 
See below 
600/o 
L 
15,000 

What's a mortal to make of the modrons, those strange 
creatures of absolute order who whir and click on the 
plane of Mechanus? Theirs are not like other lives -
even the infinitely subtle baatezu are more comprehen-
sible than these thronging drones. To an outsider it 
appears the modrons have no existence other than as a 
whole. Indeed, there is a saying: "To look at one modron 
is to look at all of them." 

(Jl IJRO I 
Uncommon 
Hierarchy 
Any 
Special 
Very 
ld4 
4 
15, Fl 15(0) 
4+4 

Pl ~I I RO I 

Rare 
Hierarchy 
Any 
Special 
Very 
I 
3 
18 
5+5 

17 15 
4 or 2 5 
1 d4+ 3 (x4), I d4+4 (x5) 
ld5+5 (x2), 

D1 l rnr. 
Rare 
Hierarchy 
Any 
Special 
High 
I (of 100) 
2 
15, Fl 3(E) 
I0+JO 

11 
10 
ld4XI0 

or weapon 
Attacks as 
if 8-HD 
Nil 

Paralysis gas Spells 

M 
650 

Q1,wn· 
Very rare 
Hierarchy 
Any 
Special 
Supra 
I (of 16] 
- 4 

Nil 1O0~ 
M M 
2,000 

., J RTI\ 

Very rare 
Hierarchy 
Any 
SpeciaJ 
Supra 
I (of 9] 
- 5 

9,000 

fl Nill 

Very rare 
Hierarc.hy 
Any 
Special 
Goc!Jike 
l (of 4) 
- 6 

12, Fl 24(B) 12 18, Fl 18(8) 
18+18 16+16 

5 
4 
2d12+2 (X4) 
See below 
700/o 
L 
16,000 

17+17 
3 
3 
5d8 (x3} 
See below 
800/o 
L 
18,000 

3 
2 
6dl2 (x2) 
See below 
90'¥o 
L 
19,000 

Nu ·111• 
Rare 
Hierarchy 
Any 
Special 
High 
I (of 81) 
0 
18 
11 + 11 

9 
9 
ld6X9 

Spells 

200/o 
L 
10,000 

h,~,., 
Unique 
Hierarchy 
Any 
Special 
Goc!Jike 
I 
-10 

1}1 II 

Rare 
Hierarc.hy 
Any 
Special 
Excep. 
1 (of 64) 
I 
9, Fl 9(8) 
12+12 

9 
8 

ld8x8 

See below 

300/o 
L 
12,000 

24, Fl 24(A) 
220 hp 
l 

20d8 + special 
See below 
1000/o 
L 
36,000 

lt is only logical, as it is with all things modron, 
that they are native to the orderly plane of Mechanus. 
The two, plane and modrons, probably would not exist 
without each other - modron society define the plane, 
just as the plane shapes them. To understand he 
modrons, a being must stop thinking like a person, like 
an individual. Only then can anyone hope to compre-
hend the patterns of modron life. 
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Modrons are strictly divided into fourteen castes. 
Castes are hardJy unique, but the modron approach to 
them is. Not only do each rank have its own func-
tions, but each also has its own body shape, so the rank 
of any modron can be readily identified by th crea -
ture's app arance. 

Ruling over the astes is Primus, the One and the 
Prime. It and the plane are one in thought and de d; as 
Primu turns, so do the wheels of M chanus. 

c , 111 1 1 l, , 11~ 1 R gardle s of rank, al l modron posse s 
certain abilities and immunities, but because of rank, 
certain modrons - the hierarchs - possess additional 
abilities. Whether any of these immunities and power 
exist as properties of their race or from association with 
the plane of Mechanus, no one knows. Most scholars 
think these powers are natural to the race, as none are 
lost by modrons operating off the plane of Mechanu . 

All modrons are unaffected by any illusion or 
magic that affects the mind, such as beguilement, clzarm, 
domination, hold, hypnosis, and sleep. Fear and other 
emotion spells are similarly ineffective against a modron, 
as ar attacks drawing upon the Positive and Negative 
Energy Planes (including life-draining powers). All 
modrons save vs. cold, fire, and acid attacks with a + 1 
bonus, and hey suffer damage from such attacks with a 
-1 modifi r per die. 

Modron hierarchs ar n ver surprised, and their 
pr cision of order always allows them to determine their 
specifi place in the initiative s qu nee of all attack 
rounds. Thus, they never roll for initiative, and the DM 
choos s when th y will act. Typically, this comes at th 
most effective moment, just before the swordsman's 
blade arcs through the air or the wizard utters the final 
word of a spell, and so on. The elite modrons also can 
perform the following spell - like abilities, once per 
round, at will: clairaudience, clairvoyance, command, 
dimension door, teleport without error, and wall of force. 
They also are capable of traveling on the Astral and 
Ethereal Planes, but will never do so unless ordered by 
Primus. 

All hi rarchs can communi ate telepathically, and 
the range of his pow r is as follows: 

R ~- l'vllil, 
Decaton 44 
Nonaton 63 
Octon 80 
Septon 190 
Hexton 216 
Quinton 238 
Quarton 384 
Tertian 405 
Secundi 420 
Primus All Mechanus 

ll\RII H/~m,uv: To understand modron society, one 
must abandon all understanding of the self. In such for-
getting comes knowledg , o with the surrender victory 
is gained. Should the scholar retain the slightest glim -
mer of who he is, his words are tainted and his ob erva-
tions lie . It is aid that those able to strip their soul so 
bare become modrons, themselves, and their spirits 
become differ nt from th ir shells. 

It is a fundamental property of the modrons that 
each rank can on ly compreh nd the xi tence of the 
rank directly above and below it. For example, the mono-
drones ob y the will of the duodrones, but th y cannot 
even cone ive of the existence of the tridrones. When a 
monodrone sees a tridrone, it does not see a modron, 
and it could not even say what it sees. Some aphasia 
apparently breaks t he link between the sight of he 
higher modron and what it actually is. This blindness 
I ads to an interesting conclusion, as each rank believes 
that those immediately above it are the highest form of 
life and the fountainhead of supreme logic. Thus, 
Primus's lordship is secret from all modrons but the four 
secundi, who pass his edicts on to th nine tertians, who 
in turn pass tbes o the quarton (who have no knowl-
edge or und rstanding of either the secundi or Primus), 
and so on. 

There is an awarenes of all ranks b low a modron's 
station, yet communication i exclu ively limited to 
adjacent rank . It would se m that the monodrone is 
almost as alien to the tridrone a th tridrone is to the 
monodrone. This is not the r ult of elitism. Rather, the 
strict order observed by the ra e completely negates the 
slightest n cessity for communication beyond immedi -
ate inferiors and superiors. 

A modron's perception of its immediate superiors 
should not be mistaken for deification, either. What 
others might call a god, the modrons cannot imagin , 
for they are unable to conceive of such an individual 
existence. Instead al l life and direction spring from a 
pool of logical action - all that is right happens be -
cause it must inescapably be, and all that is wrong is 
that which must not be. These m tal limitations make 
dealings with modrons a challenge. Within each rank 
there is no individuality, either in form or thought. All 
modrons call themselves "we," and a character has no 
way of knowing if the pentadrone he poke to today is 
the same as the one who held th same post yesterday. 
This would b minor if the modrons w r n't so bureau-
cratically driven, requiring strangers to app ar and 
reappear before clerks, courts, and boards. Some trav-
elers solve the problem with a brush and paint, mark-
ing modrons with runes simply to tell them apart. 
Unless instructed to remov these marks, a modron 
may wear a splash of color or a strange sigil for the 
rest of its life, for they don't seem to notice the mark-
ings themselves. 
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v n th ize of modron society is rigidly fixed. In 
-ach rank her are only a set number of modron . 
Should a modron of any rank die, an available candidate 
from the next low t rank is promoted, and then the gap 
in the lower rank is filled by promoting from the still 
lower rank. Thi continue until the rank or monodrone 
is reached. With no lower ranks, the creatures at thi 
level reproduce by fission, as one of their members mys-
teriously divides into two. (Given thi , the claim that all 
modrons are one might b tru r than it flr t seems.} 

Promotion occurs s emingly by accident. As soon 
as a vacancy occur th near st modron of th next 
lowest rank is r cruited Lo a nd. Sin e th y hav no 
individuality, there' no point in trying to promot the 
~be t and the brighte t"; all modrons of a giv n rank are 
deemed eq ual. Promotion is traumatic - not only doe 
th ho en modron undergo a wrenching chang of 
hape to the I ew rank' form, but it uddenly ga in an 

understanding of a world previously v ii d to it: th 
xi t 11 e of a yet superior rank. Imagine the hock of a 

duodrone, who kn w only of monodrones, duodrones, 
and tridrone , wh n it uddenly discovers those inex-
plicable r ature around it are quadrones and members 
or its own race! On the o her hand, the newly promoted 
modron s em to adapt to its new form instantly, and it 
is the humanoid ob erver who is often most shaken by 
the experience. 

From greatest to least the ca tes of the modrons 
are listed below. Numbers are not given for the modrons, 
si nce no scholar has yet produc d th definitive organi -
zation chart of these creature . Aft r ach name i a 
brief description of that rank's duti s in their realm of 
M chanu . 

Primu<,: Ab olut rul r of all modrons 

llit'ra!'ch ~Totlro11~ 
undi: Vi roys of the four quarters 

T•rtian : Judg 
Quarton : Rul rs of the four regions of the four 

Quintons: 
Hextons: 
Septons: 
Octons: 

Nonatons: 
Decatons: 

Ba'>e A/orlrcrn, 
Pentadron 
Quadrone : 
Tridron - : 
Duodrone : 
Monodrone : 

quarters 
Bureau chiefs and records keepers 
Generals of the armies of modrons 
In pector 
Governors of the four sectors of the 
four regions of the four quarters 
Police supervision 
Physical welfare of ha e modrons 

Lesser police, law enfor ment 
Multiple complex task , upervi ion 
Multiple tasks, minor sup rvi ion 
Complex tasks 
General laborers 

Th r aim of the modrons occupie 64 of Mechanu 's 
coglike wh el , ailed ectors, and each i gov rned by 
an octon. The s ctor in turn are group d into four-
sector r gion , overseen by the 16 quarton , and each 
group of four regions, ca ll ed quarter, i upervi ed by 
one of the four secundi. And, of course, all of it i ru l d 
by Primus. 

