


BDz’H%[-. |

- 1y

=N

. .
DESIGNERS ———— — BRUCE R. CORDELL, | | ROBERT RAPER |———————Anr Dimecror
GWENDOLYN F.M. KESTREL, \
JEFF (EHCK SAM WOOD i'— - “CoVER ILLUSTBATION
ApDITIONAL DESIGN e T — ~ INTERIOR ILLUSTBATION
wo Deveropment ——————— RICHARD BAKER KALMAN AI\DRASOFSZKY MATT CAVOTTA,

MIkE DuBiscH, WAYNE E‘\_GLA\TD, MATT
FAULKNER, VANCE Kovacs, VINCE LOCKE,
Epiton ' PENNY WILLIAMS | [ RAVEN MIMURA, JIM PAVELEC, VINOD
RAMS, RICHARD SARDINHA, STEPHEN
TAPPIN, JOEL THOMAS

MANAGING EDITOR — ——| BT, MC(ETLLAN
ROBERT RAPE’R,' GraptIic DEsSIGN
B e Ao s~ |ED STARK, ROBERT CAMPBELL
CHRISTOPHER -PERKINS X
' MARTIN DURHAM | ~—+——— DROJECT MANAGER
DinectTor of BPG R&D { BrLL SLAVICSEK Cuas DrlLoNg —— [)Btlmut:'rm:u MANAGER
VICE-PRESIDENT, PUBLISHING MARY KIRCHOFF ANGEL]_KA LOKOTZ ' EYDRSETTER
ROBERT LAZZARETTI “——— CARTOGRADHER
- :

RESOURCES FORGITTEN REALMS Campaign Setting by Ed Greenwood, Sean Re)‘:icids, Skip Williams, and Rob Heinsoo; Drizzt Do'lUrden’s Guide to the Underdark by
Eric Boyd; Ciry of the Spider Queen (and related web support articles) by James Wyatt; Jifithiad by Bruce R Cordell; “Sinister Tools™ DracoN™ 298 arricle by Eric Cagle;
“The Harrowing” Dynceon® 84 article by Monte C«;mk; Manual of the Planes by Jeff Grubb, Bruce R. Cordell, and David Noonan; and *Third Imaskarcana,” developed

from a description by Stephen Schend. SPEGAL THANKS: Andy Collins

Based on the original DUNGEONS & Dracons” rules created by Gary Gygax and Dave Arneson and the new DUNGEONS & DRAGONS
game designed by Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker, and Peter Adkison.
This Wizards of the Coast game product contains no Open Game Content, No portion of this work may be reproduced in any form

without written permission. To learn more about the Open Gaming License and the d20 System License, please visit
www.wizards.com/d20.

U.S., CANADA, ASIA, EURCOPEAN HEADQUARTERS
PACIFIC, & LATIN AMERICA Wizards of the Coast, Belgium
Wizards of the Coast, Inc. T Hofveld 6d
P.O. Box 707 1702 Groot- quaarden
Renton WA 98057-0707 ™ Belgium
(Questions?) 1-800-324-6496 +322 467 3360 B

10987654321 First Printing: October 2003
620-88581-001-EN

Dutiaeons & DRacons, D&D, DrRacon, Dungeon, Dunaeon MASTER, the d20 system logo and d20, FoRcoTTEN Reaums, UNDERGARK, WizAADS OF THE\COAST
and Its logo are trademarks of Wizards of the Coast, Inc. in the USA and other countries.
All Wizards characters, character names, and the distinctive likenesses thereof are trademarks of Wizards of the Coast, Inc.
Distributed to the hobby, toy, and comic trade in the United States and Canada by regienal distributors. Distributed in the United States to the book trade by Holtzbrinck
Publishing: Distributed in Canada to the book trade by Fenn Ltd. Distributed worldwide by Wizards of the Coast, Inc., and regional distributors.
This material is protected under the copyright laws of the United States of America. Any reproduction or unauthorized use of the material or artwork contained herain is
prohibited without the exprass written permission of Wizards of the Coast, Inc.
This product is a work of fiction. Any simllarity {o actual people, organizations, places, or wg:ﬁs is purely coincidental,
=2003 Wizards of the Coast, Inc. Printed in the U.S.A.

Visit our website at www.wizards.com/forgottenrealms



S

. =

\
|
}

Introdnctiont ...t qos e eieu e olsiag o n xs 4
How to Use This Book in Your
ST R o e S e e 4
What You Need toPlay ............. )
Chapter 1: ETT TS e AN, 6
RIS o s otore boteeta s e e blels o s o s la s 7
Deep naskaiy N, 08, e e 9
) )y At e e R 10
Duergar TS on it st i e 11
GloRMINES « viiwsraiis s v aawiae i Fiymais 1)
GEAIIOCKS T /s iotss o R I gl
T O Sireerven ovh s ol »-ieie ooy et s s 15
SIS Rt o b O T R 17
RRCHahin e W, (r ) Ty s 18
Other Character Races ............. 19
Berre — i hisa s sl s 20
MindiFlayers oo vaisin samnsi 20
R i AT o e A 20
oo, e Pt s o A Lr). 20
Quaggoths .. .ot v ortionohann s 20
TANarnEES as e veleins Sl Rt 20
Troglodytes ......e.... e T 20
Age, Height, and Weight ........... 21
Characteri Age . uu R e st 21
Height and Weight /. ............ 21
Chapter 2: Regions and Feats .......... 22
Character Regions ........c.oouuees 2%

Reading the Region Descriptions .. 22
Regions for Characters

abaVe ASETEVEL Y s e btiees 22
Chitine Region® 2 .ol ot 23
Deep Imaskar Region ............ 23
Gloaming Region .+... e AR
Grimlock Region ........ovvvvnes 23
Kuo:Toa-REZION onartesaniasicn i 23
SIythREFION. oo mens s o simmse s 23

Character Feats .. .covvnnnns o L 23
WAL Heals /i s s orae g oraiacs 23
Axeshield s SR ae e 24
Bowslinger ........ et s 24
Caustic Adaptation .............. 24
CIRMEL . s v o sy ceraris (v s imin o 24
EICHIDTRE -\, ol et o A sticese e 235
Enhanced Adhesive ............. 25
Exotic Armor Proficiency ........ 25
Extra Wild Shape ............... 25
BamiliariSpell o ovviviimaniama 25
Graft Illithid Flesh .............. 25
Higliborn O e iars 25
Improyved Levitation ............ 25,
| el N L E e R ST N 26

“Metanode Spell 7...........o... 26
Node Defense wai dnnm st 26
Node Sensitive ..o o vevams s vravves 26
Node Spellcasting . ........ovee. 26
NodeiStare .~ bl SRl BT 26
. PortalSensItIVE. ../ i o s rmeto/e 27

. \g:_:ne Rl e R v s 27
‘ g{g Mind cims it ki 27

A

__+_
TABLE OF CONTENTS

——
Tunnelfighter . .coveervnesmmines 27
N1 T T3 o R 27
Wisdom Breeds Caution «......... 27

Chapter 3: Prestice Classes. ............ 28
Arachnomancer ................. 28
o R 30
BT DI e [ e e i i S 32
Drow Judicator ....oueeoiiinean 33
Illithid Body Tamer ............. 35
Imaskari Vengeance Taker ....... 37
Inquisitor of the

Drowning Goddess ., .......... 39
Prime Underdark Guide .......... 40
Sea Mother Whip ......oovvvnne. 42
Shadowcrafter .......... S 43
Vermin Keeper <iioovceveiinnan. 44
Yathchol Webrider ....covuveinis 46
- Chapter 4 Magic and Spells........... 48
Lore of the Underdark ............. 48
Faerzress and the Underdark ..... 48
Node Magie ... i s o coanin s 49
Portals 0. o faidaia e [T WY 72
New Iomiaias o0 F, L S ey el i3
Batance:Dommn, 1. : oniedisin s i3
Portal Domain (Alternative).:.... 53
Watery Death Prestige Domain ... 53
NawSpells o tiaiates -2 v s divas T4
Spell Descriptions ....vouvvvenn.s 76
Chapter 5: Equipment and
Magic Items: NG caacnan 64
Adventuring Gear ............. o4
WEApONS wia et o i B i s s/ 64
AT TION S frvis i 912 e To Lo e e o a1 65
Other EGuipments Jo. covs dossoinn 67
ifo1o7o) | S A LB Sy - e 96T
Magiciltems: w00 Sl S8 68
Magic Weapons . ...icvoien..n. 68
Magic Armors . .couaisbhe e on 7
Rings ..... oG S AR, 71
R O oo e riere s v o oy sl e A 71
Bpaifs W e R 1 w0
Wondrous Items ........... B TS
Minor Artifacts .......oibeseiin 75
ATBIFACES! s o e v e s yeats s at s 76
Ilithid Grafts ........ ... e 77
Chapter 6: Monsters. ........ tors o 78
All-Consuming Hunger ........ AT
Annihilator .......... St 79
Arachnoid Creature ......... i it bin 80
Baphitait. .. omreimerie natasiir s st 82
Chameleon Creature ...... veveeess 83
Rt MGl W UL, o D 84
Blder Bra o iie e hnis v e B
Faerzress-Infused Creature .......... 86
Giant Cockroach «.....v.evveinienen 87
GIantIMARRO cocrmin s witins 5.0 3isis sk 88
GlOUTA 1t sine v aesinnuigimin e e o .. 08
2

Deviotis GloUras ... u.sesrrsas- 89
Hallllehd . K5 e e Loy L rBd
Ineffable Horror «...vueivninnns Ao
Kno-ToaTeviathan ... cin s s 92
A3 0 1 AR e e el e 93
Enrker'. oo NG R e e e 94
Maur(Hunched Giant) .. ...c..%e00 . 95

IMAGE SOCIEEY o vce vioim st a3 O
Mineral Wartior .o« ey coms s v 96
Phaerlooks oo i wr i a aatae. hs 97
PortaliDrake - e atiainns PR 98
Stone:RIVer-« .k skt s s amlnems s 99

Training a Stone Blyer ........... 99

Chapter 7: Exploring the Underdark. .. 100

Geology and Environments ........ 100
Topogtaphy - siganiis sasidte 100
Rocks and Rock Formations ..... 103

The Underdark Environment ...... 106
BT 1, | S i e R o, 106
TG B oty e ol e 107
Climate ......... T i e 107
ECOL ORI %15 strs o s ey Antelals 108
Underdark Hazards ............ 110

Spelankifis: . ..o.v oo e s s 110
Craniped SPACES . o s bl by 110
8111 E 2711 ORI N . iy 112
VN ey et e o ) 112
Getting THost o4 Jnas e uie 112

Underdark Encounter Tables ...... 113
Encounter Chance ......cvue... 113
How to Use the Tables ......... 113
Group Descriptions . ............ 116

An Underdark Primer ............ 117
The Upperdark ....... ity i araracs 117

= The Middledark ...uviicandoes 118
The Lowerdark « ... ausmomasias 120

Chapter 8: Geography .............., 122

Underdark Domains ..v..oi.iveun. 122

Sites of Interest <.« vuvieemaaiissia 126

AR CIURE | 35 £ wrroieatalazelolibrarae 126

ABRUTIVOOE .« ovisim siwimsisersradamsiels sia'a 126

Blessed Seahaven ................. 127

Blngdenstone « . «.c«iv x i s s mimswne s 129
Wererats! Lauiaieeaan TR TA L 129
Ogremoch’s Bane ......... aratied 129
Drow Scavengers . .....oveviines 130

The Boneyard .. st iaaiesaii s 130
Denizens of the Boneyard ....,..130

BikIert ., e e 131

Cairnheim,

Demesne of the Dodkong ....... 132

Chaulssin, City of Wyrmshadows ... 133
Ched Nasad,

City of Shimmering Webs .......133
Krashos Morueme ............. 133
Daughters of the Shadow Weave . 134
Ch’Chit], the Kingdom Below: ...... 134
ClodkerhaWen, s oo ham il 137
Ehie Darklake oo onieie sle siatsazmvie 138
3 2

—



Deep Imaskar,

" City of the Great Seal .......... 138
GOVErnment ... ..ccssros ey 138
Deep Imaskari Society .......... 139
AR Gl SR R 140

Decp BRANATAL s vl sloiniaiom sietonsia 140
Baraknuiri oo s oot on i i e 141
Braklalor - = nice v msvmmns s i 141
| o e e e i 141
Ik VT . SRS e S 141
|0 21 (3] (et e Y S 0 141
Con Ty v e SR SR S 141
1B S, 420 P e P S P P e 141
EHE Ok mr it s st o s e ivatars 142
T OENEETIIT = = oo st mes (v SR S e 142

DYeBPBUELOW s <+ v irsis < vie w i7s s o e a7ss 142
THESHOREIE . oo MOr i s aintioiosans 142

T AT el oo e i S 143

Drik Hargunen, |
the Runescribed Halls .......... 143

Dunspeirrin, City of Sunken Spires . 14§
Dupapn, Waters of Deep Hunger ... 145

Durge-GoAtag . vienie resn nuonens 147
3 AT R 147
Bryndlyn oiviieions S ety 148
2 T T e LA AL TR 148
Fluvenilstra, Garden City of the %

Toowerdarkis v ooins s vassninis 149
Fraaszummdin, Steederhome ...... 150

hesWandering . on e st sy 151
MBatehorofie . -t s 151
Glants Chalics v s i s wainnne s 152
Gracklstugh, City of Blades ........ 152
ChelGrRaE RIEE . oo s slos e 155
GEABANTEH T e s s sy s o o 155
Holy Mother Cauldron ........... 155
Iltkazar, the Mithral Kingdom .. ... 156

King Mith Barak ............. =157
Kuragolomsh ........coivoiiiiie. 158
Fhe LabymnthnG «iu <6 sovvimies 158
Llurth Dreir, the Accursed City ....158 *
LoobliShar,

City of Welcome Darkness ...... 159
Lorosfyr, the Madd;ening Dark ....160
Maerimydra .. ... e o SO I 160
Mantol-Derith ../ ...oovveensiens 160
Menzoberranzad, City of Spiders ... 161

Visiting Menzoberranzan . ...... 161
Nuur Throth, the Great Door ... ... 164
Oaxaptupa, ks

World Beneath the World .. ..... 164
(0731111 vb7 | A AL s e NS A o 166
Ooltul, City of Tyrants...........:166

Visiting Ooltul .........0vunnns 166
Oryndoll, City of Loretakers....... 168

Visiting Oryndoll ........... i 167
RerHOV eyt o 170

Rringlor Noroth, -
The City of Soaring Shadows ....171

Rrinnoroth, Dwarven Ghost Town .. 173

The"Sharnlands .................. 17

TABLE OF CONTENTS
——

Sloopdilmonpolop, City of Pools ....174
Sshamath, City of Dark Weavings .. 175

Sphur Upra ......... R s st 176
Tethyamar ........ o D o, 178
VL TR S A L RS 78
Throrgar, the Shrieking Abyss ..... 179
Tomb Tapper Tomb .........o00s 179
Traaskl THOFOE (v iar oo ox bk vss 179
Undrek’Thoz, the Segmented City .. 180
The Wormwrithings .............. 183

Yathchol ...... rrrearraasieaans 183

Chapter 9: Adventures

in the Underdark ................. 184
Dungeons in the Underdark .......184
Adventure Sites ....... ¥, T S
Drowned Multum .............. 186
Gdpar’s Garden il S LG 188
Shipeof Water i s s i 190
Sidebars
Chitine Web Implements ............ 7
The War of the Spider Queen ....... 10
Scarification Ritual .........c0ceu.. 29
)T 0 T e e e S8 S i o 3
Spider Servant ......cocienciiiiein. 34
The Imaskari
Vengeance Taker Code ........... 38
The Vermin Keeper's
Vermin Companion ............. 45
Earth Node Access Variant ......... 50
Sample Portal Graffiti .........2 AP 1)
Underdark and Core D&D .......... 73
The Underdark Maps and the
Epic Level Handbook ........... 76
TErminolofY’ tisisisla st atstese s 101
Seeing Distant Light ............. 106
Torchstalks %, . aucmeamana st 108
Shadowi Portals: ..o e te sames AT 120
PIRliSeaehildon e L A e 128
~ Headband of Idiocy ............... 130
GorothirsiGirdle vt seres s 134
Iihthyheh: SREeer o sl 136
Nuarr'Korzahg, v aeihaiias i s 137
TISKIER) ol ionius b e aete s bt 's i 0
Anti-illithid devices ..o .vvven. . e L
|5 G e T L e I R 153
HzaE RN E N 200 0 ot s M 157
City of the Spider Queen ..,.... ... 160
Creeds of Oryndoll ............... 168
Reeshov City Traps . «..cvnvenuvns 170
Tables
Table 1-1: Racial Ability Score
Adinstments = s R 6

Table 1-2: Other Underdark Races ..19

Table 1-3: Random Starting Ages ... 21 -
1

Table 1—4: Aging Effects ........... 2
Table 1-5: Random Height

and i Weighe s o Sl stnns 21
Table!2-1: New Beats .ouwiae i 24

Table 3-1: The Arachnomancer ..... 29
Table 3—2: The Cavelord ........... 31
Table 3-3: The Deep Diyiner ....... 32
Table 3—4: The Drow Judicator ...... 34
Table 3-5: Spider Servants ......... 34
Table 3—6: The Illithid

Body TAMET +vvvveernierreneinn, 36
Table 3—7: The Imaskari

Vengedance Taker . .-« ovnsuenies 37
Table 3-8: Inquisitor of the

Drowning Goddess ......o.nmesns 40
Table 3-9; Prime Underdark Guide .. 41
Table 3-10: Sea Mother Whip ...... 42
Table 3-11: Shadowcrafter ......... 43
Table 3-12: Vermin Companion .. ... 45
Table 3-13: Vermin Keeper ........ 46
Table 3—14: The Yathchol Webrider . 47
Table 4-1: Earth-Nodes ........000e 49
Table 4-2: Typical Earth Node

Granted Spells ... ouiian oo w30
Table 7=1: Weapons: :.cxewmessnsans 64
Table §—3: Donning Armor ......... 66
Fable' T =0 AFINOLS Uno.etin slormaines s prvins 66
Table §—4: Special Ttems ........... 7
Table 7-6: Melee Weapon

Special Abilities .. ... . PP A 68
Table ¥—5: POISONs i dilins o2 Saene o 68
Table 7—7: Specific Weapons ........ 69
Table 7-8: Armor Special Abilities ... 70
Table §-9: Specific Armors ......... 7L-
Table S0 RMES .5 oo sanasiey 7
Table 5~11: Rods - e cvne - .- ol 71
Table 312 Statfe o i i 72
Table 5—13: Wondrous Items ....... 73
Table 6-1: Arachnoid Creatures ..... 81
Table 7-1: Spotting Distances ...... 107
Table 7-2: Underdark Diseases ... . . 110
Table 7-3: Tunnel Constriction ....112
Table 7—4: Encounter Chance ...... 113
Table 7-5; Upperdark

(Underground, Settled)

(REIT) oot SO 113

Table 7-6: Upperdark Wilds
(Underground, Frontier)

(B S0 2t S s e N i 114
Table 7-7: Middledark

(Underground, Settled)

(BLA6=13) Yo v s s aniaas L114

Table 7-8: Middledark Wilds

(Underground, Wilderness)

(ELCIs s s i ot SIS
Table 7-9: Lowerdark

(Underground, Wilderness)

(EL8-16). S odiaiaae Fa HEY
Table 7-10: Lowerdark

(Underground, Desolate)

(023 D a5 e s Sl Ny o 116




e

A

" avern tales across Faeriin’s sunlit lands whisper of
the Underdark, a lightless, subterranean realm that
is home to fabled races and ancient, unspeakable evil.

It is a domain of primeyal mysteries and unending war, a hidden
world of cruel masters and hopeless slaves, filled with monstrous
races that were old before humans were born. It is a dank, dismal

place of fungus, rot, and slime. It is a land whére a few lucky mer-

chants have found a lucrative trade, but where many more have
been slain (or worse) for their effrontery. So dire is the reputa-
tion of the Underdark and its denizens that mothers caution their
children to behave, lest the dark elves steal them away.

+ A proper account of the Underdark must include the cold
machinations of the hateful illithids, the unwholesome cities of
the drow elves who pay homage to the bitter Spider Queen, and the
unending servitude of the lesser creatures that fall into the
clutches of these two-races—Unlike the upper world, where ciyi-
lization and the light of day protect travelers from horrors, the
Underdark holds the promise of deadly peril. Illithids, drow, phaer-
imms, and aboleths vie for supremacy in its dark tunnels and sun-
less seas. They fight one another with armies of slaves, terrible and
ancient magic, and mind-shattering psionics for control of the
encompassing tunnel systems and the extended caverns, vaults,
cavities, gaps, and nodes that riddle the earth beneath Faertn. The
Underdark is literally an entire world, most of which is inhabited
by monstrous and evil creatures that shun the daylight. Hundreds
of independent cities, towns, and strongholds are scattered
throughout the cayes and caverns that make up this realm.

Tunnels in the Underdark extend for miles, some ballooning
into caverns thousands of feet across, only to shrink to spaces too

»

RebVCTIor

narrow for a halfling to squeeze through. The largest cavern
halls are often representations of the surface in miniature, with
hills, valleys, undergiound rivers, and lakes. Most races native to
this. realm make use of the walls and ceilings of their caverns,
accessing the higher levels via natural or magical flight or. levi-
tation, or even wall-crawling mounts such as giant spiders and
certain brgeds of lizards.

The Underdark is divided into three levels. The upper Under-
dark (Upperdark) is close to the surface, and its residents have
considerable interaction with surface races. The inhabitants of
the middle Underdark (Middledark) tend to see surface races as
potential slaves. The lower Underddrk (Lowerdark) is an incred-
ibly strange place filled with alien societies and bizarre cultures
hostile to those unlike them.

How 1o use This Book
IN YOUr CQmpQIgn

This book provides everything you need to explore the Under-
dark in your own FORGOTTEN REALMS® campaign. The subter-
ranean world is a fantastic realm for characters to explore, and
this book contains the tools for building exciting adventures
there. The Underdark is also a good'place in which to set a dis-
tinctive and memorable campaign involving a lengthy quest that
takes characters ever deeper into the sunless world.

If you don’t intend to use this book in your FORGOTTEN
REALMS campaign, you can easily adapt the material on under-
ground adventuring for any game in which characters venture
below the surface. Any subterranean realm you design can bene-
fit from the concepts presented here.

Races: This chapter features a number of races native to the
Underdark, including spiderlike chitines, the stealthy gloamings,
the fierce grimlocks, the inexplicable kuo-toas, and the bizarre
slyths. These races are suitable for use as both player characters
(PCs) and nonplayer characters (NPCs).

Regions and Feats: New regional feats and a number of gen-
eral feats useful for characters native to the Underdark can be
found in this chapter.
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Prestige Classes: The Underdark nurtures enclaves of spell-
casters, practitioners of taboo arts, and sects of alien researchers.

“This chapter describes a number of prestige classes often pursued

by natives of the Underdark.

Magic and Spells: Drow, phaerimms, and other abominations
of the subterranean world ate known for their arcane abilities,
This chapter presents a number of new spells, as well as a new
magic system called node magic.

Equipment and Magic Items: The drow are renowned as the ere-
ators of new and deadly magic, and illithids possess strange psionic
lore for item creation. This chapter offers a number of items forged
by the creatures of the Underdark, as well as a variety of special
devices, weapons, and gear useful for exploring deep places.

Monsters: This chapter presents a number of monsters native
to the lightless tunnels, damp caverns, and sunless seas of the
Realms Below. The monsters native to the Underdark include
the elder brain, the maur (or hunched giant), the mindwitness,
and the dreadful all-consuming hunger. '

Exploring the Underdark: In this chapter, you’ll find infor-
mation on underground formations, cave systems, and spelunk-
ing, as well as an overview of the various monsters and perils
that lurk in the depths. You also find encounter charts for the
Upperdark, Middledark, and Lowerdark.

Geography: This chapter describes more than one hundred dis-
tinct locations in the Underdark of Faertn, ranging from infa-
mous realms such as the city of Menzoberranzan to secret places
such as the hidden kingdom of Deep Imaskar, These sites are pre-
sented in an encyclopedic format. This chapter also includes a
number of short sidebars describing unique individuals or person-
alities who might be encountered in the Underdark.

Adventures in the Underdark: This chapter presents the most
notorious dungeons of the Underdark. Also included are several
partially keyed locations and statistics for NPCs that you can use
as the seeds for adventures, small diversions in your overall trek
through the underworld, or even the foundations for whole cam-
paigns. These sites are scattered throughout the upper, middle,
and lower portions of the Underdark, so the deeper the heroes
venture, the more danger they encounter. |

what You Need
to play

To use this sourcebaok, you need the FORGOTTEN REALMS Cam-

paign Setting, plus the three-core rulebooks of the DUNGEONS &

DRraGoNs” game: the Player’s Handbook, the Dungeon Master's
Guide, and the Monster Manual.

The Psionics Handbook is recommended, since the character
classes psion and psychic warrior appear several times. If you
don’t have the Psionics Handbook, substitute the sorcerer class

“for the psion class and substitute the fighter/sorcerer multiclass

for psychic warrior.

Monster Compendium.” Monsters of Faerdin and Monster
Manual IT are also recommended, since a number of the crea-
tures described in this publication can be found in those books. If
you den’t hayve those books, substitute the appropriate creatures
from the Monster Manual, as noted in parentheses below.

CREATURES FROM MONSTERS OF FAERUN
Aballin (gray ooze)
Baneguard (ghast)
Bat, night hunter (dire bat)
Bat, sinister (vargouille)
Beholderkin, death kiss (hydra, 12 heads)
Beholderkin, gouger (hydra, 12 heads)
Chitine (ettercap)
Choldrith (aranea)
Cloaker lord (cloaker Wizard 9)
Deepspawn (hydra, 9 heads)
Dragon, deep (green dragon)
Dragon, shadow (black dragon)
Dragonkin (gargoyle)
Ghaunadan (doppleganger) =
Gibberling (goblin)
Giant, phaerlin (troll)
Ibrandlin (very young red dragon)
Malaugrym (phasm)
Phaerimun (aboleth)
Quaggoth (bugbear)
Spectral panther (Fiendish leopard)
Spider, hairy (spider swarm)
Spider, sword (Large monstrous spider)
Stinger (drider)
Yochlol (rast)

CREATURES FROM MONSTER MANUAL I
Avolakia (half-fiend hydra, 9 heads)
Banshee (lich)
Boggle (choker)
Bone naga (purple worm)
Breathdrinker (invisible stalker)
Desmodu (salamander noble)
Ethereal slayer (ethereal marauder advanced to 15 Hit Dice)
Famine spirit (dread wraith)
Myconid sovereign (shambling mound)
Psurlon, average (mind flayer)
Psurlon, elder (mind flayer Sorcerer 4)
Psurlon, giant {mind flayer Sorcerer 8)
Raggamoffyn, shrapnyl (Huge air elemental)
Rampager (gray render)
Reason stealer (ochre jelly)
Rogue eidolon (stone golem)
Runic guardian (shield guardian)
Shadow spider (fiendish Huge monstrous spider)
Spawn of Kyuss (mummy)
Spellgaunt (retriever)
Teratomorph (chaos beast advanced to 24 Hit Dice)
Vaporighu (bebilith)
Wiyste (snake, giant constrictor)
Yugoloth, marraenoloth (horned devil)

CREATURES FROM PSIoN7CS H ANDBOOK

Blue (goblin sorcerer )
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everal races commonly found in other parts of

found in the Underdark as well. However, the Under-
dark versions of these races vary wildly from their surface-world
cousins—Ffew would mistake a drow for a sun elf, a duergar for a
shield dwarf, or an orog for an orc.

The Underdark is also home to several races isolated by the
depths of rock that shield them from others or by the earthen
vaults in which they live. Their unique environments enable
them to thrive, or at least to eke out an existence not possible on
the surface. :

- Of the cousins to the common races, drow are the most
numerous in the Underdark. Several distinct ethnicities are rep-
resented among the drow, though upperworlders and members of
most other races have a hard time telling on___e/ from another.

Surface-world dwarves sometimes impirige on the Underdark
in their excavations, but their deep edusins, the derro and the
duergar, are the true dwarvenkind inheritors of the Realms
Below. Encampments and communities of these two races are
found in almost every type of cave system or tunnel complex of
the deep earth.

Surface gnomes are rare in the Underdark, but their cousins,
the svirfneblin, dwell in great cities deep underground. The
svirfneblin do their best to keep the locations of their homes
secret from their enemies (the drow, the kuo-toas, and most espe-
cially the mind flayers).

Planctouched also exist here and there in the Underdark.
Earth genasi in particular often ally with other humanoid races
against the monstrous mind flayers and aboleths.

Faertin—dwarves, elves, gnomes, and orcs—can be *

Half-elves, halflings, humans, and surface elves are hardly
represented at all in the Underdark. However, rumors persist of
an Underdark human race, and those rumors have their basis in
truth: the ancient Imaskar empire has flourished in secret deep
below the earth for centuries.

Many even stranger Underdark races, including the chitines,
the grimlocks, the kuo-toas, the gloamings, and the slyths, are
also suitable as player characters for Underdark campaigns.
Table 1-1 provides the racial ability score adjustments and
favored classes for these and the more common Underdark
races.

TasLe I—1I2
BACIAL ABILITY SCORE ADJUSTMENTS

Race Ability Score Adjustments Favored Class
Chitine +2 Dex, +2 Con, Rogue
+2 Int, —4 Cha
Deep Imaskari - +2 Int, -2 Str Wizard
Drow +2 Dex, —2 Con, Cleric (female)
+2 Int, +2 Cha Wizard (male)
Duergar +2 Con, —4 Cha Fighter
Gloaming  + —2 Str, +2 Dex, Sorcerer
—2 Wis, +2 Cha
Grimlock +4 Str, +2 Dex, Barbarian
+2 Con, —4 Cha
Kuo-toa +2 Str, +2 Con, Rogue
+2 Int, +4 Wis, —2 Cha
Slyth —2 Str, +2 Dex, +2 Wis . Druid
Svirfneblin —2 Str, +2 Dex, Bard

+2 Wis, —4 Cha

Some of the stronger Underdark races begin with a number
of Hit Dice before adding any character levels. A character of
one of these races receives maxiumum hit points for his first
monstrous humanoid Hit Die, but all Hit Dice for his class levels

-are rolled normally, and he does not automatically get maxi-

mum hit points on his first class level Hit Die. Theée characters.
don’t get the x4 multiplier for skill points acquired from a first

¥
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class level, since their monstrous humanoid levels already
include the benefits a 1st-level character would receive.

Powerful races start with an effective character level higher
than 1st. For example, a chitine character has an effective char-
acter level of 4 (2 chitine Hit Dice +2 level adjustment) plus
his class levels. Thus, you can play a chitine without any class
levels as a 4th-level character, or a chitine with one class level as
a Sth-level character. See the Powerful Races sidebar in the
FoRrGOTTEN REALMS Campaign Setting. -

k e "
chrtines
The spiderlike chitines exemplify the unnatural changes that can
be incorporated into a humanoid with the aid of evil-inspired
magic. Once their ancestors were humanoid in form, but their
enforced slavery to the drow entailed more than simple execu-
tion of duty. The drow of Ched Nasad selectively bred and mag-
ically meddled with their slaves; incorporating ghastly
“improvements” as well as the results of fumbled experiments.
Eventually these alterations became permanent, resulting in a-
race of spiderlike, four-armed humanoids that can build with
webbing in the same way that humans employ stone or wood.
Formerly found only in the northwest regions .of Faerin,
chitines have spread throughout the Underdark in the course of
their flight from their drow oppressors.

Personality: The chitines won their independence from their
former drow masters in the Year of the Creeping Fang (1305
DR), although drow inattention and boredom played a larger
role in their emancipation than active rebellion did. The most
desperate and opportunistic chitines slipped away into unguarded
passages and made their way to freedom. Those who did not seize
the opportunity to escape met a variety of bad ends under the
blades and whips of their drow masters.

The'-common chitine of Yathchol is a quiet craftspcrson
concerned primarily with buzldmg the next web-based home,
tower, or fortification. But the legacy of the drow remains
strong in the chitines, and betrayal is expected—nay,/almost
required—to survive. At best, chitines are opportunistic and
self-serving creatures; at, worst, they are scheming back-
stabbers. Chitines who don’t find this way of life fulfilling
often leave their villages and strike out on their own, in search
of adventure. -

Physical Description: A typical chitine stands just under 4
feet tall and weighs about 85 pounds. His four lean arms are
long, and each has an extra joint, allowing a greater range of

*
chitine web Implemems

Chitines use their webbing as a construcnon material for
homes, traps; and armor (see Chapter 7: Explormg the Under-
dark). They can harden their webbing. to create spikes and edges
in their traps, and each such sharp féature typically deals 1d6
points of damage. Weapons, armor, and. other objects made
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movement than moest humanoids have. His face is humanliké,
but his eyes are faceted, and mandibles jut from his mouth. A
chitine has mottled gray skin, and his stringy black hair grows in
a tangle from his head, extending down his back like the mane
of a horse. _

A chitine can spin various kinds of webbing through an aper-
ture in his belly. In addition, he constantly secretes an oil that
keeps him from becoming stuck in his own web and provides his
body with a sheen under some light sources. His palms and feet
are covered with hooks that allow him to climb up walls and
across ceilings.