Born through parthenogenesi , modron have no 
family, tribe, or clan. In tead they live in rigid numeri-
cal units called, for lack of a better word, battalion . 
This makes them sound more warlike than th y really 
are, although modron have randing armies that are 
not to be trifled with. 

Although some less-informed scholars state that no 
modron acts except by the order of a superior, this is 
not perfectly accurate. In general, a rnodron can act and 
r act to a situation on its own, provided the situation 
fall within the range of its purpose. Thu , monodrones, 
who can only fulfill a single task at any given time, are 
rightly een a incapable of reacting. A one moves 
high r through the ranks, Lhe rang of choices and reac-
tion available to any given modron in rea . Eve.n so, 
modrons are notoriou for their pr di tab l and rigid 
reactions to events. 

It should b no urpri e that th goal and purpo 
of every modron i o organize Mechanu in th mo t 
orderly fashion pos ible, but their goal is not limited to 
only their 64 wheel or ev 11 Mechanus it elf. Giv n the 
opportunity, th y would pread their rigid patt rn of 
organization over the entire multiverse. Fortunately for 
the rest of the planes, order is constantly challenged by 
chaos, even in the clockwork vastness of Mechanus. 
Since even the slightest imperfection to order is enough 
to disturb th harmony modron eek, they seldom find 
the tim or resources to carry the ir crusade to other 
r alms or planes. 

Modrons speak their own precise, mathematical 
language, but those of duodron or greater can manage 
at I ast ome of the trade tongue found throughout the 
plane. 

h111 n«,i. Madron fulfill many rol within M cha nu . 
They maintain part of the sphere and are maintained 
by it. They mak war with their en mie and trade with 
their neighbors. Together, they are one living ocial 
entity. Those few that venture out id their plane (on 
orders from their up rior ) will always att mpt to bring 
order out of chaos, en out of nonsense. 

Modrons are not completely without their uses to 
the rest of the multiverse. Th ir single-minded pur uit 
of order bas a certain usefulness in some fields. On rare 
occasions, nonmodrons can hire members of this race 
for particular tasks. The proces i never simple, since 
the potential employee can never make the decision 
itself - all requests must be approved by its superiors. 
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Usually the request has o pass through s veral ranks 
before an an wer is given. 

Jf permission is granted, some wizards find modrons 
to b amazingly usefuJ as librarian , and merchant may 
r tain them as bookkeepers, although such modrons 
must always be watched for overzealousness. Some-
times their understanding of order, far deeper than that 
of most other beings, defies human understanding. In 
one library, all the books might be arranged by subject, 
in another by the first letter of the first word, and in yet 
a third by the page where the last diagram appears. All 
thr e might be vital k ys in th ov rail ord r of the 
modron univer e. Order, a~er all, does not necessarily 
n ed to be understandable. 

The bodie of modrons lain anywhere immediately 
disintegrate. It is usp cted that whatever energi wer 
trapped wilhin the creature' mortal form find their way 
back o M chanus and merge with he energy field of 
the plan . Thi fl Id is what sustains the modron race. 
Although modron eat phy ical food, it i not th ub-
tanc that su tain them, but the nergy ess nee con-

tain d th rein. So long as the modrons ar able to draw 
upon thi essence, they can continu to pH and perpet-
uate their kind. ln fact, it is speculated that the only 
means o truly crush this race is to cut it off from this 
en rgy pool. Given the impossibi li ty of thi feat, it is 
fortunate that modron are not a particularly aggressive 
rac . Who, after all, could withstand a single- minded 
army that on tantly regenerat ct its If? 

MuNnn1<0Nt (B,.,, MnI11w )· The e r atur make up h 
bulk of Mechanu · population . Th y are mall sphere 
with a single eye wings, and two arm/legs. Monodron s 
are single-function modrons, assigned to simple labor 
or service in the regiments of the modron army. Thou-
sands of the phericaJ monodrones, armed with spear , 
fouchards and crossbows are impressive when mar-
shaled against a foe with th ir unswerving, ingle-
minded performance. They exist only for their work. 

Monodrones are barely intelligent. They are unable 
o peak or read, bu can und rstand commands spoken 

in the tongue of their race (although they will heed only 
a duodrone]. Monodrones are capable of just one action 
at a tim . ~ II them to attack and they do so until slain, 
v n if that m ans attacking ach other after th en my 

ha be n oblit rated. Order them to guard and they 
guard without food or sle p. It is fortunate that they feed 
on the very ub tance of air around th m; oth rwis , it 
would be n e ary o ord r th m to eat ev ry day. 

DtJCHllWNI (BAst l'vlnnRON). Duodrones are bifunctional 
modrons that up rvis 12 unit of monodron or per-
form complex tasks b yond th abilities of h mono-
dron . Th y are blocky, r ctanguJar reature of great 
trength ike all modrons, they are absolut ly loyal o 

the commands of their immediate superiors. 
Capable of interpreting two commands at once, 

duodron s serve in the forces of the modron army as 
corporal and s rg ants, or a p cial shock troops 
arm d with thru ting and cru hing w apon . Typically. 
th y are given onJy a ingle command at a time, allow-
ing th m th limit d ability to rea t. lf order d to 
attack, for example, they will do o un ii the enemy is 
slain and then se k out a new enemy, rather than 
attacking each other. Duodrones have li mited conversa-
tional ability, but they can report their operation and 
observations clearly and completely. Duodrones have 
90-foot infravi ion. 

J KIIH<t• 1 [B \SI l'vl11111<1, I. Tridrones appear as three- ided 
pyramids with spidery arms and I gs. They supervi e 
squads of 12 duodrones, who in turn pass their orders to 
the monodrones. Tridrones can carry ou multipl -ta k 
projects on th ir own. Typically, they r ceiv a g neral 
ord r, which they divid into smaller ta k to be fulfill d 
by the duodrones. In be modron army, tridron serve 
in special companies, equipped with three javelins p r 
being, which they hurl before entering m I e. 

Tridrone are capable of reporting action and 
observations and actually planning limited obj ctive 
on th ba tlefield. They sp ak their own language and 
the trad tongue of th multiv rs . 

O \Dim 1 [fl, 1 M11f\1d1 I): Th cubic quadrones comprise 
th upp r I vel of work r modron . They erv as field 
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officers, and each battalion ha a special udozen-unit," 
containing nothing but quadrone warriors. With their 
four arms, they are capable of wielding two bows at the 
same time. Some quadrones are winged (the wing 
replace one et of anns and negate the u e of one bow} 
which are used for special missions or for aerial combat. 
As four- function creatures, quadrones can report actions 
and observations, make plans, react to unexpected 
occurrences, and act to remedy them. 

All quadrones have senses equal to 1500/o of nor-
mal human standards. They enjoy I BO-foot- range 
infravision. Equipped with sensory organ on all six 
side of their cubic bodies, quadrones are never sur-
pris d under normal circumstanc s. 

The highest of ba e modrons, 
pentadrones erve as the police of the base population 
and as intermediaries between the base modrons and 
the godlike (in their view) decaton hierarchs. The pen-
tadrones receive instructions passed down by the rules 
of Mechanus and se that they are implemented by the 
quadrones, policing them a n cessary. 

As five-function beings, these creatures can com-
municate, operate, monitor, plan, and manage. They can 
also react to unpla1rn d situations. In the armies of the 
modrons, a dozen of them are always assigned to each 
regimenta l headquarters as an elite unit, while others 
actually command the regiment. 

These five-armed creatures resemble starfish on 
thin, stiltlike legs. In addition to powerful arm attacks 
and an ffective I 8/00 Strength score, pentadrones have 
a paralysis gas which they emit in a stream 2 feet in 
diameter and 5 feet in length . Any creature caught 
within this str am must successfully save vs. paralysis 
or remain immobile for five rounds. Pentadrones can 
us this gas stream no more than once ev ry five turns 
with a maximum of five use per day. Alternately the 
pentadron s can use this gas to levitate (as 5th-level 
wizards). 

Pentadrones can survive virtually any environ-
ment, withstanding temperature extremes from 2JO 
degrees to -100°F without discomfort. Cold, fire, and 
a id attack receive a - 2 modifier per die of damage. 
They are immune to illusion and mind-affecting magic, 
and only weapons of+ 1 or better enchantment will 
harm them. 

Pentadrones have double human sen es and double 
normal infravision ( 1 BO- foot range). 

ii , The decatons are the lowest 
order of officials found in modron society. These crea-
tures appear as JO-tentacled spheres on tumpy legs. 
They are th overseer of the physical welfare of the 
base modron , the voi e of the great power to the work-
ing class. One decaton is assigned to each sector of the 
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realm whi le the remaining 36 serve on the staffs of the 
36 legions of the modron army. 

Decaton have spell ability equal to that of a 10th-
level cleric, but they lack the ability to tum undead. 
They also have the fo llowing spell-lik powers, which 
apply only to other modrons: cure 1 point of damage 
for all modron within 144 feet, cure disease in a 12-
foot radius, heal by touch up to 10 modrons per round, 
and remove paralysis by touch for up to 10 modrons per 
round . Thes powers are usable one at a time, at will, 
once per round. Curiously (as are most things modron), 
the powers affect all modrons whether the decaton rec-
ognizes the rank or not. 

The spherical decatons fly by generating a light gas 
within their bodies, rendering them lighter than air. 
Generally they only rise into the air in order to get an 
overview of the situation when commanding modron 
armies. 

I I t ·11 Tbere are at least 81 nona-
ton post identified in modron society, and tbere may be 
more. Th e cylindrical modrons act as commissars and 
chief inspectors of the modron universe. Nine nonatons 
carry the orders of the octons, 64 regulate the actions of 
the decatons on th 64 wbeels of the realm, and eight 
monitor the loyalties of the decatons of th army. Each 
nonaton has ten decaton lieutenants, who in turn have 
five pentadrones to serve them. 

Nonatons have the spell pow rs of 11th-level cler-
ics, plus the following spell-like abilitie , usable at will, 
once per round: ESP, mirror image, slow, web, detect 
good/euil, detect lie, and detect charm. They may use 
power 1vord, stun once per day. 