The typical chitine dresses in loose robes.or a tunic. The
thread for his clothing is usually spun from his own fine silk.

Relations: Chitines distrust most Underdark races on general
principles, and they absolutety refuse to work with drow except
when planning a secret, nasty surprise for their former tor-
menters. A chitine is much more likely to trust upperworld races
than Underdark ones, mostly out of ignorance.

Alignment: The chitines won their freedom from the drow
through a strong streak of independence, and this trait has
manifested itself in their descendents as a chaotic nature, But
because-they existed so long without values and a culture of
their own, the chitines also picked up many of the evil be-
haviors of their former drow masters. For instance, chitines
cull members of their own race who are judged too weak to
survive. Those chitines who break with their villages may
learn to temper their outlooks, becoming chaotic neutral or

chaotic good.

Religion: Like their former drow masters, chitines wneratc
Lolth. But since they revere her mostly out of fear, clerics of
Lolth are very rare m this race. Chitines generally leave the
Spider Queen’s worship to the choldriths—the priests of their
kind. Even more spiderlike than chitines, choldriths are bloated
abominations that rule over their lesser cousins (see Choldrith in
Monsters of Faerdin).

Language: Chitines speak Undercommon. Bonus languages
most often include Abyssal, Common, and Terran.

Names: Chitine first names tend to be simple, with no more
than two syllables. Surnames are often descriptive and related to
spiders.

Male Names: Awa, Caullum, Cyten, Garlome, Kawa,
Nullum, Vald.

Female Names: Caulwen, Garwen, Neulwen, Qud, Qod,
Uelwen.

Surnames: Spinner, Lowweb, Shrouder, Backspeaker,
Drowtaker.

from hardened webbing deteriorate af ter several months if not
regularly treated with the oil secreted by chitines’ skin. Items
made of chitine webbing are also susceptible to fire—2 rounds
of contact with flame ignites such an item, burning it away in
2d4 rounds.




Adventurers;: Adventuring chitines are usually those who
were exiled from their communities when sentiments such as
goodness and justice began to replace the drow-inspired callous-
ness that characterizes the majority of their race. Such renegade
chitines are more comfortable as members of small bands than
they are as residents of large communities, Most chitine adven-
turers are simple scouts, but some become accomplished footpads
who sell their services to the highest bidder. A few rare chitines
even join bold, justice-seeking companies of upperworlders.

Regions; Small numbers of chitines are found in the northern
reaches of the Upperdark and Middledark, but the majority live
in a cluster of villages collectively known as Yathchol, which is
located beneath the Far Forest southeast of Hellgate Keep. Yath-
chol is composed of at least seven villages, each with-a popula-
tion of forty to sixty chitines. Virtually all chitines choose the
chitine region.

chitine racial Trarts

= +2 Dexterity, +2 Constitution, +2 Intelligence, —4 Charisma.
Chitines are quick, tough,”and smart, but not particularly
endearing, :

= Small size. A chitine has a +1 bonus to Armor Class, a +1
bonus on attack rolls, 'and a +4 bonus on Hide checks, but his
lifting and carrying limits are three-quarters of those of a
Medium character.

A chitine’s base land speed is 30 feet, and his climb speed is
20 feet. He has a +8'racial bonus on Climb checks and can
always choose to take 10 on Climb checks even if rushed or

Chitine
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threatened. The hooks on his palms and feet enable him to
climb up walls and across ceilings, as if under the effect of a
spider climb spell.

Grappling Bonus (Ex): A chitine’s four arms grant a +4 bonus
on grapple checks, which makes him as good a grappler as a
Medium creature. : ~
Difficult to Disarm (Ex); Because of the hooks in a chitine’s
palm, he gains a +4 bonus on his opposed check to avoid being
disarmed.

Sensitive to Sunlight (Ex): In sunlight or bright magical light
(such as a daylight spell), chitines are dazzled.

Racial Hit Dice: A chitine character begins with two levels of
monstrous humanoid, which pl‘b\'ide 2d8 Hit Dice, a base
attack bonus of +2, and base saving throw bonuses of Fort +0,
Ref"+3, and Will +3.

Racial Skills: A chitine’s monstrous humanoid levels give him
skill points equal to ¥ X (2 + Int modifier). His class skills are
Balance, Climb, Craft (trapmaking), Hide, Jump, and Move
Silently.

Racial Feats: A chitine character has Multiweapon Fighting as
a bonus feat. In addition, his monstrous humanoid levels give
him one feat.

Weapon Familiarity: A chitine may treat short swords as
simple weapons rather than martial weapons.

Automitic Languages: Undercommon. Bonus Languages: By
character region.

Favored Class: Rogue.

Level Adjustment: +2.

Drow (male and female)
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Deep imaskarr

Secret and féw, the deep Imaskari are heirs to the lost empire of
Imaskar. One of the earliest human empires, Imaskar rose in what
is now the Dust Desert and Plains of Purple Dust. Wizard-kings of
heady power, the Imaskari were destroyed by the slaves they had
abducted from other worlds (who eventually became the folk of
Mulhorand and Unther) and the machinations of unusual crea-
tures of their own creation (the phaerimms). The Imaskari faded
away into history as their empire crumbled, leaving behind nothing
but mysterious ruins. A secret few, however, charged with epic wiz-
ardry, managed to preserve themselves and their kin. Fleeing deep
into the bowels of the earth, they sealed themselves away from
both the knowledge and the recriminations of the surface world.

The deepest fissures of the earth have long hidden an ancient
secret: The descendents of the Imaskari still live. Thousands of
years of isolation combined with purposeful magical modifica-
tions have transformed these deep Imaskari into a human sub-
race adapted to life underground. The deep Imaskari have long
managed to conceal the existence of their hidden kingdom even
from other Underdark races by enforcing complete separation.

Now, however, deep Imaskari isolation is coming to an end.
The magical seal that so long protected the kingdom of Deep
Imaskar has been breached, and a few deep Imaskari have begun
to wander the deep ways of the world that their ancestors fled
long ago.

Personality: Deep Imaskari are guarded and detached, keeping
an unconscious watchfulness in all their interactions. Their one
passion is magical experimentation—their enforced isolation did
not change their basic fascination with magic and research in
arcane lore, though they have lost much of the knowledge their
race once possessed. They see all outcomes of magical research as
mere data points, so they rarely get upset when a particular
experiment turns out badly.

One sure way to gain a deep Imaskari’s friendship is to gift
her with a spell she doesn’t know or some other secret of arcane
lore. Deep Imaskari are fascinated with magic—how could they
not be? Their very bodies were altered by an epic :.p,eﬂ cast long
ago to conceal their ancestors from their former slaves.

Physical Description: A deep Imaskari appears mostly
human. Her skin looks pale and stonelike, as if expertly sculpted
from the finest veined marble, though it is as soft as human skin
to the touch. (This stonelike appearance is a remnant of the mag-
ical alteration that all the Imaskari underwent to survive in
Deep Imaskar.) Otherwise, a deep Imaskari is tall and slender—
a typical male stands between 3-3/4 and 6 feet high and weighs
around 160 pounds, and a female is about half a foot shorter and
40 pounds lighter.

Deep Imaskari typically wear elaborate greatcoats, under
which they sport elegant black shirts, trousers, and boots. They
.delight in dark rings, especially magic ones.

Relations: The deep Imaskari have taken pains to keep their
existence secret from every other race of Faertn, so they have
little real experience with humans, dwarves, and other races.
Deep Imaskari encountered outside Deep Imaskar are curious
and excited to meet members of other races, though they tend to
view humans from Unther or Mulhorand in a suspicious light.

Alignment:-While the Imaskari of ancient times dre gener-
ally regarded as evil,'abomination-creating, devil-dealing people
(which was probably true), the folk descended from the survivors
in Deep Imaskar are mostly neutral. The Great Seal that kept
Deep Imaskar separate from the rest of the Underdark was
opetied recently to begin the process of reengaging in commerce
and communication with the world outside, not to enable any
sort of deep Imaskari conquests.

Religion: In ancient times, the Imaskarl wizard-kings deemed
no gods worthy of their worship. Although the deep Imaskari
have come to venerate the oldest and most fundamental of
Faerfin’s deities (including Chauntea, Grumbar, Kossuth, Mystra,
and Shar), they still have few clerics and little religious tradition.

Language: Deep Imaskari speak an ancient. language known
as Roushoum, which uses the Imaskari script. Virtually no one
outside Deep Imaskar comprehends this language anymore, so
the modern deep Imaskari also study Common so that they can
better observe and interact with the world around them. Since

they don’t often speak this language and have little opportumty

to hear native speakers, their Common tends to be stilted and
thickly accented. Those deep Imaskari who venture out of their
hidden kingdom usually pick up two or three other Underdark
languages, including Elven (the drow dialect), Terran, and
Undercommon. i

Names: The deep Imaskari have generally retained the
naming traditions of their surface ancestors. '

Male Names: Qari, Ghari, Machuruna, Anciano, Taita, Hgo,
Hawachuri.

Female Names: Sipas, Sumagsipas, Warmi, Usu51, Hawaususi,
Nanay, Wa.rm:w:llka

Surnames: Kinraysapa, Manaallin, Manaq’anra, Kusisqa,
Erk’etamunay, Songosuwa.

Adventurers: The Deep Imaskari are finished with isolation
and hiding. Having decided that they know far too little about
the world from which their ancestors took refuge, they shat-
tered the Great Seal that kept Deep Imaskar isolated for so
long, and a bold few ventured forth into the deepest layers of
the Underdark.

But those who choose the path of exploration do so at a cost:
They must turn their backs forever on their homes behind the
Great Seal. The location of Deep Imaskar is magically excised
from the -brain of any deep Imaskari who chooses to leave, so
that even should she run afoul of mind-reading creatures (as
many have), the race’s final redoubt will remain safe.

Regions: Virtually all deep Imaskari grew up in the hidden
realm of Deep Imaskar and choose that region.

peep Imaskarl
racial Traits

+ +2 Intelligence, —2 Dexterity. Deep Imaskari are bright and
quick to learn arcane lore, but they lack the balance and
agility of most other humanoid races.

+ Medium size. Deep Imaskari have no bonuses or penalties due
to their size.

* A deep Imaskari’s base land speed is 30 feet. ,
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» Low-Light Vision: A deep Imaskari can see twice as far as a
human in starlight, moonlight, torchlight, or similar condi-
tions of poor illumination. She retains the ability to distin-
guish color and detail under these conditions.

+ Spell Clutch (Su): Because the deep Imaskari have studied
magic for ages on end, a certain facility with magic has seeped
into their blood. Once per day, a deep Imaskari can recall any
1st-level spell that she has already prepared and then cast. The
spell is then prepared again, just as if it hadn’t been cast.

* +4 bonus on Hide checks when underground: A deep Imaskari’s
marblelike skin helps her hide in underground terrain.

= Automatic Languages: Common and Roushoum. Bonus Lan-
guages: Aquan, Dwarven, Elven, Terran, and Undercommon
(or by character region).

* Favored Class: Wizard.

DCOW

Feared and reviled throughout the Lands Above, the drow (or
dark elves) are perhaps the most numerous, powerful, and wide-
spread of the Underdark’s native peoples. The majority of the
dark elves live in city-states ruled by various noble Houses. Each
House commands its own small army of fearless drow soldiers,
cunning wizards, and zealous priestesses, as well as large contin-
gents of slave soldiers, such as bugbears, ogres, and minotaurs, In
fact, half to two-thirds of any drow city’s population consists of
humanoid slaves and rabble, all of whom are subject to the cru-
elty and whims of any passing dark elf.

Dark elf city-states lic below dozens of surface realms, often
unbeknownst to the upperworlders who live above them. The
rulers of some drow cities prefer to leave the surface races alone
and turn their attention toward gaining power through the end-
less scheming and feuding of the noble Houses. Others, however,
view the surface lands as theirs to pillage and plunder whenever
they choose. ol

Personality: Most drow are cruel, arrogant, and hedonistic.
Their eternal game of advancement at the expense of others,
which is encouraged by the spider goddess herself, has trans-
formed the dark elves into a race of scheming backstabbers eager
to increase their own stations by pulling down those ahead of
them and.crushing their inferiors underfoot. Drow trust no one
and nothing, and most are incapable of compassion, kindness, or

*
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love. Many dark elyes are actively murderous and delight in the
giving of pain. -

While dark elves neither honor their promises nor maintain
personal loyalties once it becomes inconvenient to do so, their
Pl'jdE lends them a certain sense of style and an appreciation of
subtlety. Drow can be courteous and urbane, even fo deadly
rivals. They enjoy surrounding themselves with things of beanty,’
giving hardly a thought to the cost. Any drow city features
breathtaking architecture and elegant revels marked by dark and
delicious entertainments, but only a fi ool would lower his guard
in such an environment. :

Physical Description: The skin of a drow can be any shade
from dark gray to polished obsidian. His hair can be pale yellow,
silver, or white, and his eyes can be almost any color, including
blood red.

Drow are short and slender compared to other Faerunian
elves, but they are strong for their size. Most dark elves—espe-
cially nobles—are strikingly handsome individuals; Lolth does
not favor meek, plain, or unassuming worshipers.

Relations: Drow regard all other races as inferior. Some they
view as potential slaves, others as deadly vermin to be extermi-
nated. None, however, are considered truly equal to the dark
elves. Drow maintain a grudging respect for duergar and mind
flayers, since the gray dwarves and illithids also build powerful
cities' and' have demonstrated the strength to stand up to
repeated assaults from the dark elves. Though they despise
humans and all other surface folk as weak creatures, the drow
save their true venom for surface elves, particularly sun and
moon elyes. The dark elves hate their kinfolk with a blind pas-
sion and seize any chance to strike at their ancient enemies.

Alignment; The great majority of drow are evil through and
through, and most tend toward the chaotic end of the lawful-
chaotic spectrum. In general, drow believe in doing what they
want to do, when they want to do it. Dark elves who turn to good
are few and far between, but such can become powerful champi-
ons against tyranny and cruelty.

Religion: Most drow cities are dominated by priestesses of
Lolth, the Spider Queen. As the special patron and protector of
the dark elves, Lolth demands abject obedience and unflinch-
ing ruthlessness from her followers. But for several months
now, Lolth has refused to grant any spells to her clerics and
has not answered their prayers, creating a great deal of chaos
and consternation within the drow cities.

the war of the spider Queen
.In R.A. Salvatore’s' War of the Spider Queen novel series, the

drow are beset by ‘an‘awful crisis: Lolth, the Demon Queen of
Spiders, falls utterly silent. Clerics of Lolth across all of
Faeriin stop receiving spells. For a time; the priestesses conceal
their weakness, but eventually the secret becomes plain for all
to see, and the repercussmns of Lolth’s silence shakc the very
foundations of drow society.

At the time of this sourcebook‘s publication, the #ar of
the Spider Queen is not yet complete. Lolth’s absence contin-
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ues, and none of her clerics retain their spellcasting ability. If
you wish to feature these events in your game, you si)ould
refer to the adventure City « qf the Sp:d:?r Queen, published in
November 2002. -

Underdark presumes that Lolth is stil! silent, generating
the expected chaos and trouble for drow everywhere. If you
would prefer not to incorporate these events into your cam-
paign;, you can rule that Lolth’s silence has ended and that the
drow clerics have regained their spell ability.
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Drow who have turned away from the Spider Queen are rare,
but they do exist. Good-aligned drow often worship Eilistraee, the
Dancing Majden. Evil drow who choose not to subject themselves
to Lolth’s tyranny may worship one of the other deities of the
drow pantheon, such as Vhaeraun or Ghaunadaur.

Languages: Drow speak Undercommon and a dialect of
Elven that features many words and .constructions borrowed
from the languages of their Underdark neighbors. They also
have a unique sign language (Drow Sign) that permits silent
communication at a range of up to 120 feet. Drow Sign is not an
automatic language for drow; a dark elf character must learn it
either by designating it as one of his bonus languages or by
acquiring it normally via the Speak Language skill.

Names: Drow names often feature double letters and are usu-
ally rather pleasing to the ear.

Male Names: Belgos, Bhintel, Elkantar, Houndaer, Kelnozz,
Malaggar, Ryltar, Szordrin, Vorn.

Female Names: Alauniira, Charinida, Drisimil, Faeryl, Ili-
varra, Irae, Myrymma, Pellanistra, Xune, Zarra.

Surnames: Dhuunyl, Filifar, Lhalabar, Pharn, Tlin‘orzza,
Xarann, Yvarragh.