Nonatons usually head investigations of rogue 
modron units and handle small -party invasions from 
other planes. In the latter case they first attempt to 
detect the invaders' intentions, then act accordingly. 

1 There are at least 64 octons, 
one in charge of ach ector of the plane in the modron 
realm. The e creature govern the wheels and can com-
mand any armi s stationed there. The lesser modrons of 
each cogwheel are consider d wards of th octons, who 
guard their sectors quite rigid ly and s e that regulations 
are obeyed, routine is ob rved, and reports are invari -
ably correct. 

An oc on mov s through air and water by means 
of a circular collar at shoulder level which is part of the 
octon's body. It forces air or liquid through the collar, 
giving the creature lift, propulsion, and a high amount 
of maneuverability. Eight tentacle-arms are attached to 
th outside of this collar. 

Octons use spells as 12th-level cleric . They can also 
employ the following spell-like abilities at will, once per 
round, one at a time: water walking (as the ring of that 



name), haste, detect good/evil, and telekinesis (3,500-
gp-weight maximum). They are immune to psionics. 

Each octon has a personal staff of one nonaton, 
who in turn commands one decaton, who controls five 
pentadrones, then 16 quadrones, 81 tridrones, 256 duo-
drones, and 1,728 monodrones through the chain of 
command. These forces maintain towers wh ich are 
smaller versions of the towers of the quartons, the 
secundi, and Primus, although they do not understand 
who built those structures. 

':-i111or-.. (1111 Ki\l<( 11 Mour•11N)· Septons are officials who 
maintain order and see that all regulations have been 
obeyed. Seven of them serve each hexton assigned to 
the quintons. The septons travel from place to place as 
inspectors and examiners of work and records, and they 
are charged with transferral of information from outly-
ing areas to the towers of the regions, quarters, and the 
capitol tower itself. 

Septons appear as humanoids with large bald 
heads. They have shoulder collars similar to those of 
octons, although they are smaller and, while insufficient 
to propel them through the air, they provide excellent 
transport underwater. 

In order to assure the proper performance of their 
duties, each septon has seven senses which operate con-
tinuously: bearing, sight smell, taste, touch, ESP (30-
foot range), and detect magic. They also are powerful 
spelkasters, having the abilities of a 13th-level priest 
and a 12th-level wizard. 

Septons, as with all hierarchs that do not have psi-
onic ability, are completely immune to psionic attacks 
and combat. 

[ltx 10 (Hn R \Rt 11 Mt11J1rnN): The hextons fulfill several 
roles in modron life. First, they are the generals of the 
36 modron armies. Second, six are attached to each of 
the wheels of the realm, where they maintain the chain 
of command in modron life. Another six serve at the 
tower of Primus, although they are not aware of his 
existence. There are undoubtedly more hex.tons, although 
no one has ever logged all their posts. 

Hextons appear as humanoids with six arms - two 
large human arms with six fingers and four tentacles 
tipped with sharp claws below. They have thin, fanlike 
folded wings, joined at the shoulders. 

Hextons use spells as 14th-level priests, but they 
have no special spell-like abilities other than those 
noted for all hierarch modrons. They are immune to all 
psionic attacks. 

There is a 750/o chance that any hexton will be 
accompanied by its personal guard: a staff of one sep-
ton, two octons, three nonatons, five decatons, and 25 
pentadrones, all fanatic in their dedication to their 
orders. 
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Ql 1, ro1' (I Ill R ,1n11 Mnr>R11N): Quin tons are the major 
bureau chiefs and records keepers of Mechanus. Each 
has a sexton assistant, seven septons, and one octon as 
its staff. There are bureaus in each of the sectors and 
qua"rter towers, five main bur aus in Primus's tower at 
the capitol, and each of these bureaus is headed by a 
quinton. 

Quintons look like tall, stocky humanoids with four 
flexible arms jutting out from the shoulders. Prehensile 
tails serve as the creatures' fifth arms. They have fanlike 
wings similar to those of the hextons. As a symbol of 
rank, the quintons have a diamond inscribed in their 
foreheads. 

Quintons are capable of casting legend lore as .if th 
questioned object or person were at hand ( 1 d4 rounds). 
They may detect good/evil at will and may cast spells as 
15th-level priests. 

()1J'\IOlli'-J (l-l11 K \Rl 11 Mllll1m,): Quartons administer the 16 
sectors of the modron realm and averse th operation 
of the bureau, sector governors, and army unit attached 
to their regions. Each quarton has a personal staff of 
those hierarchs assigned to his command, plus 36 pen-
tadrones that act as a guard unit. (These pentadrones 
can only be told to guard the object resembling the 
quarton, without ever understanding its role or purpose 
in their lives.) 

Quartons are 12-foot-tall humanoids with four 
jointed arms and fanlike wings. They cast spells as 16th-
level priests. 

T1R11\ (ll11R\Kt11 l\i1(11JfWN): Trial.judgment, and sen-
tencing of all creatures in the modron realm is the 
province of the nine tertian . They supervise the quar-
tons and hear all crimes brought against the rigid ortho-
doxy of th realm. For the bulk of the modron popula-
tion, the tertians are alien and unfamiliar, the ultimate 
impartial judges. If presented with a cas against a duo-
dro ne, the base modron can only imagine (if it can 
imagine at aJJ) the tertian to be some incomprehensible 
manifestation of the supreme logic - a "super-tridrone" 
so to speak. 

Most judgments deal with modron rogues, i.e., any 
modron who strays from the proper order. In addition, 
the tert:ians pass on the orders of the secundi, to whom 
they all report. 

Tertians look fairly human, except for their 12-foot 
height, the horns jutting from the sides of their bald 
heads, and their long prehensile tails that end in a 
macelike ball. Anyone struck by this ball must success-
fully save vs. paralysis with a -4 penalty to th roll or 
fall paralyzed until the tertian releases them. In addi-
tion, tertians may cast spells as I 7th-level priests and 
20th-level wizards. As with other hierarchs, they cannot 
use psionics, but they are also immun to them. 
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~, 1 Nm (I !11 1 \ I 1 HJ' m j The four ecund i, viceroys 
of the quarters, are th virtua l rul rs of M ch anus, 
r porting only to Primu . Each secundus ha a staff of 
two tertians, who in turn command other heirarchs. 

Th secundi app ar a incredibly thin and tall 
humanoids with long, narrow faces and de p- t ey s. 
Th y cast spells as 18th-I vel priests and 20th-I vel 
wizards. lf a secundus's attack roll xceeds the numb r 
needed to hit by 5 or more, the victim is stunned until 
the secundus relea es him, unless the vi tim is of 
demigod or high r status. 

The ecundi live in great towered cities near the 
centers of their quarters. They aJways live in harmony 
with one another, except during those extremely rare 
time when a new Primus must be chosen (see below). 

I'• 1 1 ( I I lt , 1 1 , 11 l'1m 1, 1. Primus is the ruler of all 
the modron r -alm. It and it alone understands the whole 
structure of the modron race, since it sits at its pinnacle. 
From th r it deer es what is order, writes the laws, and 
e tablishe the rul and regulations. Al l other modrons 

xist to carry out the plan and obey the rules of 
Primus. Fa il ur to meet thi powerful creatur ' stan-
dards will result in a modron being d clar d rogue and 
s ntenc d accordingly. 

Primus i a hug b ing who rises from an energy 
pool in the entral part of it great tower at th center of 
th plane (although Primus also may appear as a nonnal 
androgynous human). In giant form Primus' hand are 
unseen, for the right one is swathed in bright rainbow 
hues and the left is covered with inky dark cloud . 

Within Mechanus, Primus has the status of a 
greater pow r except it is possible for Primus to die, 
albeit only under near- impossible conditions. Its sole 
concern is for the modrons. ft does not send avatars to 
other planes or even take part in th normaJ bickering 
and wars of the p lanar powers . All modrons with 
priestly pow rs gain their sp !Is directly from it. 

The death of Primus does not break the link in 
modron society, for like all gap the vacancy is filled by 
promotion of th on of th undi. However the 
proc ss u ually er at turmoi l since, without a Primus, 
chao is allowed to nter into th perti ction of modron 
society. Som cholars have mi takenly interpreted this 
chao as civi l war within this ord rly rac . Th first act 
of the new Primu is to r turn ord r to its race, a proces 
which can tak some tim . 

R GU£ UNl+S 

Even in the perfect modron world there is disorder, and 
sometime this di ord r strike at the v ry fabri of th 

modron society. When this happens, a modron may go 
rogu . Th is i mos common in the base modron , 
a l though there are cases of a few hierarchs being 
affe ted this way (but certainly never any hierarch of 
quarton tatu or higher!) . Rogue modrons do not act in 
accordan e with Primus's wish sand directive but 
break laws, disobey orders, and ometime be ome vio-
l nt. The rogue ar hunted down usually by th p n-
tadrone under the command of the nonatons. 

Once captured the rogue i tri d and sentenced 
a cording to the law of Primus. For a lowly base 
modron, this is a b wi.ldering rie of vent as strange 
beings (hi rar h modrons) d crib the crimes commit-
ted and th punishment that i due. It can only eem 
lik th judgm nt of ang I upon a haple mortal and 
many sag s would d arty love to know ju t wha 
modron t h ology make of th whole thing. 

THE AR.mit:S 
(&f +HE meDR(&NS 

Th re are 36 great armies in the realm of the modron , 
each a pow rful fighting force. Each of the I 6 region of 
the plane bas its own army, and th secundi hav two 
armies each, in addition to their regional for es. Th ter-
tians hav three to aid in law enforcement and puni h-
ment. The final nine armies are stationed out ide of 
Primus's tower and erve as a reserve force, should they 
b n ded. 

Each army i command d by a hexton and is com-
prised of four orps . Eac h corps is l ed by 40 pen -
tadrones in a tel pathic hook - up with the hexton 
general. Each corps has two divi ions commanded by 
20 pentadron , and ach divi ion ha four brigades led 
by 10 pentadron s. Each brigade has four regiments, 
each one being th andard tac ical unit, led by five 
p ntadron . Ther ar 70 om er , 192 NCOs, 252 me -
sengers, and 2,628 lin troops in a brigade, for a total 
of 3 142. 