Adventurers: The vicissitudes of House fortunes make adven-
turing an attractive profession for many drow. Some drow
adventurers forswear their race’s cruel ways and seek to do good
in the world. Others remain evil, using-adventuring as a means
of accumulating the power and magic necessary to avenge them-
selves upon the rivals who brought them low.

Regions: Drow most often choose the drow elf region, which
is described in the FORGOTTEN REALMS Campaign Setting.

prow rRacial Trairs

= +2 Dexterity, —2 Constitution, +2 Intelligence, +2 Charisma.
These adjustments replace the high elf ability score ' modifiers.

* Medium size. Drow have no bonuses or penalties due to
their size.

* A drow’s base land speed is 30 feet.

* Immunities (Ex): A drow is immune to magic s/eep spells and
effects. ; L

« Racial Bonuses: A drow has a +2 racial bonus on saves against
enchantment spells and effects, a +2 racial bonus on Will
saves against spells and spell-like abilities, and a +2 racial
bonus on Listen, Search, and Spot checks. A drow who merely
passes within 5 feet of a secret or concealed door is entitled
to a Search check to notice it as if he were actively looking
for the door. .

» Darkvision: A dréw has darkvision out to 120 feet.

= Spell Resistance: A drow has spell resistance equal to 11 + class
level. '

* Spell-Like Abilities: A drow with an Intelligence score of 13
or higher can use the following spell-like abilities. 1/day—
dancing lights, darkness, faerie fire. Caster level equals drow’s
class level. '

* Light Blindness (Ex): Abrupt exposure to bright light (suchias
sunlight or a daylight spell) blinds drow for 1 round. In sub-
sequent rounds, the drow are dazzled as long as they remain in
the'affected area.

* Weapon Proficiency: A drow receives Martial Weapon Profi-
ciency (rapier), Martial Weapon Proficiency (short sword),
and Exotic Weapon Proficiency (hand crossbow) as bonus
feats.

+ Automatic Languages: Common, Elven (drow dialect), and
Undercommon. Bonus Languages: Abyssal, Aquan, Draconic,
Drow Sign Language, Gnome, Goblin, and Kuo-Toan,

* Favored Class: Cleric (female) or wizard (male).

* Level Adjustment: +2.

DUCI‘%‘OI‘

Grim and determined, the duergar (or gray dwarves) lead lives of
neverending, toil in the great foundry-cities they have built in
the Underdark. The gray dwarves are nearly as widespread and
numerous as the drow, and the typical duergar realm is every bit
as strong, cruel, and wealthy as a great city of the dark elves, But
while most drow cities exist to exalt the high nobility of the dark
elves, duergar cities exist only for the manufacture of wealth
through unending labor.

Duergar are sullen, insular, and industrious, but they tend to
be better neighbors than drow and are less likely to raid surface
lands or seek out victims to torment. They are the preeminent
artisans and merchants of the Underdark, and duergar carayans
cross every corner of Faertin miles beneath the surface. The gray
dwarves are all too willing to enslave any-likely creatures that
fall into their hands, but they don’t waste slayes in the sort of,
cruel spectacles that the drow enjoy. Instead, the duergar simply
work their captives to death. )

Personality: Though gray dwarves dp display the redeeming
virtues of courage and determination, they are also avaricious,
short-tempered, sullen, violent, and ungrateful. Duergar nurse
grudges until they die and never stop counting the slights (real or
imagined) that they’ve received. They are inclined to believe that
might makes right, so most have no pity for those who are too
weak to defend their property or themselves against a stronger
foe. Duergar are not above launching fearsome raids to garner
the gold they love so well from their weaker neighbors.

On the positive side, duergar believe in minding their own
business-(so long as others don’t have anything they want) and
working hard to excel at their chosen crafts. No obstacle daunts
a gray dwarf who has settled on a goal. Duergar may not display
much loyalty to anyone other than themselves, but they never
leave a job half done.

Physical Description: The typical gray dwarf stands about 4
to 4-1/2 feet tall, but her physique is lean and hard compared
with those of her shield dwarf kin. Her skin is a dull, lifeless, gray
color, and ‘her eyes are black and cold. A male duergar doesn’t
have a wisp of hair above his ears, but he may boast a short, wiry
beard of iron-gray or black hair. The typical female duergar is
likewise bald, but a few have short-cropped hair of dull black.

Relations: Duergar are universally disliked by all other
beings, including each other. They are churlish and hateful, and
they want nothing to do with other races unless they stand to

gain something from the encounter. Of the other Underdark

races, duergar find the svirfneblin and the orogs the least irri-
tating, since the deep gnomes and deep orcs are also outstanding
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artisans who value hard work. The gray dwarves can’t stand the
drow, probably because they can sense the condescension and
mockery behind dark elf courtesy. Duergar absolutely loathe
other dwarves (particularly shield dwarves) and mind flayers
because the rest of dwarvenkind abandoned Clan-Duergar to
thralldom and misery under illithid rule thousands of years ago.
(At least, that’s how the gray dwarves view the incident.)

Alignment: Most gray dwarves are evil, placing little value
on the lives and property of others. They are consumed by envy
of anyone better off than themselves, and they display not a
trace of pity for those who are not as fortunate. A fair number
of duergar, wanting nothing more than te be left alone, lean
toward hardhearted neutrality, but few ever become truly good.

Religion: The patron deity of the gray dwarves is Laduguer,
the dwarven deity of toil. Duergar spend little time or effort on
any sort of religious observances because they feel that the best
way to venerate their grim god is to work. Some gray dwarves
also venerate Deep Duerra, the dwarven deity of the Invisible
Art (psionics).

Language: Gray dwarves speak Dwarven and Undercommon.
They also make use of Dethek; the rune alphabet of the dwarves.

Names: Duergar favor surnames that describe the work of
which they are so justly proud. Their given names tend to be
simple and somewhat gutteral.

Male Names: Bruthon,IHorgar, Ivar, Murgol, Thangardt.

Female Names: Brilmara, Dorthis, Olga, Ulara, Weltha.

Surnames: Coalhewer, Firehand, Goldcrown, Hammerhead,
Ironthew, Steelshadow. *

Adventurers: Few gray dwarves have time for such nonsense
as adventuring. However, occasionally an individual with no

stomach for a life of unceasing toil appears in duergar society.

These rare gray dwarves often find it expedient to seek out less
hostile surroundings béfore their fellows decide that they’re not
pulling their weight. A few gray dwarf adventurers are exiles or
fugitives who were driven out of their home cities by vicious
feuds between rival clans.

Regions: Duergar rarely stray far from the cities and forges
of their youth. Therefore, most take the gray dwarf region.

puergar racial Traits

+ +2 Constitution, —4 Charisma. These adjustments replace the
hill dwarf ability score modifiers.

* Medium size. Duergar have no bonuses or penalties due to
their size. ¢

* A duergar’s base land speed is 20 feet. Gray dwarves can move
at this. speed even when wearing medium or heavy armor or
when carrying a medium or heavy load.

« Immunities (Ex): Gray dwarves are immune to paralysis,
phantasms, and poison.

* Racial Bonuses: A duergar has a +2 racial bonus on saves against
spells and spell-like abilities, a +4 racial bonus on Move Silently
checks, and a +1 racial bonus on Listen and Spot checks. She
receives a +2 bonus on Appraise and Craft checks that are
related to stone or metal and a +1 racial bonus on attack rolls
against orcs (including half-orcs) and goblinoids,

* Darkvision: A duergar has darkvision out to 120 feet.
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» Stability: A duergar gainsa +4 bonus on ability checks made to
resist being bull rushed or tripped when standing oh the
ground.

* Stonecunning: This ability grants a duergar a +2 racial bonus
on Search checks made to noticesunusual stonework. A gray
dwarf who merely comes within 10 feet of unusual stonework
is entitled to a Search check as if she were actively searching,’
and she can use the Search skill to find stonework traps as a
rogue can. A duergar can also intuit depth, sensing her approx-
imate depth underground.

» Spell-Like Abilities: 1/day—enlarge person, m’mzbzht) Caster
level equals twice the duergar’s class leével (minimum 3rd
level). These abilities affect only the duergar and whatever she
carries.

* +4 dodge bonus to Armor Class against giants.

+ Light Sensitivity (Ex): Duergar are dazzled in bright light
(such as sunlight or a daylight spell).

» Automatic Languages: Common, Dwarven, and Undercom-
mon. Bonus Languages: Draconic, Giant, Goblin, Orc, and
Terran. . )

* Favored Class: Fighter.

« Level Adjustment: +1.

loaming:
Gloamings

Gloamings are planetouched beings descended from natives of
Toril and the Plane of Shadow. These unusual creatures are
quite uncommon in the Underdark and extremely rare in the
surface world. Most observers can ¢asily recognize that a gloam-
ing is planetouched in some fashion, but few know exactly how.
Members of other races of ten mistake a gloammg for some sort
of tiefling,

Gloamings are compulsive travelers, so they usually remain
strangers among other races. Their curiosity often manifests as
wanderlust, and indeed most gloamings display a great drive to
explore. Different gloamings pursue different interests and
goals, so finding more than four or five of them together for a
long time is atypical.

Personality: Gloamings are curious beings who pride them-
selves on their individualism. The difficult conditions in the
Underdark quickly teach them caution and the merits of work-
ing with others. While their inquisitiveness may -lead them to
choose the adventuring life, it does not make them completely
foolish risk-takers. In a similar manner, their individuality tends
to express itself in ways that do not interfere with working with
other. gloamings or members of other races.

Physical Description: A gloaming is a pale-skinned humanoid
with catlike eyes and dark, furry wings. Her skin is naturally
luminescent, and she can control its glow, choosing a degree of
illumination from none to as bright as a torch. A typical gloam-
ing has one or more tattoos that create interesting shading effects
when her skin glows. Her eyes have slightly oval pupils and
reflect light like a eat’s. This property makes them secem almost
metallic in dim light, though in ordinary light they appear gray,
green-gray, blue-gray, or violet-gray. A gloaming’s wings may be.
black or any deep shade of brown or gray.

\
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Relations: Though gloamings are rampant individualists,
almost all share similar attitudes toward a few other races—in
particular the drow, the mind flayers, and the planetouched.

Gloamings harbor a deep-seated, racial hatred of the drow.
One legend holds that the drow learned how-to cast the c/oak of
dark power spell only after capturing, torturing, and experi-
menting on many unfortunate gloamings, and the attitude of
the latter toward dark elves tends to lend credence to this tale.

Interestingly, mind flayers often leave gloamings unmolested
unless provoked. Illithids find gloaming brains unpalatable, and
experience has shown that the luminescent, winged humanoids
make poor slaves.’

Gloamings are fascinated with other planetouched races, espe-
cially genasi and tieflings. They view such beings as kindred spir-
its of interplanar descent and sometimes even call them cousins,

Aside from drow, mind flayers, and planetouched, gloamings
have no universally held opinions of' other races. Likewise, no
other race has had enough contact with gloamings to form wide-
spread opinions or prejudices,

Alignment: Gloaming philosophies and behavior run the
gamut of possibilities, but they are usually contrary to the dom-
inant alignment of the area. For instance, chaotic evil commu-
nities rarely include chaotic evil gloamings, but they might have
gloamings of any other alignment. Likewise, the gloamings
who live among mostly neutral beings are generally inclined
toward extremes of behavior on both the lawful-chaotic and the
good-evil axis. '

Religion: Gloamings usually spurn organized religion or any
predetermined philosophy that dictates behavior and norms.
Thus, gloaming clerics are almost nonexistent.

Language: Gloamings speak Undercommon. Most also speak
several other languages that they have learned in their travels.

- Names: Like human names, gloaming names vary greatly,
and none are truly typical. Further complicating matters is the
fact that a gloaming i1s called one name by his parents when he
is a child, then chooses another name for himself as an adult. It’s
not unusual for gloaming names to be drawn from completely
disparate cultures.

Adventurers: Adventuring gloamings are the norm rather
than the exception. The curiosity of these creatures and their
general inability to settle in any one place for long compel many
of them to take up the adventuring life. The discoveries an
adventurer makes and the uncertainty of the profession greatly
appeal to them. Though gloamings are naturally long-lived, the
urge to travel and explore comes early, so few of them live to
reach old age. :

Regions: Virtually all gloamings choose the gloaming region
regardless of where they actually live. Gloamings who have
gained knowledge and experience in Toril often turn their atten-
tion to the planes and travel there as well.

Gloaming racial Traits

» —2 Strength, +2 Deiterit'y, —2 Wisdom, +2 Charisma. Gloam-
inigs are lithe but not very strong. Their exotic appearance is
appealing to many, but their curiosity sometimes makes them
choose courses of action that are less than wise.

+ Outsider: Gloamings are native outsiders (see the Planetouched
‘entry in the FORGOTTEN RE41.MS Campaign Setting).

« Small size. A gloaming has a +1 size bonus to Armor Class, a
+1 size bonus on attack rolls, and a +4 size bonus on Hide
checks, but her lifting and carrying limits are three-quarters
of those of a Medium character.

« A gloaming’s base land speed is 20 feet. A gloaming also has a
fly speed of 40 feet with average maneuverability.

+ Light Blindness (Ex); Abrupt exposure to bright light (such as
sunlight or a daylight spell) blinds a gloaming for 1 round. In
addition, she takes a —1 circumstance penalty on all attack
rolls, saves, and checks while operating in bright light. Gloam-
ings are eligible to take the Daylight Adaptation feat from the
FoRGOTTEN REALMS Campaign Setting.

+ Shadow Spells: Gloamings have a racial predilection for
shadow-based spells. They cast illusion (shadow) spells at +1
caster level, =

* Racial Bonuses: A gloaming has a +2 racial bonus on saves
against illusion (shadow) spells or effects and a +4 racial bonus
on saves against psionic abilities, such as those possessed by
‘mind flayers or yuan-ti. She also gains a +4 racial bonus on
Move Silently checks.

» Low-Light Vision: A gloaming can see twice as far as a human

in starlight, moonlight, torchlight, or similar conditions of
poor illumination. She retains the ability to distinguish color
and detail under these conditions. : ]

+ Luminescence (Ex): As a standard action, a gloaming can make
her skin provide illumination equal to that produced by any
light source up to and including a torch, or she can mute the
glow altogether. A gloaming’s luminescence lasts until she
chooses to change it. When a gloaming dies, her luminescence
fades to nothing over the course of 10 minutes.

» A gloaming has Portal Sensitive as a bonus feat.

* Automatic Language: Undercommon. Bonus Languages: By
character region, -

* Favored Class: Sorcerer.

* Level Adjustment: +2.

grimlocks -'

Once grimlocks were much like other humanoid races-and could
see the world around them. But after millennia of living in total
darkness, they lost their sight and found other, blunter methods
for sensing their environment. Blind but not unsecing, evil but
not unfeeling, grimlocks understand the world in a way that
other humanoids cannot.

Although grimlocks prefer to keep to themselves, their isola-
tion is of ten broken when mind flayers raid their packs for slave
fodder or, as more often happens, their mushroom fields are
razed and their water cisterns are drained by drow.Starving and
desperate, the grimlocks are then forced to raid upperworld com-
munities for the means to survive,

Personality: Grimlocks are direct in all their dealings, never
beating around the bush. They are deeply. suspicious of other

‘races—sometimes violently so. But while grimlocks are prone to

snap judgments, most can change their minds readily enough if
presented with situations that warrant reconsideration, even in

[
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matters of racial enmity. Grimlocks care more for their own
skins than they do for any principle, cause, or individual, except
for those with whom they have hunt-bonded.

A hunt-bond is a vow of mutual respect and protection.
Every grimlock forms such a bond with at least one other crea-
ture (usually another grimlock). A grimlock considers a hunt-
bonded companion a close friend, and she protects that
individual’s life as if it were her own.

Grimlocks appreciate beauty, but not the visual beauty that
other creatures can sense. A grimlock’s heightened senses allow
him to appreciate forms, subtle vibrations in the earth, and
poetry. Like their personalities, the sculpture, music, and poetry
created by grimlocks tend to seem blunt, immediate, and raw.

Physical Description: A grimlock appears human in silhou-
ette, but full light reveals him as a subterranean creature whose
ancestors have been accustomed to darkness for generations
uncounted. His skin is gray, slightly scaled, and usually scarred
from unending hunts through constricted passages. A grimlock
who has been afforded special status by his pack may also have
decorative designs scarred into his hide. The single most startling
grimlock feature is the compléte absence of eyes and eye sockets.
Blank skin stretches across a grimlock’s upper face, giving him a
shadowed, masked visage. A muscular grimlock male or female
stands between ¥ and 5:1/2 feet in height and weighs around
180 pounds.

Grimlocks wear little in the way of clothing or armor—their
skins are protection enough. However, they do sport tanned
leather belts, harnesses, and decorative bracers.

Relations: Grimlocks. harbor intense distrust and hostility
toward any race other than their own. Fed on by mind flayers,
forced into slavery by both drow and illithids, and subjected
to aboleth plots of exceptional depravity, grimlocks quite rea-
sonably react xenophobically to other races. However, any grim-
lock who wishes to venture away from his pack must overcome
these xenophobic leanings and learn: to see’each individual as

a potential pack member, as opposed to a racial enemy that

must be slain. A few adventuring grimlocks have achieved such
mental equilibrium, though it must be reinforced through daily
meditation to prevent instinct from taking over.

- Alignment: Although upperworlders regard all grimlocks as
evil, many are actually neutral, concerned mostly with them-
selves and their own survival. They see themselves and their
people as desperate survivors on the run, so they rationalize any
evils they do as necessary for their own continued eXistence.

Religion: Certain groups of grimlocks venerate individual
medusas as if the latter were minor deities. The gaze power of
such creatures is beyond the grimlock’s ability to understand, so
it seems divine to them. More enlightened grimlocks tend to
worship Shar.

Language: Grimlocks speak a dialect of Terran and Under-
common. Those who venture beyond their immediate packs
often choose to learn other languages of the Underdark as well.
Some learn Abyssal and other evil tongues to gain power for
themselves by making sinister deals.

Names: Grimlocks prefer to name their young after natural
elements of the underground environment. Each grimlock has.a
personal name and a_pack name. ’

Male Names: Hard Stone, Jagged Rock, Cliff Face, Cold
Water, Tunnel Runner, Heat Bringer, Stone Biter.

Female Names: Diamond Hand, Silk Cry, Smooth Pebble,
Lake Wader, Life Tender, Sigh Minder.

' Pack Names: Runners, Singers, Leapers, Scalers, Climbers.

Adventurers: Grimlocks are intimately familiar with their
bounded world of rock, deep pools, chasms, and fissures. Adven-
turing grimlocks often find considerable profit in waylaying
Underdark trade caravans, looting the ruins of civilizations past,
and taking on assignments for drow or mind flayer. patrons.
Grimlocks who choose to move beyond the confines of* their own
packs usually find the cultural shock overwhelming at first, but
still oddly gratifying in its strangeﬁess.

Regions: Many wild grimlocks are born in an extended series
of caves that they call Fingerhome. These caverns extend
throughout the upper, middle, and lower Underdark. Most grim-
locks choose the grimlock region, but a scant few choose to live
zimong surface races, so they choose the regions in which their
comrades live instead.

grimlock racial Traits

*+ +4 Strength, +2 Dexterity, +2-Constitution, —2 Wisdom, —4
Charisma. Grimlocks are strong, quick, and tough, but they
tend to be weak on interaction and leadership.

* Medium size. Grimlocks have no bonuses or penalties due to
their size.

+ A grimlock’s base land speed is 30 feet.

» Immunities (Ex): Grimlocks are immune to gaze attacks, visual
effects, illusions, and other attack forms that rely on sight.

» Blindsight (Ex): A grimlock can ascertain all foes within 40
feet as a sighted creature would. Beyond that range, it treats
all targets as totally concealed (see Concealment in the
Player’s Handbook): Grimlocks are susceptible to sound- and
scent-based attacks, and they are affected normally by loud
noises, sonic spells (such as ghost sound or silence), and over-
powering odors (such as stinking cloud or incense-heavy air).
Negating a grimlock’s sense of smell or hearing negates his
blindsight, but he functions as though he had the Blind-Fight
feat. If both smell and hearing are negated, the grimlock is
effectively blinded.

+ Scent (Ex): Grimlocks can detect opponents within 30 feet by
scent. Exact location is not revealed unless the opponent is
within § feet. A grimlock can take a move action to note the
general direction of an opponent he has detected by scent.

» Natural Armor Bonus (Ex): A grimlock has a +4 natural armor
bonus to Armor Class because of his thick and scaly skin.

+ Racial Bonuses: A grimlock gains a-+10 racial bonus on Hide
checks when in the mountains or underground. His dull gray
skin helps him hide in his native terrain.

+ Racial Hit Dice: A grimlock character begins with two levels
of monstrous humanoid, which provide 2d8 Hit Dice, a base
attack bonus of +2, and base saving throw bonuses of Fort +0,
Ref +3, and Will +3.

*+ Racial Skills: A grimlock’s monstrous humanoid levels give
him skill points equal to § X (2 + Int modifier). His class skills
are Climb, Hide, Listen, and Spot.
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* Racial Feats: A grimlock character has Martial Weapon Pro-
ficiency (battleaxe) as a bonus feat. In addition, his monstrous
humanoid levels give him one feat.

* Automatic Languages: Common and Undercommon. Bonus
Languages: By character region.

* Favored Class: Barbarian.

* Level Adjustment: +2.

EUO-TOQS

Kuo-toas are theocratic fishfolk who dwell in the deep seas and
lakes of the Underdatk. The clerics of Blibdoolpoolp, called
whips, exercise iron control over the population. Second in status
to the clerics are the monks, who are known as monitors.

Much of kuo-toan life and society focuses on religion. The
church forms the center of every community, both physically
and metaphysically. Each kuo-toa city is ruled by a Sunken Coun-
cil—a group of nine high-level clerics' who direct the citizens in
their religious observances. Larger kuo-toa settlements usually
have ornate churches that sponsor frequent celebrations in
honor of their mad deity, whom they call the Sea Mother. A
smaller enclave might have only a simple shrine and periodic
visits from a low-level priest.

Kuo-toas spend much of their leisure time in the spawning
pools. Young kuo-toa hatch in these sheltered pools and spend
their first year of life there. Only after their amphibian qualities
fully develop can they leave the pools to become full-fledged
members of kuo-toan society.

Duergar Grimlock

Personality: Kuo-toas view everyone with suspicion; in fact,
they often report real or alleged transgressions of even their own
family members to the community cleric. Justice (or at least
trial, sentencing, and punishment) follows swiftly.

Kuo-toas have a well-deserved reputation for dealing duplici-
tously with other races, though the drow are a notable exception
to this rule. The typical kuo-toa has no scruples about betraying
a trust if he feels that doing so is in his best interests and not apt
to produce unwanted repercussions.

Physical Description: A kuo-toa sports fine scales of varying
pigmentation. The color varies with his mood, ranging from
dark red when he is angry to white when he is frightened. A kuo-
toa’s body is shaped like that of a short, pudgy human, but his
slender arms and legs end in broad hands and distended feet that
resemble flippers. The air around a kuo-toa carries a faint odor
of rotting fish. This scent is natural but can be enhanced by
piscine perfumes of kuo-toan manufacture. )

Relations: The kuo-toas maintain friendly. relations with the
drow. Sometime in the far past, after the conflict of Sorath-
Nu-Sum, the kuo-toan clergy issued edicts naming all drow as
honorary kuo-toas and welcoming them into kuo-toan settle-
ments. The only portions of a kuo-toan settlement where drow
are forbidden are the church and the spawning pools. The kuo-
toas also tolerate the servants, slaves, and allies of the drow,
giving them the same level of access as they do the dark elves.
Exactly what prompted this expansive gesture remains a mys-
tery, but many drow and kuo-toa communities have since estab-
lished mutually beneficial trading practices, and mixed

* settlements are not unusual.
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Kuo-toas and drow share a common hatred of the svirfneblin, » Medium size. Kuo-toas have no bonuses or penalties due to

and the: two races frequently band together to hunt deep their size.
gnomes. Victorious raiding parties offer svirfneblin prisoners to + A Kuo-toa’s base land speed is 20 feet. A kuo-toa also has a
the kuo-toan church for sacrifice. ' swim speed of 50 feet. '
Alignment: Upperworlders generally perceive kuo-toas as evil + Lightning Bolt (Su): Two or more kuo-toa clerics (whips) oper-
and loathsome, and this assessment is not an unfair representation ating together can generate a stroke of lightning every 1d4
of the Sea Mother’s bloodthirsty clerics and monks. Common kuo- rounds. The whips must join hands to launch the bolt but need’
toas, however, generally lack the cruelty and zeal of the theocratic only remain within 30 feet of one another while it builds. The
and noble classes. Such kuo-toas often follow neutral (and occa- resulting lightning bolt deals 1d6 points of damage per whip,
sionally even good) philosophies, forming a nonvocal majority in but a successful Reflex save halves this amount (DC 11 + high-
most kuo-toan settlements. Because of the repressive theocracy est Wisdom modifier among the participating whips + number
under which they live, nonevil kuo-toas usually remain silent, lest of whips). } X
| their attitudes get them sacrificed to the Sea Mother. » Adhesive (Ex) A kuo-toa uses his own body oil and other
, [ Religion: Kuo-toa clergy are quick to root out and censure materials to give his shield a finish almost like flypaper, capa-
X anyone or anything they perceive as a threat. Because of the swift ble of holding fast any creatures or items that touch it. Any
i JS and arbitrary punishments meted out by the whips, the average creature that makes an unsuccessful melee attack against a
e kuo-toa follows the rituals of Blibdoolpoolp and fulfills the expec- kuo-toa must succeed on a Reflex save (DC 11 + kuo-toa’s Con
A tations of the clergy, whether or not he feels especially pious. modifier), or the weapon sticks to the shield and is yanked out
: 1",— The current edicts of the high priests state that Blibdoolpoolp of its wielder’s.grip. A creature using a ﬁat}lral weapon is auto-
iy demands frequent sacrifices, which must be drowned in special matically grappled if it gets stuck. A kuo-toa requires one hour
4 i sacrificial pools. If the clergy feel especially benevolent, they use and special materials costing 20 gp to coat a shield with adhe-
_“!’ prisoners or slaves (often svirfneblin) to fulfill this requirement. sive, but the secretion remains sticky for up to three days, or
A& If the clerics perceive their flock as less than fervent in devo- until it actually catches something or someone, whichever
AR tion, however, each sacrifice includes one or more kuo-toa parish- comes first. Successfully trapping a creature or item uses up
sy ioners. Drow are never sacrificed to Blibdoolpoolp, and the the adhesive, so the shield can trap no further creatures or
' ! servants and slaves of the drow are usually spared as well. items until its coating is replenished. Pulling a stuck weapon
: Language: Kuo-toas speak Kuo-Toan, Undercommon, and or limb from a shield requires a DC 20 Strength check.
Aquan. Those who live in mixed communities with drow often + Electricity Resistance 10 (Ex): Kuo-toas are naturally resist-
speak Elven as well. . . ant to electricity.
, ‘} Names: Kuo-toan given names usually mimic rushing or © + Immunities (Ex): A kuo-toa is immune to poison and paralysis.
2 dripping water in sound..Surnames are descriptive words or » Keen Sight (Ex). A kuo-toa has excellent vision, thanks to his
k- _phrases, often religious in nature. two independently focusing eyes. His eyesight is so keen that
B Maje Names: Drapood, Jopaarg, Oomkaan, Moolowik, Nil- he can spot a moving object or creature even if it is invisible
bool, Poolidib, Poolp, Prin, Pripp, Prirr, Rripp, Rropp, Urlurg, or ethereal. Only by remaining perfectly still can such objects
’i | Vuoor. : ’ _ or creatures avoid a kuo-toa’s notice.
| Female Names: Bibble, Bilpl, Bilpli, Blipool, Lill, Lilli, Plil, » Slippery (Ex): A kuo-toa secretes an oily film that makes him
i Pliili, Uustra. ] difficult to grapple or snare. Webs (magic or otherwise) don’t
E Surnames: Chosen, Devout, Goddessgifted, Goodhunter, affect kuo-toas, and they usually can wriggle free from most
El Holy, Motherblessed, Seachild, Seakin, Undrowned. other forms of confinement.
| + Adventurers: Kuo-toan society provides ample reasons for any + Light Blindness (Ex): Abrupt exposure to bright light (such as
;!'-9 i nonconformist kuo-toa to adopt the adventuring life and travel sunlight or a daylight spell) blinds a kuo-toa for 1 round. In
= | far away from the areas controlled by the Sea Mother’s clergy. addition, he takes a —1 circumstance penalty on all attack
[- Unfortunately, kuo-toas typically face prejudice from every other rolls, saves, and checks while operating in bright light.
race except drow, As a result, they often join mixed-race adven- + Amphibious (Ex): Kuo-toas can breathe both air and water
turing groups, hoping that the diversity will encourage accept- without difficulty and are capable of surviving indefinitely in
ance. Adventuring kuo-toas often make pilgrimages back home either environment.
on an annual basis to partake of the spawning pools. « Natural Armor Bonus (Ex): A kuo-toa has a +6 natural armor
Regions: Kuo-toas live in the upper and middle. Underdark. bonus to Armor Class because of his scaly skin. '
Virtually all of them choose the kuo-toa region, though the few ~ + Racial Bonuses: A kuo-toa has a +8 racial bonus on Escape
kuo-toas who venture to the surface are free to choose the Artist checks and a +4 racial bonus on Search and Spot checks,
regions in which they dwell. *+ Weapon Familiarity: A kuo-toa may treat pincer staffs (see
Y 4 Chapter 5: Equipment and Magic Items) as martial weapons
KUuo-TOoOQ BO.CIQI TcQlts rather than exotic weapons. :
+ Racial Hit Dice: A kuo-toa character begins with two levels of
» +2 Strength, +2 Constitution, +2 Intelligence, +4 Wisdom, -2 monstrous humanoid, which provide 2d8 Hit Dice, a base
Charisma. Kuo-toas are strong, hardy, and wise, but they have attack bonus of +2, and base saving throw bonuses of Fort 40,
a sinister reputation. ' . Ref +3, and Will +3.
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* Racial Skills: A kuo-toa’s monstrous humanoid levels give him
skill points equal to 5 X (2 + Int modifier). His class skills are
Craft (any), Escape Artist, Knowledge (any), Listen, Move
Silently, Search, and Spot.

* Racial Feats: A kuo-toa’s monstrous humanoid levels give him
one feat.

= Automatic Languages: Kuo-Toan, Undercommon, and Aquan.

Bonus Languages: Common, Dwarven, Elven, and Serusan (or
by character region).

* Favored Class: Rogue.

* Level Adjustment: +3.

sluths

Thought by some to be genasi descended from human pairings
with earth and water elementals, slyths are humanoid shape-
changers found in small numbers throughout the Underdark.
Another theory traces their origin to aboleth experimentation
with humans and derro, while one ancient legend holds that
slyths were actually created by Shar, who shaped a gelatinous
cube into a humanoid and then breathed life into it. Still another
myth tells the same tale but maintains that Chauntea created
the slyths to tend the deep places of the earth.

Although their origins remain a mystery, slyths care deeply
for the world of the Underdark and work to ensure that the
many races and species that occupy it do not defile it. Slyths are
few in number but strong in influence. They live long and make
their presence felt in many ways.

Personality: Slyths view themselves as the custodians and
caretakers of the Underdark. At peace with the natural world,
they consider it their duty to help others interact harmoniously
with the environment.

Because they maintain amicable relationships with most
races, slyths are welcome almost anywhere. In peaceful commu-
nities, they offer advice on animal husbandry, food cultivation,
or foraging. In conflict-threatened areas, they often act as arbiters.
When feuding and raiding erupt into actual warfare, however,
the slyths refuse to take sides—they simply leave. In times of
open conflict, the slyths retreat to faraway niches that are dif-
ficult, if not impossible, for anyone without their alternate form
to find,

Physical Description: In her humanoid form, a slyth appears
as a bald human, slightly taller than average, with softer and
more rounded features. Her skin tones can vary in color, but
brown hues are the most common. The slyth’s real form is that
of an amorphous, .oozelike creature whose body is midway
between a solid and a liquid. In this shape, she resembles a puddle
of syrup, mud, or oil.

Relations: In general, slyths get along well with almost all the
humanoid and monstrous humanoid races, especially svirfneblin
«and orogs. Aboleths and illithids raise the ire of the slyths; in
fact, the;-l_atter have been known te go out of their way to avoid
mind flayer settlements. _

Alignment: Slyths unequivocally favor neutrality. No member
of any other race has ever encountered a slyth that wasn’t neutral.
Perhaps this predilection for neutrality indicates that slyths are
somehow part of nature’s own essence, or perhaps it results from
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their breeding -or environment. Darker rumors speculate that
slyth children who incline toward obdurate alignment extremes
are abandoned, and few, if any, survive.

Religion: The deep spirituality of the slyths usually manifests
itself in the worship of one of Faeriin’s gods. Chauntea, the Earth
Mother, is popular among slyths with good tendencies, and Shar
is the deity of choice for those with evil tendencies.

Language: Slyths speak Common and .Undercommon. Most
speak at least one other elemental, humanoid, or monstrous
humanoid language, although many powerful slyths supple-
ment their linguistic expertise with magic, such as a belm of
comprehend langunages or potions of tongues.