A regiment consists of two "battl · plu a quad 
of winged monodrone m sengers and a p ia1 quad 
of 12 pentadrones. Each battl is I d by four quadron s 
and consists of six companie of monodrone two com-
panies of duodrones, a special company of tridron s, a 
squad of quadrones, and another quad of m ss nger . 
The eight regular companies are each divided into two 
wing plus a headquarters unit. Ea h company consi 
of 12 quads and three officer . A squad number I 2 
troops and will contain an NCO of the ame type a th 
roops. Spe ial unit of messengers, "shock troop ," and 

the like may b attached to the headquarters ' unit of 
brigade , divi ion , and corps. 
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Any plane 
Very rare 
Solitary or herd 
Any 
Herbivore 
Exceptional ( 15- 16) 
Nil 
Neutral 

l or SdlO 
2 
24 
7 

13 
3 (hoof/hoof/bite) or 
1 (back kick) 
1d8/ld8/ld4 or 3d8 
See below 
See below 
300/o 
L 
Champion ( 15) 
2,000 

Nic'Epona, also known as Epona's daughters, are among 
a few creatures with the ability to move between the 
planes at will. They are, rumor says direct descendants 
of the horse-goddess Epona, and they derive their power 
from her. They are the defenders of her realm, Tir na Og 
(on the Outlands), and they ride in massive waves to 
ov rwhelm those who would threaten her. 

The nic'Epona resemble ordinary horses almost 
exactly, although there is a sparkle of intelligence behind 
their eyes that belies the aspect of a common animal. 
They can appear in any color of the rainbow (stories are 
told of those whose color is b yond the deepes violet or 
above the brightest red), and they have an innate ability 
to change their coloration at will. Usually they adopt 
one color or color-pattern as their favori e, but they can 
change their hide to any hue as the mood take them. 

0MBA r: The nic'Epona, as the defender of Epona's 
realm, are naturally fierce foes in combat. Each uses her 
hooves and her powerful teeth to good effect. They will-
ingly bite those foolish enough to come close without 
permission and their sharp forehooves can strik as 
powerfulJy as a battle axe. If there is an opponent behind 



her, a nic'Epona may choos to d liver a powerful kick 
with her hjnd legs. (Howev r, this m ans he nic'Epona 
forgoes any other attack that round, as sh spend the 
round bracing and balancing herself for the delivery of 
this mighty blow.) A ni 'Epona attacks as hough her 
entire body were a +2 w apon, allowing her to hit tho e 
beings that take damage only from magic or silver. Note 
that tbe nic'Epona do not a tually gain h +2 bonus to 
hit or damage, but merely hav the ability to hit er a-
tures immune to I er w apons. 

When in a herd of 20 or gr ater, the nic'Epona can 
al o create a stampede to weep over their en mie . The 
tampede is 20 yards wide and at least two nic'Epona 

d ep (one nic'Epona every two yards). Each additional 
group of IO nic'Epona widens the stampede by 20 yards 
or add another rank of the creatures - they spread out 
according to the number of opponents arrayed against 
them. The steed charge without fear and never need to 
check Morale in a stampede. They require 50 yards to 
build up good peed, at which point anyone in their 
path uffer 10d6 point of damag per round for a 
numb r of round qua! to the number of ranks of 
nic' pona, divid d by 4 (round up). For xample, if 
there are three ranks of nic'Epona, anyone in th ir path 
uffers 10d6 points of damag for a ingl round. If 

there are eight ranks, opponent uffer 10d6 point for 
two round . Victim are allowed a save vs. pell for half 
damag . 

The nic'Epona al o boast an impressive defense. 
They can b hit only by w apons of +2 or greater power, 
or by thos whos innate abilitie allow th m to trike 
as a +2 weapon, like them elves. 

They are also completely immune to charm-related 
pells, and they'r aware of it when someone att mpts to 

use magic to gain their trust. Even magical it ms that 
charm animal have no effect on the nic'Epona, for th y 
ar not normal horses. However, ince this immunity i 
not wid ly known, the nic'Epona delight in pretending o 
fall under the sway of uch magic, then abandoning th 
a ter on an unfri ndly plane, often in a bad situation. 

The most triking feature of the nic'Epona defense 
i th ir abi li ty to plane hift (a the sp II) at will, requir-
ing but a few ps in which to work the magic. They 
can travel to any poin in any of the Outer Planes that 
they have en, although r alms of unfd ndly powers 
are closed to them unless they're specifically invi ed. If 
combat is not going h r way, a ni 'Epona takes a few 
step back, charg at h r foe, and plan hift just 
before contact, leaving a rainbow si lhou ne that fades 
after a few moments. Her hoove glow with a faint pur-
ple tire when he a tivate this pow r. 

Finally nic'Epona are able to keep their footing on 
any surface, from water to quicksand to air. Th ir 
hooves create an momentary auseway upon which 
they gallop, giving the impression that they are flying, 

running aero s wat r or p ,forming some oth r appar-
ently impossible feat. They can even run up vertical sur-
faces treating the transition from horizontal to vertical 
as just another step. (This can be a bit jarring for riders 
who are unused to it.) The nic'Epona can activate this 
"fleeting causeway" for one tum/hour; when they do so, 
their hoove flare with a bright blue flame. No creature 
other than the nic'Epona can use the causeway (except a 
rid r). 

11 \Bn \T/SouETY: Though they app ar to be solitary crea-
tures, nic'Epona gather in great herds in the realm ofTir 
na Og, on th Ou land . Though they have freer in 
hrough the planes, they call Tir na Og ham becaus it 

i the home of their patron power Epona . When th y 
are at home, they have littl to do with the planars, 
primes and p titioners who come o them for favors or 
transport through th plane . Since they have the com-
pany of their own k.ind in Tir na Og, they do not need 
that of ordinary mortals. They break this rule only for 
those they ca ll friends, or for thos whom they owe a 
debt of honor. 

Eco1 oo,: Nic'Epona ar all female, d spite persistent 
rumor of male nic'Epona. They are produced by the 
union of a nic'Epona with a male equine (a horse, pega-
sus, or unicorn). The off pring of uch a union ar 
nic'Epona if female, but take after he father if they are 
male. The herd is extremely protective of it foal and 
will tum en masse on anyone who attempts the theft of 
one, harrying the thief through the planes if necessary. 

Epona' daughters are gregarious, enjoying the 
company and attention of other being . Occa ionally 
th y will com into contact with adv nturer-typ s, 
ngaging them in conv r acion in an a temp to I arn 

interesting go ip and plac s to crav I. If treated w II 
and entertained, each nic'Epona may offer to carry a 
p rson from one plan o another. 

Tho e who wou ld ride on of Epona's daught r 
hould have fin gift and llatt ring words to ourt her 

affections. They must first win her trust, for if she has 
faith in the rider, she will provide transport - on time 
and one time only - to the destination of the rider's 
choice. [f the rider does something to betray this trust, 
the nic'Epona can easily deposit the rider in some 
inhospitable plane. Baator is a favorite stopping point 
for nic'Epona burdened with irksome riders. 

If the nic'Epona is particularly well-trea ed, or 
learn devotion for a being, she will allow that being to 
name her. Thereaft r, she will respond to the name, 
treating it as a summons up to three time (mor at th 
DM discr tion, though DMs hould be advi d that 
even three ti me i an exceptional number). Sh will 
arriv within Id 10 round gal loping a ross he plan 
to bear her friend away from whatev r dang r menaces. 
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SPIRI+ E9f +HE AIR 

CLIMATE/TERRAIN: 

FREQUENCY: 
ORGAN I/A noN: 

ACTIVITY CYCLI:: 
D11:1: 
INTFI LIGrNn: 

TRFAStJRE: 

At IGNMF T: 

Nn. Arrl;\RING: 

ARMOR Ct.ASS: 
MOVEMENT: 

HIT DICE: 
THACO: 

Nn. nF An,,cK~: 
DAM \Gr/ATTACK: 

SPECIAL ATTA(KS: 
SPl:Cl,\L DEHNSES: 

Ml\c,rc Rrs1STANC1:: 
S1zr: 
MOR:\lE: 
XP VAUIE: 

Any 
Very rare 
Pack 
Any 

pecial 
Averag 
Nil 
Neutral 

ld!O 
4 
12 Fl 24(C) 
11 (50 hp) 
9 
2 
2d 10 (x2) 
Initiative bonu , con rol winds 
+ I or better weapon ne ded to 
hit 
Nil 
L (8 ' tall) 
Fearl ( 19) 
4,900 

Spirit of the air are minions of powers associated with 
wind and air - most of these deities are elemental in 
nature, but any god who can create and control the 
wind can create and contro l a spirit of the air. These 
creatures are fierce in their desires to obey and erve. 
They may be mere me sengers or full-fl dged proxies. 

Sp irits of the air appea r to be large batlike crea-
ture with black skin, large wings, clawed reet, and 
tu ked monkey heads. They dress in respl ndent, shim-
mering fabric that wou ld put the finest si lk or spider 
thread to hame. Their clothes ar more colorful than 
the rainbow, in ever-shifting hue that are impossible to 
name. Their voic s are m lodiou ly sweet or gratingly 
harsh, but never are the same at once. 

Spirits of th air are born white as the chills of 
winter, but each endless day under the sun loads their 
essences with the colors of the world. At night their col-
ors wash away in the silver of the moon. The cleansing 
tickles their spirits unti l their laughter is heard wafting 
through the night. With the dawn their burdensome col-
ors r turn like the sigh of the morning breeze. 

COMBAT: Spirits of the air fight as I I-HD creatures. Their 
range of weaponry is broad, but a typical choice is a 
longbow or darts for missi l attacks and a two-handed 
swo rd or footman' mace for melee combat. Although 
these weapons have no magical bonuse , they are 
imbued with the might of their patron and can trike 
creatures requiring +3 weapons or better to hit. This 
property i inher nt, so no uch pow r is gained by 
other creatures who wou ld wield their weapon . 

Their greatest combat advantage is in their maneu-
verability. They live in the air, cons antly and forever. 
Even wh n they fight th ir feet nev r touch ground. 
When battling "landlings," spirits of the air enjoy a -2 
modifier on all initiative rolls. When fighting flying 
creatures of maneuverability class B or I . they have a 
-1 initiative modifier. It i only when fac d with a crea-
ture a man uverable a themselves that the spirits of 
the air los their combat advantage. 

Every piri of the air radiat s a JO-yard - radius 
magical aura in which the pirit can control wind at 
will. provided its attention i not occupied by combat. 
Beyond this restriction. the spirit of the air can control 
winds while performing virtually any other activity. 

Spirits of the air can be truck only by weapons of 
+ I or greater enchantment. 

H1\BITAT/Soc1nv: Spirits of the air are not aggre siv 
beings. Unshackled by their own pl asures, they would 
ignore the world to revel in the sheer joy of flight, for 
they have no need of anything el e. Th y are, however, 
not o fre . The spirits of the airs ·rve the power -
good. evil, lawf-ul, chaotic. or neutral - without ques-
tion. It i their duty, bound upon them by fore s long 
forgotten. 

An ancient legend des ribes their lot in life: 

When the powers made th multiver e, they 
looked at all the work they had done and knew 
that it was complete, except for its final de tru -
tion. The annihilation of their work wa all that 
remained to be done in eternity, the last thing left 
to "create." This eventuality was a sad fact for 
them, and yet it made them happy, and they said, 
·'Truly we are omni ci nt, for we can vi ualize the 
end of all we have made. Since w have foreseen 
thi end, we do not need to create it and our re-
ation will live incomplete forever." 

But the pow rs were not truly omniscient, for 
they had never seen the source of their own cre-
ation. This error hid many others from their eyes, 
yet it soon gr w plain to them that they had rrecl, 
for after they spoke they realized the very breath 
of their word had given lire to the air around 
them. Before they could stop them, the creator · 
words took shape and flight, becoming silvery little 
beings who mocked their parents' hubris. 

Such disrespect by their children angered the 
powers who, still being powerful, (but not omni-
scient) drew in their breaths, stealing back some 
the life they had given. Thus, the spirit of the air 
were bound by the will of the powers. Hence, the 
wispy children for ver hear within themselves the 
breathing of the gods, whose rhythmic sighs carry 
secret messages to their aerial messengers. 
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Although they 
live free and follow no single 
pow r, the spiri exi t to carry out 
the will of th wind gods, t h breath of all 
creation. Any power rela ted to the wind , be it good, 
evil, or otherwi e, can demand obedi nee from a spirit 
of he air. Refusal is impo ible, for the pirits are no 
more than the breath of the gods. On the other hand. 
pirits of the air are as free as a breath released from mt 

lip . Sent like a h avy igh on its mi sion, a pirit of 
air finds it own time and mean to fulfill its master 
desire. 

It i aid that in th small pace between the draw-
ing and rel a ing of a single breath, th pirits of the air 
are free of their bonds. In that pace quicker than th 
hand can follow the eye, they plot and rage again 
their parent , Forming thought , word by word, an 
preparing deed thought by thought, for thei r chance to 
br ak fr . It is said that in this way they live two lives 
hidden from each other - lave and freeman, all in on . 
Each piril imagines it courts and marrie , builds cities, 
and fight gr at war in tho e coll cted in tants, believ-
ing their s rvile exi tence i nothing but a dream. Ea h 
life i a rich and detail d a the oth rs, o who can ay 
which i the Ii ? 

It i in the midst of these dream that a spirit of the 
air reaches out to adventur r , sometimes including 
them in a bittersw et and surreali tic vision of a life 
that never was and sometime begging them to 
save it from th power who would kill it with a 
word - or rath r, with the withdrawal of a word. 

ECOLOGY: Creature of the gods the spirits of the air 
have no ecology that mortals can und rstand. They 
fe d upon the happine of other , sharing it like 
bread freely broken at the meal, and they sleep 
among t the sunbeam . When they di their bodies 
r lea e the burden om color trapped within, arcing 
out rainbows to paint all things around. The colors give 
forth bright implings full of play and mirth, who last no 
more than a hour or two. Th can ' t be command d or 
charmed, nor an glas contain them. Born without 
knowledge of Lhe world, they have no interest in it. 
They merely play parts in the spirits' dream of another 
lif or whirl about adventur r · head , gibbering and 
laughing in high-pitched, high-speed voices. 

-· 
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(UMATE/TL RR ,\! Sky/Plane of Air 
fRfQ\ 1[ CY: Very rare 

• ORL, i\ IZA TI0N: Solitary 
Ac11vrn CYl:1 i:: Any 
D11 r: Unknown 
lNmi1Gr: er: Non 
TRr 1\Sl IRJ:: NiJ 
ALIG l\!l'NJ: Chaotic neutral 

No. APP£ \RING: I 
ARMOR I \"SS: 0 
MoHt-11, '1: 15 
H11 Dier: 2 + 2 
TllACO: 19 
No.m TJAn,s: 
D,\M \LE/AnAn:: S e below 

PH 1,\1 A HACKS: Nil 
,;,,prn \l DErFNSFS: Nil 
M ,\Cill Rrs1'il,\Nn:: Nil 
Ill: Variable 

MORALF.: Champion ( 16) 
XP V-\lllf-: 270 

Those few who have seen them usually think vortexes 
a.r miniature whirlwinds," li ttle du t d vils about he 
ize of a mall jug, bu what they e i not the vort x 

itself. Rather, it's th air wrapped like a cond skin 
around the being within. Peel the airy element away, 
still the mad motion, and underneath i a mall round 
thing, a sphere the size of child' ball, whi h i h color 
of frozen mist. That's the tru vortex. 



Is it alive? The an wer is: who knows? It has no 
eyes no mouth, no features that reveal a spirit. It shows 
few ign of in elligen or con iousness. Th vortex 
only pin , bobbles, and weaves lik a sublime dervish . 
P rhaps it dream only of th end le s gyrations of the 
world . Or perhap it is only mindless n rgy. 

Cor--rnAI: The vort x po es a far great r threat than it 
mall size would portend. It is far from malevolent -

indeed, it seems blind to th presence of others - bu in 
that blindne s it is dangerou . Not surprisingly straight 
lines are foreign to the creature, and when it moves, it 
changes directions quickly and without any discernable 
pattern. Spinning so randomly, there is a chance the 
vortex will hit any one creature within 5 feet of it. If 
there ar multiple targets , the DM hould randomly 
detennine which one will be struck. 

A vortex spins into a target by making an attack 
ro ll, ignoring the armor worn by the target. Only nat-
uraJ Armor Clas and Dexterity bonuses ar applied. If 
the hit i uccessful and the target is man-sized or 
small r, the vort x engulf the victim. Creatures larger 
than man ized are not env loped, although the wind 
still swirl partial ly around them. If a character is 

ngu\fed by a vortex, he or sh suffer no immediate 
damage, but is caught in the whirl ing cone of air and 
begins to spin with it. 

The victim usually remains trapped until the vortex 
is killed. After the first round, the victim su ffers I d3 
points of damage per round. There is also a 50/o cumuJa-
tive chance per round that the spinning victim will be 
instantly killed by a particularly violent curren or by 
crashing into a solid object. 

If th targ t t oo large and i truck but not en-
gulf d, the vor ex causes no damage. However, the 
whirling wind effe ively prevent action fo r ld4 rounds, 
a all effort i spent stay ing balan d and upright 
again t the mini-cyclone. Cr atures of huge size or 
gr at rare completely unafti ct d by the vortex s atta k. 

A vi tim trapp d in id th whirlwind cannot 
break free of the winds without some form of outside 
an hor, like the hand of a companion or a tree limb. 
Securing a grip requires a successful attack ro ll with a 
-4 penalty, and once the anchor is seized, a bend 
bars/ Ifft gates roll mu t be successfu1Jy rolled to break 
free of the vortex. 

Alternatively, the victim can attempt to slay the 
vortex, thu ending the whirlwind. Only small weapons 
such as a dagger can be used . Using spells, croll s 
potions and most magical items is impossible . All 
attempt by the trapped person to bit the vortex uffer a 
- 2 p nalty on th attack roll. Tho out ide the whirl-
wind an also attack (without th penalty), but if any 
blow mi e , a econd attack roll must be made against 
th trapped character. 

A vortex can hold only one v ictim at a time. 
Should it strike a second target after the first has been 
engulfed, another attack roll is made as de cribed 
above. If the attack succeed , the vortex Mspits out" its 
previou victim and engulfs (if possible) th new target. 

Its small siz and speed of movement make the 
vortex difficult to h it, hence th low Armor Cla s. 

H6-AIT\T/Soc1nv: [t can be said with confid nee that 
vortexes are drawn from the Elementa l Plane of Air, 
but are they living creatu res there? Some argue that 
these pests are nothing but bubbles of elemental force, 
carrying in them aU the energy of their plane. After all, 
they do not eat anything that can be seen nor do they 
reproduce and spread their numbers. 

Not o, claim others, who believe that the vort xes 
ar the spawn of the plane itself, cast out to er ate a 
home of their own. Thos ages argue that this is th 
act of an ungrateful paren , like Cronus devouring his 
children, for the plan must er ainly know the vor-
t xes will die in the void. For others it i an act of 
unfulfilled faith, that the impossible shall spawn and 
spread anew. 

A more practical matter to consider is how the 
vortex escapes th prison of ther that binds its plane 
in the Inner regions. The secret may lie in the dervish-
like whirling, as the vortex spins through the gaps in 
the web of the planes. Theoretically, if one twirls end-
lessly and perfectly, then one may s uddenly be not 
there, but here. 

l-co1 rn..,y: Unable to separate force from life, ther can be 
no understanding of where the e things belong. Tt is 
only certain that they cannot be ummoned. 
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CUMAn:/Tl::RRAI Lower Plan 
FREQU[NCY: Rare 

0RGMIZATION: Solitary 
Ac1w11v Cn:u: Any 

D1Er: Any 
INTELLIG!.:NCE: Exceptional 

TR ASURE: I 
N utral evil 

No. APPLARING: 
ARMOR CLASS: - 1 

MOVIM!:Nl: 18 
Hn D1i:r_: 10 +.20 hp 

THA 0: 1-1 
No. OF ATTACKS: 1 
DA 1AGE/An-\U,: 2d4 
SPEU,\L AnA K : Gaze inspiresfear 
SPEClh.L O£-HNSES: Nil 
MAGIC RESISIANU: 8O0/o to 1st-level pells 

IZL: M (5 ' tal!} 
MoRAIE: Champion ( 15) 
XP. VAi ll[: 7,000 

The rqarraenoloth are a special type of yugoloth. The 
thin, gray, pale-eyed humanoids are easily identified by 
th ir keletaJ fa es, amber hood d robes, and ye tha 
glow red when they are angry. Th y are a cold pecie , 
merce.nary at heart, like all yugoloth . They are ele-
pathic and, in addition to speaking all languages, main-
tain mental contact with other of their race at a 11 time . 