Names: Slyth names reflect their interest in nature. First
names are often onomatopoeic, resembling natural sounds of the
Underdark. A typical surname is a compound word that unifies
two aspects of the natural world.

Male Names: Drypp, Garock, Glythum, Ploawp, Rumble.

Female Names: Ffflla, Mrrwa, Ploosh, Scritch, Shooh.

Surnames: Deepflight, Glowstone, Mushroomlake, Rockridge,
Rockriver, Silentcave, Swiftlight.

" Adventurers: Because slyth families typically settle in an area
and become its keepers, slyths who take up classes usually become
druids or rangers. Even slyth commoners or warriors devote
themselves to the Study of animal husbandry and try to learn
more about nature. Eventually, these classed slyths leave the
community, seeking other areas that haye greater need. Some-
times a slyth travels and explores for many years before f mdulg
a place that seems suited to her.

Regions: The slyths live in all levels of the Underdark, though
only in the lower Underdark is the population largé enough to
warrant permanent settlements. Virtually all slyths choose the
slyth region.

slyth racial Traits

« -2 Strength, +2 Dexterity, +2 Wisdom. Slyths are wise in the
ways of nature and reasonably agile, but their amorphous
forms are not especially strong.”

* Medium size. Slyths have no bonuses or penalties due to size.

» A slyth’s base land speed is 30 feet. A slyth in amorphous
form (see below) has a swim speed of 30 feet.

» Alternate Form (Su} As a standard action, a slyth can change
shape, assuming an amorphous form. Any equipment the slyth is
wearing or carrying transforms to become part of this new form.
Material armor (including natural armor) becomes worthless,
though the slyth’s Dexterity bonus, deflection bonus, and any
armor bonuses from force effects (for example, from the mage
armor spell) still apply. In her amorphous form, she cannot be
flanked or stunned and she is immune to critical hits, but she
can’t attack or cast spells with verbal, somatic, material, or focus

components. (This limitation does not rule out spells that the

slyth may have prepared using the metamagic feats Eschew
Materials, Silent Spell, and Still Spell)) The slyth loses all other
supernatural abilities while in amorphous form, and her magic
items cease functioning. Her amorphous form is nearly fluid and
boneless, enabling her to pass through holes or narrow openings
as small as 2 inches in diameter. Resuming her normal formisa
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full-round action that does not provoke an attack of opportunity.
A slyth can remain in amorphous form for up to 10 minutes per
class level, but after resuming her normal form she cannot
change again for as long as she spent in amorphous form.

 Water Breathing (Ex): A slyth can breathe -underwater
indefinitely.

» Immunities (Ex) Because of their shapechanging abilities,
slyths are immune to polymorphing and poison.

+ Resistances (Ex): A slyth has sonic resistance J.

+ Racial Bonuses: A slyth has a +% racial bonus on Disguise,
Escape Artist, and Survival checks.

+ Weapon Familiarity: A slyth may treat flutter blades (see
Chapter 5: Equipment and Magic Items) as martial weapons
rather than exotic weapons.

+ Automatic Languages: Common and Undercommon. Bonus
Languages: Aquan, Elven, Gnome, and Terran (or by charac-
ter region).

* Favored Class: Druid.

» Level Adjustment: +2.

svicfneblin

Silent and wary, the svirfneblin (or deep gnomes) dwell in mines
and caverns far beneath the surface of the world. While the rock
gnomes of the Lands Above are known for their boundless opti-
mism and cheerful mischief, the deep gnomes are suspicious and
serious creatures. Their holdings are hidden from the predatory
races that share the Underdark with them because only caution,

Vig

RACES

stealth, and cooperation with others of their kind stand between
the svirfneblin and a terrible end.

Svirfneblin are master artisans, miners, and gemcutters.
Their handiwork is prized throughout the Realms Below, and the
boldest deep gnomes are welcomed as neutral merchants among
many Underdark races. They make superior guides, scouts, and
foragers because they often know passages and portals long lost
to other races, and few can match the stealth or cunning of
svirfneblin rangers watching over their own territory.

Personality: Deep gnomes are suspicious and slow to give
their trust. They have little desire to meet new people, so most
deep gnomes appear grim, sullen, and péssimistic to others.
Anyone who takes the considerable trouble to befriend a
svirfneblin, however, usually finds him to be a loyal and
unflinching comrade whose pragmatic outlook is balanced by a
wry, self-deprecating wit.

Syirfneblin admire well-wrought metalwork and weapons, but
they love the beauty of gemstones with a passion that seems
impossible for creatures with such dour personalities. They are
diligent, industrious, and tireless in the pursuit of excellence. Deep
gnomes believe that anything worth doing is worth doing well, no
matter how long it takes or how difficult it turns out to be.

Physical Description: A deep-gnome stands between 3 and
3-1/2 feet tall and weighs between 40 and 45 pounds. He is wiry
and lean, with a body as hard as a slab of stone. His skin may be
either mottled gray or dun-colored (a good match for the rock
around his home), and his eyes are either dark gray or black. A
female svirfneblin has hair the same color as her eyes, but a male
is entirely bald and beardless.

Svirfneblin

Slyth
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Relations: Deep gnomes are deeply suspicious of all other
races, particularly drow and kuo-toas. To a svirfneblin, a stranger
is an enemy, and the best way to deal with enemies is to avoid
them completely. Deep gnomes are most accepting of gloamings
and slyths, since these folk rarely threaten them. But they deal
very cautiously with grimlocks and orogs, having learned that
members of these races are all too willing to plunder others who
are too weak to defend themselves. Svirfneblin traders take care
to meet with merchants of other races in neutral caverns that
feature plenty of potential exits, in case a deal goes sour.

Alignment: Svirfneblin believe that their survival depends on
avoiding entanglements with other races, so they strongly favor
neutral alignments. While they rarely wish others ill, neither are
they especially willing to take risks on behalf of others.

Religion: Like most other gnomes, the svirfneblin venerate
the gnome pantheon. Their special patron is Callarduran
Smoothhands, the Master of Stone.

Language: Svirfneblin speak Gnome and Undercommon.
Those who have reason to deal with outsiders often learn Aquan,
Common, Dwarven, Elven, or Kuo-Toan as well.

Names: Svirfneblin given names sound somewhat gutteral
but are much simpler than the names adopted by their cousins in
the Lands Above. Svirfneblin surnames are descriptive and often
have to do with gems or stonework. :

Male Names: Belwar, Kronthud, Durthmeck, Schneltheck,
Thulwar, Walschud.

Female Names: Beliss, Durthee, Ivridda, Lulthiss, Schnella,
Thulmarra.

Surnames: Gemcutter, Ironfoot, Rockhewer, Seamfinder,
Stonecutter.

Adventurers: While most svirfneblin' have little use for
adventuring, they are without a doubt the best guides, scouts,
and pathfinders in the Underdark. Quick, clever, and stealthy,
svirfneblin have an uncanny knack for finding their way
through the bleak maze of the Underdark and avoiding dan-
gerous encounters along the way. A few svirfneblin find their
way into the adventuring life by serving as guides for parties
composed of other races. ‘

Regions: Svirfneblin normally choose the deep gnome region,
as described in the FORGOTTEN REALMS Campaign Setting.

svicfneblin racial Traits

« —2 Strength, +2 Dexterity, +2 Wisdom, —4 Charisma. These
adjustments replace the rock gnome ability score modifiers.

« Small size. A svirfneblin has a +1 bonus to Armor Class, a +1
bonus on attack rolls, and a +4 bonus on Hide checks, but his
lifting and carrying limits are three-quarters of those of a
Medium character.

* A svirfneblin’s base land speed is 20 feet.

* Darkvision: A svirfneblin has darkvision out to 120 feet.

A Racial Bonuses: A svirfneblin has a +2 racial bonus on all
saving throws, a +2 racial bonus oon saving throws against illu-
sions, a +1 racial bonus on attack rolls against kobolds and geb-
linoids, and a +2 racial bonus on Craft (alchemy) and Listen
checks. He also receives a +2 racial bonus on Hide checks,
which improves to +4 in underground environments.

* +% dodge bonus to Armor Class against all creatures:

= Spell Resistance: A svirfneblin has spell resistance equal to 11
+ class level.

= Stonecunning: This ability grants a svirfneblin a +2 racial
bonus on Search checks made to notice unusual stonework, A
deep gnome who merely comes within 10 feet of unusual
stonework is entitled to a Search check as if he were actively
searching, and he can use the Search skill to find stonework
traps as a rogue can. A svirfneblin can also intuit depth, sens-
ing her approximate depth underground.

* Spell-Like Abilities: 1/day—=blindness/deafness, blur, disguise
self. Caster level equals the svirfneblin’s class level. The save
DC 15 Charisma-based but includes a +4 racial modifier.

» Nondetection (Su): A svirfneblin continuously radiates a non-
detection effect as the spell (caster level equals the
svirfneblin’s class level).

* Add +1 to the Difficulty Class for all saving throws against
illusion spells cast by svirfneblin.

* Weapon Familiarity: Svirfneblin may treat gnome hooked
hammers as martial weapons rather than exotic weapons.

+ Automatic Languages: Common, Gnome, Undercommon.
Bonus Languages: Dwarven, Elven, Giant, Goblin, Orc, and
Terran. In addition, a svirfneblin can use speak with animals
as a spell-like ability once per day to speak with a burrowing
mammal (caster level lst, regardless of the svirfneblin’s
actual character level). ' )

* Favored Class: Rogue.

* Level Adjustment: +3.

other
character races

While creatures such as drow, grimlocks, and svirfneblin are the
most prevalent and iconic of the Underdark races, many other
intelligent creatures also inhabit the Realms Below. Some are so
alien and bizarre that it would be difficult to imagine playing one
as a character, while others are simply so powerful that they are
snitable only for the highest levels of play. The races presented
here are reasonably humanoid in form and could fit in with an
Underdark-themed campaign relatively easily.

TABLE I—2: OTHER UNDERDARK BACES

Starting Level Favored
Race Hit Dice Adjustment Class
Derro 3d8 +1 Sorcerer
Mind flayer 848 '- +7 Wizard
Minotaur 6d8 ) Barbarian
Orog by class +2 Fighter
Quaggoth 3d8 +2 Barbarian
Tanarukk 5d8 +3 Barbarian .
Troglodyte - 248 +2 Cleric

Of the races noted below, the orog and tanarukk are described
in the FORGOTTEN REALMS sourcebook Races of Faeriin. The
Monster Manual describes the derro, mind flayer, minotaur, and
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troglodyte, while Monusters of Faerdin presents the quaggoth.
Table 1+2 lists the starting Hit Dice, level adjustment, and
favored class for each of these monstrous races. A general
description of each race and its effective character level (ECL)
is given after the table. '

Decro (ECL 4)

Derro are widespread and likely to be found in small bands
almost anywhere. Derro warrens exist in the middle of many
drow and duergar cities, and independent derro holds fester in
the darkest reaches of the Realms Below. Scouts and marauders
of this race scour the tunnels near their settlements in search of
unwary victims to enslave and torment.

Clever, stealthy, and murderously insane, derro-are not likely
to take up adventuring for its own sake. However, it is not
uncommon for a solitary derro to devote herself to some strange
quest, such as collecting particular sorts of .gemstones for some
fanciful magic device or slaying as many creatures of a particu-
lar race as possible. Other derro are assigned to specific missions
by the powerful savants of their race. Such mission-driven derro
might attach themselves to any convenient band of comrades to
accomplish their irrational goals,

mind flayers (ecL 15)

Illithids hunger for knowledge, and many of them travel widely
in search of arcane secréts and lost lore. They explore forgotten
tombs, spy out the ways of other races, and plunder the magical
storehouses of their rivals—the same sorts of activities that sur-
face adventurers delving into the Underdark generally pursue.
Cold, calculating, and completely self-serving, illithids make
dangerous atlies and unreliable companions. Few mind flayers
regard any cause or comrade as worth dying for. Due to their
diet, if’ nothing else, most mind flayers are simply incapable of
becoming truly good; but the occasional exceptional individual
who restricts its feeding to the brains of nonsentient creatures
might become neutral, or possibly even good in extreme cases:

0rogs (ECL 3)

The orogs, or deep orcs, are warlike beings who rival dwarves in
their skill at making weapons and other machines of war, Unlike
their surface orc kin, orogs gather in great cities and consider
themselves a martial race, not a savage one. Isolated orog cities
are often found in volcanic areas, since the deep orcs are inured
to extremes of temperature and favor thermally active sites for
their mighty forges. :

" Orogs are cruel, strong, and domineering, but not nearly as
sadistic as the derro or as universally hostile to other creatures
as the mind flayers or the troglodytes. Therefore, orogs tend to
take up adventuring fairly often. Strong and skilled in battle, an
orog mercenary has little difficulty finding work in the Under-
dark. Orogs are nothing if not courageous, and they can be
counted upon to strive tirelessly toward any goal they deem
worth achieving,

minotaurs (ECL 8)

With the exception of the vast region known as the Labyrinth,
minotaurs control few realms of their own in the Underdark.
Most are found elsewhere, often serving as marauders, merce-
naries, and slaves in the great drow and duergar cities, Minotaurs
tend to be cruel, dimwitted, and violent, but they are loyal to’
their comrades and fearless in battle.

A minotaur adventurer can travel freely through the
dorhains of most Underdark races, selling his sword to the high-
est bidder. Minotaurs who turn to good often strive to break the
power of slaveholding races and fight furiously for the emanci-

‘pation of captives.

Quaggoths (ecr s)

Feral bands of quaggoths haunt many of the lonelier portions of
the Underdark, existing as roving bands of marauders who prey
on anything they can catch. Bloodthirsty and savage, quaggoths
can descend into a screaming animal frenzy at the slightest
provocation, losing any semblance of reason until they destroy
(or are destroyed by) whatever foe they happen to encounter.

Like minotaurs, quaggaths are frequently found as slaves and
warriors in the cities of more civilized folk. Quaggoth mercenar-
ies can find work almost anywhere. While few actually become
adventurers, some have risen above the bloodlust and senseless
violence of their kin to become the stalwart companions of
adventuring parties. Good quaggoths often pit themselves
against the tyranny of those evil races that hold their kinfolk in
slavery.

tanarukks (ecL 8)

Planetouched creatures bred from orcs and demons, tanarukks
are strong,”hardy, and fierce in battle. Most tanarukks in the
Underdark are found in the North, amid the ruins of the ancient
dwarven realm of Ammarindar. Thousands of these creatures
make up the iron-fisted heart of Kaanyr Vhok’s Scoured Legion,
a fierce army that has yet to taste defeat in the endless feuds and
skirmishes of the Underdark.

Tanarukks often strike out on their own as adventurers,
hoping to make a place for themselves by dint of their fighting
skill and ruthlessness. They favor settling in orog and orc settle-
ments, where their heritage is an advantage rather than a draw-
back, but tanarukks can be found as elite bodyguards to drow
nobles, mind flayer merchants, and demon warlords.

troglodytes (eCL 4)

Loathsome and repulsive, troglodytes are universally disliked by
all other Underdark races. Because of their ferocity in battle,
however, troglodyte skirmishers and raiders often find employ-
ment in the House armies of drow cities or as mercenaries in the
service of other races. Troglodytes view other creatures as either
“tribemates” or “meat.” Thus, they rarely remain loyal to an ally
or employer for longer than it takes to fill their bellies and sate
their lust for blood and treasure.

Y
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Like the svirfneblin, troglodytes often know little-used ways
through the Underdark and can be extremely-capable guides.
‘Few travelers, however, care to follow where troglodytes are
likely to lead.

AgE, "eight,
and weight

The details of your character’s age, gender, height, weight, and
appearance are up to you, However, if you would like some rough
guidelines to help you determine such details, refer to Tables 1-3
through 1-3.

charactrer Age

Your character’s age is determined by your choice of race and class,
as given in Table 1-3: Random Starting Ages. Find the age at
which your character reaches adulthood in the first column, then
roll the indicated dice in the column for the character’s starting
class and add that many years. The result is the character’s
starting age.

TasLe I—3: BANDOM STARTING AGES

Bard Cleric

Barbarian Fighter =~ Druid

Rogue Paladin Monk
Race Adulthood Sorcerer  Ranger Wizard
Chitine 15 years  +1d4 years +1d6 years +2d6 years
Deep Imaskari 20 years  +4d6 years +6d6 years +3d6 years
Drow 110 years +4d6 years +6d6 years +10d6 years
Duergar 40 years  +3d6 years +3d6 years +7d6 years
Gloaming 13 years  +1d4 years +1d4 years +2d4 years
Grimlock 12 years  +1d4 years +1d6 years +2d4 years
Kuo-toa 10 years  +2d6 years +1d6 years +3d6 years
Slyth 30 years  +3d6 years +2d6 years +4d6 years
Svirfueblin 20 years  +2d4 years +3d6 years +4d6 years

A character’s physical ability scores change with advancing age, as
described in the Player’s Handbook. Table 1—4 gives the ages at
which each race reaches each age category, and the footnotes below
the table specify the ability score adjustments for each category,

TABLE I—4: AGING EFFECTS

Middle Maximum

Race Age’ 0ld* Venerable’ Age

Chitine 40 years 60 years 80 years  +2d20 years
Deep Imaskari 55 years 110 years 130 years +4d% years
Drow 175 years 263 years 350 years +4d% years
'Duergar-_ 125 years 188 years 250 years +2d% years
Gloaming 100 years 200 years 300 years +2d% years
Grimlock 30 years 473 years 60 years  +2d12 years
Kuo-toa 20 years = 40 years §Oyears  +2d10 years
Slyth 60 years 90 years 120 years +2d20 years
Svirfrteblin: 80 years 120 years 160 years +2d% years
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1 At middle age, -1 to Str, Dex, and Con; +1 to Int, Wis, and
Cha. -

2 At old age, —2 to Str, Dex, and Con; +1 to Int, Wis, and Cha.

3 At venerable age, —3 to Str, Dex, and Con; +1 to Int, Wis,
and Cha.

Heighr and weight

Choose your character’s height and weight from the ranges men-
tioned in the appropriate racial description, or determine them
randomly using Table 1-5: Random Height and Weight. The
information given here supplements that provided in Chapter 6
of the Player’s Handbook.

_ First determine your character’s base height.and weight based
on race. Next, roll the indicated dice for that race’s height mod-
ifier and add that many inches to the character’s base height.
Then multiply that same die roll by the appropriate weight mod-
ifier and add that many pounds to the character’s base weight.

TasLE I—5:
RANDOM HEeIGHT AND WEIGHT

Base  Height Base  Weight

Race ' Height Modifier =~ Weight Modifier
Chitine, male 232 +2d8 in. 671b. x1d41b.
Chitine, female Y8 +2d8in. " 471h° x 1d4 1b.
Deep Imaskari, male #410” +2d10in. 126 1b. X 1d6 Ib.
Deep Imaskari, female 44”  +2d10in. 861b. X 1d61b.°
Drow, male £4” 4246 in. 801b. X 1d6 Ib.
Drow, female 467 +2d6 in. 901b. © x 1d6 Ib.
Duergar, male 4212 +2d4 inl 110 1b. x 2d4 1b.
Duergar, female P77 +2d4in.  801b. x2d41b.
Gloaming, male 26"  +1d4 in. 251b. x11b
Gloaming, female 26”7  +1ld4in. 25 1b. . x11b.
Grimlock, male 5”7 12412 in.  1401b. x1dé6 lb.
Grimlock, female 397 +2d10in.  1401b. x 1d6 lb.
Kuo-toa, male 497 +2d4 in. 85 1b. x 1d4 Ib.
Kuo-toa, female £11” +2d6 in. 901b. x 1d4 1b.
Slyth, male 3227 +2d10 1n. 135 Ib. x 2d6 Ib.
Slyth, female 67 +2d10 in. 100 1b. x 2d6 Ib.
Svirfneblin, male 327 +1d6 in. 371b, x 1d4 1b.
Svirfneblin, female 28"  +1d6 in. 321b. X 1d4 Ib.



L1 (NN 17

" he denizens of the Underdark have developed a vari-
ety of specialized combat techniques, secrets of mag-
ical lore, and rare talents not found in other lands.
Characters from all over the upperworld frequently descend into
the bowels of the earth in search of this hidden knowledge, eager
to discover secret feats that will give them an edge over their foes
in both the Lands Above and the Realms Below.

character Begions.

A number of regions appropriate to the Underdark are presented
in the FORGOTTEN REALMS Campaign Setting, including gray
dwarf, drow elf, deep gnome, and orc. This section introduces
five new race-based regions (chitine, gloaming, grimlock, kuo-
toa, and slyth) and one new territorial region (Deep Imaskar).

reading the region
Descriprions |

Information on each of the regions is presented in the following
order.

Preferred Class: Fach Underdark region has one or more pre-
ferred classes associated with it. A preferred class is a character
class that is especially common in or representative of a partic-
ular land or race. A character who selects that region as her
home region and has one of its preferred classes may choose the
regional feats given in the entry (provided she meets any other

»
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prerequisites). She also gains her choice of the bonus equipment
noted there. A character of any other class may not select these
regional feats (unless she has ranks in Knowledge [local] for
that region; see below) and does not gain the bonus equipment
indicated for that region. :

Automatic Languages: The character knows all the languages
noted here.

Bonus Languages: A 1st-level character with a high Intelli-
gence score may choose one language from this entry for every
point of Intelligence bonus,

Regional Feats; The feats specific to characters of the region
are noted here. Regional feats are usually exclusive to characters
who choose a preferred class for a particular region. However, a
character with 2 ranks in Knowledge (local) pertaining to a
region that is not her own still qualifies to select-regional feats
from that region.

Bonus Equipment: A character who chooses a class preferred
in her home region gains bonus equipment at 1st level, in addi-
tion to any starting money she has based on her choice of class.
She may choose only one of the equipment packages given here.
Items marked with an asterisk (*) are masterwork items.

Begio ns for charactrers
above 1st Level

A character from a powerful race may be the equivalent of a
2nd-, 3rd-, or 4th-level character, even with only one class level.
If the character has racial Hit Dice before adding her first level
of a character class, she can still choose a region, and if she meets
the preferred class requirement, she gains access to its regional
feats, automatic and bonus languages, and bonus equipment just
like any other character. Generally, a beginning character higher
than 1st level should be equipped as a character of her effective
character level (ECL), so the bonus equipment is often less
important to her than-it is to a lst-level character.

A character with racial Hit Dice can choose a regional feat
instead of the one she would normally gain with her first mon-
ster Hit Die, or whenever her total character level would permit
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her a new feat. For example, a grimlock character begins with 2
Hit Dice. She may use her lst-level grimlock feat or her 3rd-

“level character feat (achieved when she becomes a grimlock with

1 level in any character class) to choose a regional feat, provided
that she meets the preferred class requirement for her region

.and any other prerequisites for the feat,

chrtine region
Chitines live here and there in the Underdark, but their princi-
ple enclave is Yathchol, a collection of villages located beneath
the Far Forest southeast of Hellgate Keep, This region describes
a chitine from Yathchol.

Preferred Classes: Fighter, rogue, ranger.

Automatic Languages: Common, Undercommon.

Bonus Languages: Drow Sign, Elven (drow dialect),
Kuo-Toan, Orc.

Regional Feats: Discipline (FRCS], Resist Poison (FRCS)

Bonus Equipment: (A) short sword” or javelin”; or (B) web-
bing armor™t and buckler™; or (C) pozion of lesser restoration.

tSee Chapter 5: Equipment and Magic Items.

peep Imaskar Retgion

Almost all deep Imaskari live in Deep-Imaskar, a secret cavern
vault accessible only via a few tunnels in the Lowerdark. This
region describes a character raised in Deep Imaskar. *

Preferred Classes: Bard, wizard, sorcerer.

Automatic Languages: Common, Roushoum.

Bonus Languages: Abyssal, Aquan, Celestial, Draconic,
Terran, Undercommon.

Regional Feats: Arcane Preparation (FRCS), Arcane
Schooling (FRCS).

Bonus Equipment: (A) 300 gp; or (B) wand of light or wand
of detect magic; or (C) 2nd-level spell scroll and 3 thunderstones.

gloaming region
Gloamings do not *have a specific home territory within the
Underdark, since they fend to travel restlessly throughout the
Realms Below and even the planes. Even so, however, they have
their own culture and traditions, which are transmitted from
their parents and reinforced by other gloamings.

Preferred Classes: Ranger, sorcerer, wizard.

Automatic Langunages: Common, Undercommon.

Bonus Languages: Aquan, Draconic, Dwarven, Elven (drow
dialect), Sylvan, Terran.

Regional Feats: Luck of Heroes (FRCS), Smooth Talk (FRCS).

Bonus Equipment: (A) Studded leather® and 20 arrows®; or
(B) wwand of magic missile (caster level 1st, 10 charges) and
wand of color spray (caster level 1st, 10 charges); or (C) scroll of

knock and scroll of invisibility.

grimlock region
Grimlocks native to the Underdark who are not slaves of others
live in large clans or tribes consisting of hundreds of individuals,
usually based in the cayern complex known as Fingerhome. This
region describes a grimlock from such a free grimlock hold.

Preferred Classes: Barbarian, fighter, ranger.

Automatic Languages: Common, Terran, Undercommon.

Bonus Languages: Abyssal, Elven (drow dialect), Kuo-Toan,
Orc.

Regional Feats: Blooded (FRCS), Thug (FRCS).

Bonus Equipment: (A) battleaxe™; or (B) spiked scale mail*; or
(C) 300 gp.

KUo-ToQ Betjion

The kuo-toas do not mix well with other races, so they prefer to
live in settlements of their own. This region represents a kuo-toa

from a typical kuo-toa temple-city.
. Preferred Classes: Cleric, monk, rogue.

Automatic Languages: Common, Kuo-Toan, Undercommon.

Bonus Languages: Aquan, Draconic, Dwarven, Elven (drow
dialect).

Regional Feats Dayhght Adaptation (FRCS], Survivor
(FRCS). s

Bonus Equipment: (A) pincer staff* or spear”; or (B) 300 gp
worth of pearls; or (C) scroll of ‘bear’s endurance and scroll of

, resist energy; or (D) magnifying glass thieves’ tools", and potion

of hiding.

slyth region
Slyths do not often gather in great numbers; they much prefer
to live quietly in small bands. This region represents a slyth

“ raised in a small family group.

Preferred Classes: Druid, ranger.

Automatic Languages: Common, Undercommon.

Bonus Languages: Aquan, Dwarven, Elven (drow dialect),
Gnome, Terran.

Regional Feats: Discipline (FRCS), Survivor (FRCS).

Bonus Equipment: (A) flutter blade”; or (B) hide armor™ and
shield®; or (C) chain shirt* and potion of cure light wounds.

character feats

Feats of exquisite subtlety and cruelty are available in the Under-
dark. These new feats are described in the following section.

wild feats .

Feats in the wild category relate to the wild shape ability, and all
of them require it as a prerequisite. Any class feature or ability

that has the words “wild shape” in its name counts-as wild shape

for the purpose of meeting this prerequisite. Likewise, wild feats
that alter the function of the wild shape ability appl‘y to any
version of wild shape.
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TABLE 2—1: New FeATS

General i?eats
Axeshield*
Bowslinger® -
Caustic Adaptation
Caver :
Elfhunter'

Enhanced Adhesive
Exotic Armor Proficiency
Familiar Spell

Highborn Drow
Improved Levitation
Lolth’s Meat

Node Sensitive®
Node Spellcasting?
Node Defense®
Node Store?
Portal Sensitive
Stone Soul
Tunnelfighter
Tunnelrunner

Wisdom Breeds Caution

Metamagic Feat
Metanode Spell®

Item Creation Feat

g —
REGIONS AND FEATS
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Prerequisites Benefit
Grimlock +2 dodge bonus to AC with battleaxe full attack
Base attack bonus +1 +2 bonus on attacks against flat-footed opponents
Kuo-toa Bite attack deals extra 1d4 points of acid damagg
- +2 bonus on Heal and Survival checks in Underdark
Drow Bonus on damage and Improved Critical against one elf
subrace
Kuo-toa +2 bonus on Reflex DCs against adhesive

Armor Proficiency of the appropriate sort
Spell Mastery

Drow, base Will save +2

Ablility to use Jevitate as a spell-like ability
Drow

Caster level 1st

Node Spellcasting, caster level 1st
Node Spellcasting, Caster level 1st
Deep Imaskar or gloaming region
Deep Imaskar or slyth region

Dex 13 or Tunnelrunner -
Chitine or grimlock

Deep gnome or slyth

Prerequisite
Node Spellcasting, caster level 1st

Prerequisite

No armor check penalty on attack rolls
One extra spell per day

Detect good, detect magic, and-levitate spell -like abilities

Ability to distribute /evifaze duration -

Bonus on attack rolls, damage rolls, and saving throws

after kill :

Automatically detect earth nodes
Access node magic

Insight bonus to AC near earth node
Store a spell in an earth node
Detect nearby ‘portals

. +2 bonus on Search checks pertaining to stonework

Reduced attack penalties in cramped spaces

Reduced movement and defense penalties in cramped

spacgs

Use Wis modifier for bonus hit points at 1st level

Reduced cost metamagic spells near earth nodes

Graft Illithid Flesh

" Illithid, Heal 10 ranks

Wild Feat
Extra Wild Shape

Prerequisite
Ability to use wild shape

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

2 Can be used only in conjunction with an earth node.

A}{CShiCld [GENEBAL]

You know how to defend yourself with a battleaxe.

Prerequisite: Grimlock.

Benefit: When you wield a battleaxe, you can deflect some
blows that would otherwise strike you. In any combat round
during which you make a full attack while wielding a battleaxe,
you gain.a +2 dodge bonus to Armor Class that lasts until your
next action.

Special: A fighter may select Axeshield as one of his fighter
bonus feats.

BOWSlil’l‘ng [gBNEBAL]

You can ready ranged weapons surprisingly quickly,
Prerequisite: Base attack bonus +1.
Benefit: You gain a +2 bonus on your attack roll when you
fire or throw a ranged weapon at a flat-footed opponent.

Create and apply illithid grafts

Two extra wild shape abilities per day

Special: A fighter may select Bowslinger as one of his fighter
bonus feats. :

caustic Adaptation [gesenad]

Long have your ancestors hunted and been hunted in the depths.
Natural selection has given your blood an unpalatable, acidic quality.
Prerequisite: Kuo-toa.
Benefit: A creature that makes a successful bite attack against
you takes 1d4 points of acid damage. Creatures immune to
poison are not affected.

caver [(jENEhAL]

The Underdark’s cave systems stretch for thousands of miles
below the surface. You are knowledgeable about the secrets of the
subterranean world and wise in its ways.

Benefit: You gain a +2 bonus on Heal checks and Survival

checks made in the Underdark.

=
.\
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elfhu hTCf [(jENEnAL]

‘Because of your cultural hatred for elves, you have had specific
training in how best to fight them.

Prerequisite: Drow.

Benefit: Choose one subrace of elf. When fighting elves of
this kind, you gain a +1 competence bonus on melee damage rolls
and on ranged attack rolls made at ranges of up to 30 feet. You
also gain the benefit of the Improved Critical feat for the
weapon you are using in any such attack. This benefit does not
stack with that of the Improved Critical feat.

Special: You may take this feat multiple times. Its effects do
not stack. Each time you take the feat you must choose a new
subrace of elf to which it will apply.

enhanced adhesive [gexeradl

The natural adhesive you secrete becomes stickier!

Prerequisite: Kuo-toa.

Benefit: When your shield is coated with your natural adhe-
sive, it is more difficult than usual for an opponent to avoid
becoming stuck to it and to break free once stuck. The DC for
the opponent’s Reflex save to avoid getting stuck after an unsuc-
cessful melee attack increases by +2. The DC for the opponent’s
Strength check to free itself or its weapon after becoming stuck
increases by the same amount.

Normal: The DC for the Reflex save is 11 + your Constitu-
tion modifier. The only way to increase the DC is to increase
your Constitution modifier. The DC for the Strength check is
normally a flat value that cannot be increased.

EeROTIC Armor pfoflcwncg
[ngBBAIJ

Choose a type of exotic armor; such as feeler plate or spidersilk
(see Chapter 5: Equipment and Magic Items for a list of exotic
armor types). You understand how to wear that type of exotic
armor properly.

Prerequisite: Armor Proficiency of the appropriate sort (for
example, you must have Armor Proficiency [Heavy] to take
Exotic Armor Proficiency [feeler plate]). '

Benefits: You are proficient with a specific type of exotic
armor and take no armor nonproficiency penalties when you
wear 1t.

Normal: If you are wearing exotic armor with which you are.

not proficient, you take its armor check penalty on attack rolls
and on all. Strength-based and Dexterity-based skill checks.

Special: You can take this feat multiple times. Each time you
take it, you must choose a new type of exotic armor.

extra wild shape [wiwn]

You can use wild shape more frequently than you normally
could.
Prerequisite: Ability to use wild shape.
Benefit: You may use your wild shape ability two more times
per day than you otherwise could. If you are able to use wild

shape to become an elemental, you also gain one additional use
per day of your elemental wild shape.