Cc,1vrnA1:: Marraenoloths hav all the standard powers of 
the yugoloths, but also u e th following powers at will: 
alter self, animate dead, ca"use disease, charm person, 
improved phantasmal force, produce ]Jame, and teleport 
U)ithout erro.r. In addition, marra noloth ·an gate in 
1 d6 hydroloths (750/o chance), hould the need ari . 

These yugolo"tbs are not great warriors, attacking 
on!.y with th ir bony fangs. When angered, a mar-
Taenoloth' eyes glow fl ry red, and anyon confronted 
by this horrifying gaze must succe fully sav v . spell 
or be affected as by a fear spell: Tbe marraenoloth will 
then ummon hydroloths to fight for it. 

Marraenoloths bav 800/o magic resistanc to 1st-
level spells. This resistan decreases by 50/o for each 
high r level of pell. (Thus, a marraenolo h' resistan 
to 7th-level spells i only 500/o.) They are immune to 
acid fire, and poison, and they suffer only half damage 
from gases. Their great st weakne s is cold-ba ed 
a~acks, which inflict dou~le damage upon them. 
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H\B1r r/Sorn rv: Marra noloth are unique among the 
yugoloth in that they hav an tablished task: They ar 
boatmen who pilot mall skiff: on th black waters of th 
Riv r tyx. Unlike many other fiends, the marraenoloths 
can pass from plane lo plane without arousing suspicion 
in the mind of oth rs. Th y are ferrymen and ferrymen 
only. Other fiends would love to subvert Lhe mar-
raenoJoth to py on their Blood War enemie , but these 
r alUre are only con ern d with their passengers. 

Marra noloth have an innate unde landing of ti 
twi t. and bend of th River Styx' channel , sot ey 
never g l lo t (unle it' conven ient to do so). · e e 
reatur s al o can pilot their craft throu the A tral 

Plan and to the boundary of the P · e Material Plane. 
They can actually em r the Prim Mat rial, too. but they 
must leave their kiffs bl'h . d. A man·aenoloth without 
a ves I i I t and u:. less, so th y ar naturally reluc-
tant to v nture f r from their crafts. Occasionally they 
are summoned or sent to the Prim , anyway, to tran -
port . ome bein to or from he Lower Plan (u ing a 
pecial pla11e itift ability that work for this la k only). 

Marraenoloth carry pa cngers but never cargo, 
alway d manding immcdiat payment for their er-
vi e . (Gr atcr fiend may ignore lhi , forcing the mar-
raenoloth to serve them.) They may demand a magical 
i em, a bag of 10 platinum oin . or two gem of 50 gp 
valu (or mor ). lf not paid, d1e marra noloth will k 
to prev nt 1h would-be passeng r from entering it 
boat, and it will te/eporl it If and its craft away at th 
fir t opportunity. 

ven if a mana noloth i paid (a opp ed to b ing 
nt by a higher evil force). 

there is till a 150/o chance 
that the creatur will h tray 
the pa eng r, either by 
delivering him to the 
in orrect d tination or 
plane (850/o ha11ce). or by 
leading the ummoncr into 
an ambush ( 15% chan e). 

hi han e of betrayal an be 
rt'du d by making additional 
contributions to the 
marra ·noloth' hoard (-SOA:i per 
additional paym 11 t Ii t d above) . 

Sine aJI marraenoloth are a war of ea h oth r, all 
know of any p r on who ch at or harm anyone of 
th ir kind . Th y won'1 come toe, ch other' aid (that 
would indicate on~em for thei r G llow } but the iden-
tity or tht: trans ·r "lH is not cl and fulu r erviccs 
from an h sc yugoloth wiU require great r pay-
ment and in ur a ignifi antly high r ri k of treachery. 
The c ater can return to the good grac of th boat-

en only by making a uitabl a rifice to all Lh ir 
kind. The nature of thi tribute 

i I ~ lo the OM, but a 
typical on would be the 
urrender of rare g m or 

v ral uniqu magical 
it ms, present d wilh due 
c r mony and contrition. 

frn1 uc,'r· The e are among 
the mo t neutral of the 
evil yugoloths, exi ting 

to colle t h ir far and 
nothing el e. Th y tay 

I ar of th politics of th 
Blood War. B cau their 

kill ar vaJuable to 
anar'ri and baatezu 

alik , the othe.r fiends 
tol rat thi n utrality. 

A much a · ome 
in~ mal lord might lik 

ro subjugat them, 
it's understood they 

would no longer function 
properly if that happened. 

a marra noloth 
without its ailing duties 

i fairly worth! even a 
a lowly foot soldier in the 

Blood War, no one ha 
attempted to tak con rol 

of' U1 m. How ver, th y 
may unwittingly play 

pawn in th ublle 
plotting of om 

baat zu or tanar'ri. 
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Pandcmcllliu111 • • • • • • • • • lnvocation/t·voi:ation 
\"sgard • • • • + • • • • (eg, ring ,if t/1<• 111111) 

Rmh F11nr1ion d1·pcndt·n1 
- No alrrrauon ro ,rhool • Spdl-likr (p~•r ,pelt bring mrl 
I AllrrJtfllll, to ,d,,.011"·c·11r; '<'C pf,111~ dnniprim1 for 1l,·ra1/1 , Wr:aponl1ke 
> Sc-ltool is cLmlnhhrd 011 pla rw (/\lrrrarion: ef!(. rud nf ,mitmg) 
• S<"hool Is enhanced ,:,n pl:0111· • Mhccllant•ou~ 
:, Sd,onl i~ null un pl.,nr IAl1rt.1tion; <'Is, n11/ uj rulr,,l,fpl 

Srnve, function 1kpcndcn1 
1 ,I Air 1<'11 mr111nlJ ; 1\/U Abjura1 lon, .-Ill ,\l1era1!on : ('011/_<;um C'najurallon/\umnmnmf! ; llu• IJ1v1narlon; • Spdl-likt (per ~Jlt'I! being ca,1) 

f f';u1h h·lrm1·111~l). fnr/ lh11 l'nd1:,111mr111/Ch,1rm: I· rm· h-11·111rn111II: ll// l'l111 lllu,io11/Pl»intasm: /111'/El'O Jm .. c,11011/ • Wraponl,kt" 
Evocu1lon; N,·r Nrnum,rnm·: l'f: P;or.idrmcnial Pl ,nr; ()L Uuu,1cl~mc111.,I l'lanr: W Wa1rr lelcmr111;1II ; IVi/ Wild ma!(k (Alreration; cg. u·,111d nf 1trik111g) 

Wanrh lnvoca1ion/t•vm11tion 
Mbcrllam·ous Fu11c1io11 rlcpcndc11t 

• Allrration 
leg, bmca~ uj brarhrario11) 

• C0111ura1ion/summ,1ning 
(rg, fludnard ·~ n·erfu/1 punrl 

• N1·rroman1lc (eg, /ibr~m of 
gai,!fu/ rory11rn1io11) 

2600XXX 1-101 Equiv~ 1cm, given arc tor m11glcal item t'lllq(ori..s ln 
e 19'l4 TSR. Inc. All Rll(ht. R,·mvrrl. A<"ll<'rnl , spt,:lfic ilrm, may fall lntn lllffe~nl .:honl 



PC CALCULATED TRAC0S !TABLE 38 : DmG ) 

l · l 
fil<< I I ,, 1 l I' 
Prlt:st 20 20 20 18 18 18 16 16 16 14 14 14 12 12 12 10 10 10 8 8 
Rogue 20 20 19 19 18 18 17 17 16 16 15 15 14 14 lJ I) 12 12 11 11 
Warrior 20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1 
Wizard 20 20 20 19 19 19 18 18 18 17 17 17 16 16 16 15 15 15 J.1 14 

CREATURE THAC0S (TA LE 39 : DmG ) 

lh1 IJl{ I 
I It I• r, • I r • ,,. I()• 

20 20 19 19 17 17 15 15 l 3 lJ 11 11 

SCHEmATIC DIAGRAm (Df THE <DUTE Pl.ANES 
( fG>R DETERmlNING PRIEST SPELL ADIUSTmENTSI 

/ 

f'rit'!.\, h111,1ion m unr lrvrl lmH·r than nnmml for rarh pion• kumul;nivd b1·1wc~n 1ha1 of thr11 patron dci1v and •hr 
plan,· d1rv arl' rum-1111~ on. Pl•n~ <liff<'ll.'lllials atT cnunt,-rl uro11111I 1h,• whrcl - pr1r-,1, rnnnnt 11an· .i p,11h thruu!(h tht· 
A,1r:il l'lanr or th,· Outland,. I his r~tnninn a pp Iii'\ only 111 the Ourn J'lann: sp,·11 aidju,1r1w111> an: 1101 .ippli<'d on 
1he tnrn·r, 1\,1rnt. Cthel'l'al. or Pnm,· Material rl,m,.,. 

Pl.AMAR mAGICAL WEAPG>N meDlflER.S 

>( ,, \ I\ l f , .. 

T ~ I 1, /J111 I I• flr l • r 
Inner -1 -'}_ - ) -4 
Ethereal - 1 - I -1 - 3 
Prime -2 - l -I -2 
Astral - ) -2 - I -1 
Outer -4 -3 -2 -t 

• Weapons wirld«i on th,· plan,· w her< lhry wcrr fllr!(rd haw r,11 n,odlnrr to 1 hrir 111ai;(1(a! plu,c,. 
Outer Planar wta1,ons takrn to planes adjar~nt 10 their plant 11f nngin havr a modiflrr of - I All nu11ari,1,1rr111 
Outrr Planes impo'< a modilil-r of' - 1 t1racinlit 1he ·path- through 1h<' 0111la11d,1 . 

If a wrapon I, rrduccd to O plu"''· It i~ stlll constdtrl'll mali\lcal ; on wrHpon mny b,· rrduc,d to negati,•<' 
numhcr;, (Ur-;t'fl wraµon, (w,rh nrf,!;;ittw mudifl,·rsl :irr unah<"'1ffi hy lntrrplan;,r rrnvrl. 

1Tem SAVING THRG>WS (TABLE 29 : omG J 

11, I 
I [I fll', F ' " Bonr or ivory II 16 19 6 9 l 2 8 2 
Oolh 12 19 Iii I) 2 18 l 
Glass ~ 20 19 14 I 4 G 17 2 
lrather 10 J 19 1 6 4 j 13 2 
Mrtal I J 7 17 J 6 2 2 12 2 
OilS"" 16 19 19 17 5 19 f6 
Paper, rte. 16 7 19 19 19 2 19 2 
Potions 15 l'l II 14 IJ 18 15 
Pourry 4 18 19 JI J 2 4 2 2 
Rock/l·rystal J 17 18 8 J 2 2 14 2 
Ropt• 1l }. 19 10 G 2 9 2 
\food. tlud, B 10 19 2 I 5 2 12 l 
Wood. thin '.l 13 19 2 II 9 2 10 2 

Thi• ,~vr dn~, 1101 lndudr' rhr rnn1ninc1, only 1lir liquid rnntt"nl>. 
Evrn If 1hr s.wr is mmfr, th1• lt~m I~ pn,hJhl)' hup~lrs,lv mixrd 1, ith rhr ndd 

9 ' 11 I• 
9 7 7 5 5 3 J 

SURPRISE meDlflf:RS 
(TABLE S7 : DmG ) 

I 11 I 
Sikncrd -2 
Invisible -2 
lfas distin11ivt odor +2 
Every 10 m1•mbm +I 
C'amoutlaged -1 10 -] 
I 

fkdn!( -2 
In poor light -I 
In darkne,~ -4 
Panicked -2 
Artticlpating atwck +2 
Susplrio115 +2 

Rainv -I 
Hravy fog -2 
Exrr~mely s1ill +l 

A roll of J or le" on Id IO mean, the diarn,tn 11r group b 
,urprl,rri . 

INITIATIVE meo If lt:RS 
ITABL£ -40 : DmG l 

I 

Ha\l~d 
Slowed 
On higher ground 
Se1 10 nwivr a chargt· 
Wading or 5lippery footing 
Wading in dttp water 
Foreign c:nvironm~nt 
Hindmd [tangled. cllmhln!(, hddl 
Waiting 

-2 
2 

-1 
-i 
+2 
+4 
+6 
+3 
+I 

cem AT meDlflE RS 
(TABLE 35 : omGJ 

', I ' 
Attacker on highrr ground 
Defender invisiblr 
Defrndcr oJT-balant"t' 
Defender sll't'ping or hrld 
Drfendrr s1unnrd or ptone 
Defender surprised 
Missile fire, long rangr 
Mi>!>IIC lift', medium range 
Rrar anoc:k 

1• ,J ' 
+I 
-4 
+2 

Au1omadt 
+4 
+I 
-5 
-2 
+2 

CGVER AND c eNCEALm£NT 
m Dlfl £RS TED AC 

(TABLE -4-4: DfflGI 

1 
2S% hidden 
'iO'lll hidden 
75% luddcn 
9()(lh hiddrn 

C•~ 
-2 
-4 
-1 

-10 



CHA ACTE SAVING THR W I TA LE 46 : omG 

I • t ... :I: 
Prk~ls 1-J 10 14 13 16 15 

4-6 9 13 12 15 14 
7-9 7 11 10 I) 12 

10- 12 6 10 9 12 11 
13 - 15 5 9 8 II 10 
16-18 4 8 7 10 9 
19+ }. 6 5 8 7 

Rogues 1-4 13 14 12 16 15 
5-8 12 12 11 15 I) 

9-1'2 11 10 10 14 11 
13-16 10 8 9 I) 9 
17- 20 9 7 R 12 7 
21+ 8 G 4 II 5 

Warriors 0 16 18 17 20 19 
1-l 14 16 15 17 17 
1-4 l) 15 14 16 16 
5-6 11 13 12 13 14 
7-8 10 12 11 12 13 
9-IO 8 10 9 9 11 

l t-12 7 9 8 8 10 
1)-14 5 7 6 5 8 
15-16 4 6 5 4 I 
17+ 3 5 4 J 6 

Wizards 1-5 14 11 13 15 12 
6-10 13 9 11 I] 10 

11-15 11 7 9 11 8 
16-20 10 5 7 9 6 
21+ 8 J 5 7 4 

F ,eluding po/\>1110,p/1 rn111rl ,m.1,k.,. 
l!xcluding 1hosr 1h,n cau,r prinn ·a1ion 11r rol~·morph. 
£xclurlin¢ 1ho,r for whkh onother sav1n¢ throw typ,• is ,p,·cltit·rl. such a5 death, p,·1rlfka11on. polymorph. ri,· 

lntclli11,nr mooS1,·~ (animal inn•lllj!1•nn· or morel mah· all ,av.·, ;11 ;, In,•! equal 10 1heu Hn t.lire. Nommel11grm mon~tc."rs 
,avl' \',. poison a11d dr,11h a, A lrvrl •·~u,111u 1iw1r !lit !lice and ,ave , . ,1II d,r a1 a l<'vrl equal 10 hair 1he1r 1111 IJ,c, . loum an 
drlitional 1111 Die for every lour nddtd hil poim> /or I rat lion 1ht-rl'o0 Most m(lnsters ,an· a, wnrnors I how wnh ,pcclal 

3blhri thlll n-;rmhlc another ~rr>ur can uw 1h1· mon- advanlit!JfOUS s~vmg number. 

TURNING UNl>E 

l I 
Skekton or I HD 10 7 4 T 
Zombil' 13 10 7 4 
Ghoul or 2 UD 16 IJ 10 7 
Shadow 01 '.l-4 HD 19 16 13 10 
Wight or 5 llD 20 19 16 13 
Ghas1 20 19 16 
Wraith or 6 HD 20 19 
Mummv or7 HD 20 
Spectre· or 8 l!D 
Vampire or 9 110 
Ghnsr or 10 HD 
Lich or 11+ 110 
Spl·cial 

Paladin 1um undl'ad J, pries,, who are two \c~cl, lnwt·r. 
An n,ldltionnl )d4 crra1urc,. of 1ht, J\·p.- urr turnrri . 

D (T 

'> ( 

T D 
T T 
4 r 
7 4 

10 7 
13 10 
16 13 
l9 l6 
20 19 

20 

1-E 47 : DffiGl 

I II . 
I I J() I I 14+ 
D D D D D D 
D D D D D D 
T I) D D D D 
T T D D D D 
4 T 1 D D D 
7 4 T T D 0 

10 7 4 T T D 
13 10 7 4 T T 
16 13 10 7 4 T 
19 16 IJ 10 7 4 
20 19 16 l'.l 10 7 

20 19 16 IJ 10 
20 19 16 l'.l 

Sp«i:it tlt'anttl.,, indude unl<tU<' undrarl, frcc-willt-d unrlr,,d or rhc Ncga1iv.- Enei,iy Plnne. n·rtaln gn·a1,•r and lr"n pow•"· 
and tho,c undra<I 1ha1 dwell in llw Ou11•r Plane,. 

SPECIAi-i T ATTACICS PE R UNO IT LE 35 : PH Bl 

f I 1 11 I I , I r, j 

\ II, ( l [ I I) 1-11 
1-6 3/2 I/ I 3/1 4/ I 
7-12 2/1 3/2 4/1 5/ I 

1.l+ 5/2 2/1 5/1 6/t 

me ALE RATf GS 
(TA LE .49 : DfflG) 

l I I 

Nonintrlligent monster 
Animal. normal peaceful 
Animal, nonnal predator 
Animal-intl"lli~ence monster 

cmi-tntrlllgent monster 
Low-intc.'lligern:' mons1cr 
/\vern~e 0-levcl human 
Mobs 
Militia 
Green or disorganized troop 
Regular soldier\ 
Elllc soldiers 
Hirelings 
Henchmen 

M 
18 

3 
7 

12 
11 
10 
7 
9 

10 
II 
12 
J,l 

12 
I"> 

SITUATl9NAL 
meDlflER.S Te meRALE 

(TABLE 50 : omGl 

1 
Abandoned by friend~ 
Crl"alurc has lost 250/u of ils hp 
Creature has lo~, 50tl.'o of its hp 
Crt"ature is chaotic 

'v1 ) 
-6 
-2 
-4 
-I 

Creature ls fighting hated enemy +4 
Creature is lawful 
Creature wrprhl"d 
Creal urc fighting wizards or 

magic-using crl"aturi:~ 
Crea1ure with I. I ID or less 
Crcatun.• with mon- than ,, HD 

but less 1han I HD 
r<~aturc with 4 to 8+ !ID 

Crra1urr with 9 IU 14+ HD 
Crea1ur • with 15 HD or mon: 
Defending homr 
Ddrnsive terrain ,HlvanLagc 
Each additional check in round 
Lt•adcr of diffcrcm alignm •nf 
Most powerful ally kilkd 
NPC ha~ been lavoml 
NPC has been pourly tn.'aled 
No rnl"my slain 

+ I 
- l. 

- 2 
-2 

-1 
+I 
+2 
+'3 
+3 
+I 
-I 
-I 
-4 
+2 
-4 
-l 

Outnumber~d 3 (or mon:J 10 I -4 
Outnumber opponrnt J (or rnorC") to I -4 
Unable to affect opponelll -8 
Wiiard or magic-using 

creatur on ·ame side +2 

WARRl4DR ATTACKS 
lTABLE 15: PH I 

I t!R l , I 
1-6 
7-12 

I)+ 

I/round 
J/2 round, 
l/round 

BACKSTA DAmAGE 
(TABLE 30: PH I 

1, I () 1,1 1\11 I fll• Ir!! 
1-4 X2 
5-8 xJ 
9-12 X4 

13+ 5 



WEAPCDNS 

n I 
I l \ I 
Arquebu\ ,00 gp 10 M p 15 ldlO ldlO Poleamt : 
Axe, bal!le 5 gp 7 M s 7 id8 !dB Awl pikt<: 5 gp 12 L p I) ld6 ldl2 
Axe, hand/tltrowl 11g I gp 5 M s ,[ ld6 ld4 Bardiche 7 gp ll L s 9 2d4 2d6 
BrlHying pin 2 cp 2 s B 4 ldJ ldJ Bee de corhin B gp 10 L P/B 9 ld8 Id 
Blowgun 5 g;p 2 L 5 Bill-guisarmr 7 gp 15 L P/5 10 2d4 ldlO 

Barbed dan I sp s p ld) ldl Fauchard Sgp 7 L P/S 8 td6 td8 
Needle 2 cp s p I I Fauchard-fort.. 8 gp 9 L P/S 8 !dB ldlO 

Bola 5 sp 2 M B 8 JdJ Jd2 Glaive 6 gp B L s 8 ld6 ldlO 
Bou• /Arrnu•s: Glaive-gui,annc 10 gp 10 L P/S 9 2d4 2d6 

Composite long bllw IOOgp J L 7 Guisanne 5 g11 8 L s 8 2d4 ldB 
Composite short bow 75 gp l M G Guham1~-voulgc 8 gp 15 L PIS 10 2d4 2d4 
l.ong bow 75 gp J l 8 !falhenl 10 gp 15 L PIS 9 ldlO 2d6 
Shon how JO gp 2 M 7 Hook fauchard IOgp B L PIS 9 ld4 ld4 
Flll(hl arrow 12/3 sp M p ld6 Jd6 Luccm hammer 7 gp 15 I l'/A 9 2rl4 ldG 
Shea! arrow 6/3 p M p ldB td8 Maul 5 gp 10 L B 9 2d4 ldlO 

Cahrup 2 sp 'I s p n/a I ld2 Military fork 5 gp 7 L p ., ldB 2d4 
Ce-,tu, I gp 2 s s 2 ld4 ldJ Panban 10 gp B L p 9 ld6 ldG+l 
Chain 5 sp ) L B 5 td4+1 ld4 Ranscur 6 gp 7 L p 8 2d4 2d4 
Club J M B 4 ld6 tdJ Sp~tum s gJl 7 L p 8 !d6+1 2d6 
Cros~linu·~/Quarrrl,: Voulgl.' 5 gp 12 I 10 2d4 2d4 

llt-avy cro show 50 gp 14 M 10 Qua.nt'rstarr 4 L 8 4 ld6 td6 
Light cmsshow 35 gp 7 s 7 Ritiik 10 gp 6 L p 8 ld6..-I !dB+ I 
Hand cro,sh11w )00 gp J s 5 Sap I Sp l,• s B 2 ld2 td2 
Heavy 11uarrd 2 sp s p ldHI ld6+1 Scourge I gp 2 s 5 ld4 ld2 
Light quarrel I sp M p ld4 !d4 Scvthe 5 gp 8 M P/S 8 ld6+1 ld8 
Hand Qlli!Jl'l'I I !IP s p ldJ ld2 Sic le 6 sp J s s 4 ld4+ I ld4 

Dagger or dirk ). gp s p 2 ld4 ld3 Sling S cp s 6 
Dan 5 sp ,, s p 2 ldJ ld2 Sling bullc1 I cp ,,. s B ld4+1 ld6+l 
Flails: Sling stom: I, s B td4 ld4 

Bladl'linck nail lO gp 25 I 8 9 ld8•1 2d6 s,,rars.· 
FomrMn's flail IS gp 15 M B 7 ld6+1 2d4 Short, 011 -handrd 8 ,p 5 M p 6 ld6 ld8 
Gram llail J gp 3 M B 6 ld4+1 ld4 Short, two-handed 8 ,p 5 M p 6 ld8+1 2d6 
Hor..eman·s flail 8 gp 5 M B 6 ldhl ld4+1 Loog, ont--handro 5 gp 8 L p 8 ld8 td8+t 

GalT.'hook. attached 2 gp 2 s p 2 ld4 !dJ Long, two-hilnded 5 gp 8 l. p e 2dG 3d6 
Gaff/hook, held 5 cp 2 s p 2 ld4 ldJ Staff sling 2 sp 2 M 11 
Harpoon, one-handed 20 gp 6 L p 7 ld4+1 td6+ I Sling bullet I cp 'Ii s B ld4+1 Jd6+1 
Hnrpoon, two-handtd 20 gJJ 6 L p 7 2d4 2d6 Sling stone 'I, s B ld4 ld4 
.Inv lin. one~ hande-<l 5 sp 2 L p 4 ld·1 !d4 Stinkpol I ~I' 2 s B lr!J ld3 
Javchn. two-handed 5 fl 2 L p ~ Id& !d6 Sttleuo 5 ~p I, s p 2 ld3 ld2 
K11i~ 5 Sp s P/S 2 ldJ ld2 Sword,: 
lnucn: B;1~1ard, ont"-hand d 25 gp 10 M s 6 ld8 ld12 

H ,!Vy hoM lnnrc ii; gp 15 L p 8 ld8+1 Jd6 Bastanl, 1w11,handed 251(µ 10 M s 8 2d4 2d8 
Mwliurn hul'>I'. lan\'t 101w 10 L p 7 ldG+I 2dc. Broad ,word 10 gp • M s 2d4 ld6• I 
UglJ hor,~ lane~ 6 gp 5 L p 6 ld6 ld8 aaymor· 25 gp 10 M s 8 2d4 1d8 
I ligh1 I nee 6 gp 5 L p 6 td6+1 2d6 u1las.\ 12 gp 4 M s 5 td6 ld8 
Jou.,ting lanre 20 gp 20 L p 10 !clJ - 1 ld2- I Drusus so gp J M s J ld6tl ld8+1 

l.as..o s sp J L 10 Fa! hion 17 gp 8 M s 5 ld6+1 2d4 
Marrs: Khop ·sb IO!(p 7 M s 9 2d4 ldfi 

Bladeback mace 15 gp 16 L B 9 JdB+I tdB Loni( word l5gp 4 M s 5 1d8 ld12 
Fomruan's rnacr B p 10 M B 7 ld6+1 ld6 Rapier 15 f!p 4 M p 4 ld&tl ldB+t 
Hor',('rnan\ mare sgp 6 M B 6 ld6 ld4 Sabrr 17 t(P 5 M s 4 ld& I l~B• I 

Machete 30 gp 4 M s B ld8 !dB Scimi1,ir If> (tp 4 M s s ld8 !dB 
Maio-gauche ) gp 2 s ?/S l ld4 tdJ Shon sword 10 gp 3 M p l ld6 Jd8 
Manca1chc:-r 30 gp 8 L 1 Two-hallded sword sogp 15 s 10 ldlO 1d6 
Morning star 10 gp 12 M P/8 7 2d4 ld6+ I Trident, one-handed 15 gp 5 L p 7 td6+1 Jd4 
Net 5 gp 10 M !O Trident, two-handed 15 gp 5 L p 7 !dB+! ld4 
Ptrk, footman's 8 gp 6 M p 7 ld6+1 2d4 Warhammrr 2 gp 6 M B 4 ld4• I ld4 
Pick. h,mcman· 7 gp 4 M p 5 ld4+1 ld4 Whip I sp 2 M 8 Jd2 l 

lltl· "T)pc· ,;1u:gory t, dlvidrd Into bludgeoning 18), piercing IP), nd ,Jnshing IS!. This wcupon can dismount II ridrr on a ,u Cl'Ssful hh. 
Thi weapon :iva!labk uni if altowl'tl by 1he DM , This weapon lntl1c1, double damngr when linnly et 10 rrct'ln, a l'harge. 
Th . • imn, v.,i14h llulc nd!vldually, Ten 01 1he,l' weigh on~ pound rhh wcapun lnOkt, doubt~ W1.ma11c al(aln\l rhar!(lng ,·r-eatur,.., of I or greatrr lzr. 
rht, Wt'apon inlllcis d-,uhlr <famage when uwd rrorn 1hr ba~k of~ charging mount . 

mlSSILE we PCDN RANGES (TA L£ .45 : PH 

t t 
1w1 · 1 I II • I 

Composilr long bow, flight arrow 2/ l 6 12 21 Dagger 2/l t 2 3 
Composite Ion~ bow, sheaf errow 2/1 4 8 17 Dan ]/1 1 2 
Composite hort bow l(l 5 JO 18 Hammer I 1 }. 3 
long how, fllgh1 arrow 2/1 7 14 21 Hand ax1· I I 2 3 
long bow, shear nrrow 2/1 ') 10 17 H3rpoon J l i J 
Shon bow 1/1 5 JO 15 Javelin I 2 4 6 
Hand .ro,~bow I 2 ~ 6 Krilfi 2/1 I l 3 
Heavy cro5sbow 1{2 8 16 24 Sllng bullet 1 5 10 20 
ligh1 cro,~bow I 6 12 18 Sling ~tone I 4 e 16 
Arqucbu, 1/3 5 15 21 Spear 1 2 3 
Blowgun 2{1 I 2 J S10 ff ling bullet 2/1 3-6 9 
Club 1 I 2 3 Staff ,ling Mone 2/1 )-6 9 

·Ror• b th~ tale or fi~how many ,hot~ 1J1a1 weapon c;m Ill'\' orr in one round. Thi& I\ at ~ inll(ct 136 yard, uway u '-"1 lhr mrdium-runge modiner, 
lndrJ)('ndtm of till' numi>rr of mdre artacks a cllarnttrr ran make In a round. The rnodlRrrs for range . rt -2 for medium range a,1d -, for long rang..-. 
Rangr i, p;ive11 In rrn, of yards, Foch ranl(e r 1ego0 (short, merlium, or long) In 1ud~5 Arqucbu~ lif Rl111wed) double all range modifiers, 
anacks 1·rom dL~ranre, <"<Jual 10 or les\ 1hon the gl"cn rnnl(e, Thus n hravy mmhow Om! 
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