Special: You can take this feat multiple times, gaining two
additional wild shapes of your usual type and one additional
elemental wild shape (if you have this capability) each time.

F(lmili(lf Sp ell [gENgnAL]

You are so well acquainted with the spells you have mastered that
you can store the prepared spells in the mind of your familiar.

Prerequisites: Ability to acquire a familiar, Spell Mastery.

Benefit: You may prepare one spell of any leyel that you have
mastered. with the Spell Mastery feat in your familiar’s mind
instead of your own, treating the extra preparation as if you had
one extra spell slot per day, which can be used only for a mas-
tered spell. You can cast this spell normally as long as your
familiar is within one square of you. Once cast, the spell is used
up, just as if you.had held it in your own mind. Your famlhar
cannot cast this spell itself, even if it is a creature that normall)'
has spellcasting ability.

" Special: You may gain this feat multiple times. Each time

you take the feat, your familiar’s mind can hold one additional

prepared mastered spell per day.

grafr illithid flesh

[ITEM CBEA’I‘ION]

. You can apply illithid grafts to other living creatures or to your-

15

self. (See IHithid Grafts in Chapter 5 Equipment and Magic
Ttems.)

Prerequisites: Illithid, Heal (10 ranJ\s}

Benefit: You can create illithid grafts and apply them to
other living creatures or to yourself. Creating a graft takes one
day for each 1,000 gp of its price. To create a graft, you must
spend 1/25 of the graft’s price in' XP and use up raw materials
costing one-half of this price.

Hi(g'hb()f[l DfO\i? [(:,ENEBAL]

You have learned how to tap into the advanced magical abilities
available to you through your drow noble heritage.
Prerequisites: Drow, base Will save +2.
Benefit: You may use detect good, detect magic, and levitate
once per day as spell-like abilities, with a caster level equal to
your character level.

improved Levitation [gesera)

You have learned to use only part of your /evitate spell-like abil-
ity at a time, allowing multiple uses with shorter durations.

Prerequisite: Levitaze as a spell-like ability. '

Benefit: You may use your Jevifafe spell-like ability in 10-
minute increments instead of using the entire duration at once.
The number of times per day that you may use /evitate at the
shorter duration is equal to your caster level.

If you could levitate more than once per day before taking
this feat, multiply your caster level by the number of times per

§
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day you could levitate before to get the total number of shorter
uses of Jevitate that you have available per day.

Lolth’s mear [gexerad]

Like all drow raised in cities that are ruled by Lolth’s priestesses,
you know that you exist only to provide your goddess with food
and pleasurer This knowledge lends you a certain bloodthirsty
readiness. .

Prerequisite: Drow. 3

Benefit: If you kill a living creature that has an Intelhgcnce
score of 3 or higher with a melee attack, you gain a +1 morale
bonus on attack rolls, damage rolls, and saving throws for the
rest of the encounter. If you kill such an opponent either by per-
forming a coup de grace or with a touch spell, you gain a +2
morale bonus on attack rolls, damage rolls, and saving throws
for the rest of the encounter. To qualify for this bonus, you must
cither reduce the targer to —10 hp with your blow or kill it with
a touch spell (such as slay living).

metanode spell [meramagic]

You cast metamagic spells to greater effect in earth nodes than
elsewhere (see Node Magic in Chapter 4 Magic and Spells).

Prerequisite: Node Spellcasting, caster level 1st.

Benefit: When casting a spell improved by a metamagic feat,
you can deduct the class of the earth node layer in which you cur-
rently stand from the increased spell level. (The class of the
layer does riot equal the class of the node unless you are standing
in the innermost portion of it.)

For example, if you use Maximize Spell to augment the 3rd-
level spell fireball in the innermost (+1) layer of a Class 1 earth
node, you cast the spell as if it were only two levels higher than
normal, not three, because the earth node pays one spell level’s
worth of the metamagic cost. This feat is mést useful to casters
who do not prepare their spells (such as bards and sorcerers) and
to wizards who rarely leave their earth nodes and can therefore
prepare and cast their spells at the adjusted level.

If you use this feat to reduce the cost of preparing a metam-
agic spell and then leave the earth node, the spell you prepared
becomes unavailable until you return to an earth node layer of
at least the same class as the one in which the spell was prepared.

Node pefense [General

You can use the magical power of an earth node to defend your-
self from harm. !

Prerequisite: Node Spellcasting, caster level 1lst.

Benefit: You receive an insight bonus to your Armor Class
and saving throws equal to the class of any earth node layer you
currently occupy, up to a maximum of +4. For example, if you
are inside the middle (+2) layer of a Class 3 earth node, you gain
a +2 insight bonus to your AC and saves.

e ———i——
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Node sensiive [gexera

You can perceive an earth node just by passing near it.

Benefit: You automatically note the presence of any earth
node within 30 feet. -

Normal: A creature without this feat that comes within 30 feet
of the outermost layer of an earth node can make a DC 20 Intel-'
ligence check to note the presence of an earth node. A creature
with the Node Spellcasting feat can attempt either an Intelligence
check or a Spelleraft check at the same DC to notice the node.

Node spellcasting [gesenal

You have discovered the secret of node magic (see Node Magic
in Chapter 4 Magic and Spells).

Prerequisite: Caster level lst.

Benefit: You may take full advantage of earth nodes and node
magic, as described in Chapter 4 Magic and Spells. This feat
grants you access to the various node magic feats and allows you
to make a Spellcraft check instead of an Intelligence check to
notice nearby nodes and manipulate various node powers.

Normal: A creature without this feat cannot take other node-
related feats, cannot access an earth node’s full potential, and
must make an Intelligence check to notice nearby nodes or to
manipulate node powers.

Node store [gexena

You can store a prepared spell in an earth node (see Node Magic
in Chapter 4: Magic and Spells).

Prerequisite: Node Spellcasting, caster level 1st.

Benefit: Each time you take this feat, choose two spells of any
level that you know and can cast. If you are a spellcaster who pre-
pares spells, you may now prepare those two spells in addition to
your normal spell complement as long as you are in an earth node,
just as if you had two extra spell slots per day. These extra pre-
pared spells are stored in the earth node instead of in your mind.
You can cast them normally while you are within that earth node,
even if you have left it and returned since storing them there.

If you are a spellcaster who does not prepare spells, choose
two spells that you know. You may now cast those two spells
while in that earth node as if you had two extra spell slots per
day available. Each such slot can be used only to cast its desig-
nated spell; it cannot be used for any other spell (including the
other spell designated with this feat). If you leave the node, these
extra spell slots become unavailable to you, but you can use them
again if you return, provided that you haven’t already used them
since the last time you rested.

You do not need to designate a specific node in which to store
your spells when you choose this feat, but you can have spells
stored in only one earth node at a time. You can change the earth
node in which your spells are stored by meditating for 1 hour
inside the new node you have selected.

Special: You may gain this feat multiple times. Each time you
take the feat, it applies to two new spells,
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pOI'l'(ll sensitive [QENEI'{AL]

“You can perceive a porfal just by passing near it.

Prerequisite: Deep Imaskar or gloaming,

Benefit: You can detect an active or inactive. porsal as if it
were a normal secret door (Search DC 20), If you merely pass
within ¥ feet of a portal, you are entitled to a Search check to
notice it as if you were actively looking for it.

You also gain a +2 bonus on your caster level check when
trying to discern porfal propertics with the analyze portal spell.

Normal: Portals can be found only by using analyze portal,
detect magic, or the granted power from the Portal domain.

stone soul [QENERAL] :

You were born with a dwarflike, innate sense about rock, stone,
and construction.

Prerequisite: Deep Imaskar or slyth. .

Benefit: You gain a +2 bonus on Search checks made to notice
unusual stonework, such as sliding walls, stonework traps, new
construction (even when built to match the old), unsafe stone
surfaces, shaky stone ceilings, and the like. A construction that
isn’t stone but is disguised to look like stone also counts as
unusual stonework. A character with the Stone Soul feat who
merely comes within 10 feet of unusual stonework can make a
check as if actively searching.

Special: You may take this feat only as a 1st-level character.

STI'OII%' Miﬂd [QENEML]

You are unusually difficult to affect with psionic powers and
mind attacks.

Prerequisite: Wis 11.

Benefit: You gain a +3 bonus on saving throws agaihst psionic
abilities and mind blast attacks. Psionic abilities include the spell-
like abilities of monsters such as aboleths, mind flayers, yuan-ti, and
any other creatures whose special attacks are described as psiofics.
Mind blast attacks mclude the mind flayer’s mind blast ability, as
well as any similar supernatural ability (at the DM’s discretion)
that uses sheer mental force to stun or disable an opponent.

Tunnelfighter [QBNEBAL]

You can fight more naturally in the cramped and close quarters
of caves and tunnels than usual.

Prerequisites: Dex 13 or Tunnpelrunner.

Benefit: You ignore the penalty for hampered melee when
fighting in a narrow spact (an area smaller than but at least one-
half of your space) or a low space (an area shorter than but at
least one-half of your height) with light or one-handed melee
weapons. Furthermore, you take only a —4 circumstance penalty
“when using a two-handed weapon in such conditions. In a space
both narrow and low, you fi unction as if only one of those con-
ditions applied (see Chapter 7. Exploring the Underdark for
rules on fighting and moving in cramped spaces). In addition,
when fighting in cramped quarters, you do not lose your
Dexterity bonus to Armor Class.

-

Normal: In-a narrow or low space, a creature without this
feat takes a —2 circumstance penalty on attack rolls with light
weapons and a —4 circumstance penalty on attack rolls with one-
handed weapons. It cannot use two-handed weapons at all. Such
a creature also loses its Dexterity bonus to Armor Class. In a
space that is both narrow and low, the penalties are doubled.

Tunnelcunner [gesenal

You can move naturally in the cramped quarters of caves and
tunnels.

Prerequisite: Chitine or grimlock. :

Benefit: You ignore the speed reduction for hampered move-
ment when moving in a narrow space (an area smaller than but
at least one-half of your space) or a low space (an area shorter
than but at least one-half of your height). You also retain your
Dexterity bonus to your Armor Class. If the space is both narrow
and low, you function as if only one of those conditions applied.

Normal: In a narrow or low space, a creature without this
feat is reduced to one-half normal speed and loses its Dexterity
bonus to Armor Class. In a space that is both narrow and low,
speed is reduced to one-quarter normal.

wisdom Breeds caution

[(_‘,ENERAL]

Not getting into a dangerous situation is generally the wisest,
course, but if danger is unavoidable, you're prepared. You rely
more on caution and forethought than you do on physical
Prowess.

Prerequisite: Slyth or syirf nchlm

Benefit: At 1st level, you may use your Wisdom modifier
instead of your Constitution modifier to determine bonus hit
points. At each level thereafter, you use your Constitution mod-
ifier normally to determine bonus hit points, but you also gain
+1 hit point for every point of permanent Wisdom you gain.

Normal: Your Constitution modifier determines your bonus
hit points at every character level.

Special: You may take this feat only as a 1st-level character.



' he Underdark is home to countless fraternities of
evil, sects of the righteous, secret societies, and
ancient orders. Many of these organizations offer

benefits to their members in the form of prestige classes.

The Underdark is naturally amenable to classes that embrace
darkness and evil, so the prestige classes available to characters
of Underdark races often emphasize the darker talents. Of the

prestige classes described in the Dungeon Master’s Guide, the

assassin is the one most commonly found in the Underdark, with
the blackguard a close second. Drow nurture long traditions
based on assassination, though many drow societies add their own
unique twists to the standard assassin techniques. Less evil, but
still sinister in their dealings with others, are the fluid, mysteri-
ous shadowdancers, who conceal their true numbers and influ-
ence within the Underdark. Most arcane archers who venture
into the Realms Below are slain by jealous drow, but dwarven
defenders occasionally lead upperworld dwarves in excavations
for mineral wealth. Few loremasters can be found in the Under-
dark—those races that value knowledge for its own sake (such as
thc illithids) tend to store it mentally.

A few of the prestige classes presented in the FORGO'ITEN
REALMS Campaign Setting are also represented in the Under-
dark. As might be expected, arcane devotees pop up here and
there. In particular, many female drow clerics of Lolth supple-
ment their power with male arcane devotees, though such males
are no safer than others from Lolth’s lecherous treacheries.

Archmages also appear throughout the sprawling Under-
dark. In many cases, they have temporal as well as arcane power
and can be found ruling outposts, cave systems, or even entire

communities. Other archmages spend their time hidden away in
cramped caves, where they labor to discover yet deeper secrets of
their craft.

Divine champions and divine disciples are also known in the
Underdark, though again, members of these classes are most
often found among the drow. Unlike arcane devotees, drow
divine champions and divine disciples are universally female.
Any male who would dare to attempt direct service to Lolth
through one of these prestige classes is quickly dispatched.

Shadow adepts of all races are at home in the dark and
secret byways of the Realms Below. Many upperworlders have
retreated into the Underdark to hurl themselves into the abyss
of the Shadow Weave, where they cannot be bothered by good-
aligned neighbors. -
~ The new prestige classes presented in this sourcebook are
especially well suited for characters of the Underdark. Unless
otherwise stated, members of these prestige classes who receive
bonus feats as class features need not have the corresponding
region (if any) or meet the prerequisites for those feats to use
them normally.

Arachnomancer

Many creatures of the Underdark are drawn to the power of the
spider and that of the master of spiders—the arachnomancer.
The attractiveness of the arachnomancer class depends more
upon the candidate’s race, culture, and personal interést than it
does upon class. However, all arachnomancers are spellcasters—
specifically arcanists. Clerics with the Spider domain sometimes
multiclass in arcane studies just so that they can develop as
arachnomancers.

Most drow worship their spider goddess Lolth, and they tend
to extend that reverence to most of spiderkind as well. Thus,
arachnomancers usually enjoy high standing in drow society.
Many other Underdark races, such as aranea or chitines, are spi-
derkind themselves; so they particularly enjoy the abilities that
this prestige class grants them.

Hit Die: d6.

[ ]
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TaBLeE 3—1: THE ARACHNOMANCER

Poison save bonus, speak with

Spells per. Day
+1 level of existing spellcasting class

spiders, spider magic

Class Base Fort Ref Will
Level  Attack Bonus Save Save Save Special
1st +0 +0 +2 +0
2nd +1 +0 * +3 +0
3rd +2 +1 +3 +1
4th +3 +1 +4 +1
sth +3 +1 +4 +1
6th. +4 +2 +5 )
Tth +F +2 +5 +2
8th +6 ) +6 +2
9th +6 +3 +6 +3
10th +7 +3 +7 +3

REQUIREMENTS

To qualify to become an arachnomancer, a character must ful-
fill all the following criteria. :

Alignment: Any evil.

Base Save Bonus: Fortitude +4.

Skills: Climb 3 ranks, Knowledge (nature) 4 ranks.

Spells: Able to cast spider climb, summon swarm, and web as
arcane spells. -

Special: The candidate must undergo a scarification ritual.

CLASS SKILLS _
The arachnomancer’s class skills (and the key ability for each
skill) are Climb (Str), Concentration (Con), Craft (any) (Int),
Hide (Dex), Knowledge (arcana) (Int), Knowledge (nature) (Int),
Knowledge (Underdark local) (Int), Jump (Str), Move Silently
(Dex), Spellcraft (Int), and Spot (Wis). See Chapter 4: Skills in
the Player’s Handbook for skill descriptions.
8kill Points at Each Level: 4 + Int modifier.

CLASS FEATURES
All of the following are features of the arachnomancer prestige
class.

Weapon and Armor Proficiency: Arachnomancers gain no
proficiency with any weapon or armor.

Spells per Day: At 1st, 3rd, 4th, 6th, 7th, 9th, and 10th level,
an arachnomancer gains new spells per day (and spells known, if
applicable) as if hehad also gained a level in a spellcasting class
to which he belonged before adding the prestige class. He does
not, however, gain any other benefit a character of that class
would have gained (improved chance of turning or rebuking
undead, metamagic or item creation feats, or the like). If the
character had more than one spellcasting class before becoming
an arachnomancer, the player must decide to which class to add

Spiderform (8, M, L) -
Poison touch (1d4 Str)
Command spiders
Spiderform (T, H), webwalking ——
Poison touch (1d6 Str)
Wall of webs 1/day .
Spiderform (G) -
Poison touch (1d8 Str)
Spider blast

+1 level of existing spellcasting class
+1 level of existing spellcasting class

+1 level of existing spellcasting class
+1 level of existing spellcasting class

+1 level of existing spellcasting class
+1 level of existing spellcasting class

each arachnomancer level for the purpose of determining spells
per day, spells known, and overall caster level.

Poison Save Bonus (Ex): An arachnomancer adds his class
level to all saves against poison.

. Speak with Spiders (Su); The arachnomancer can communi-
cate with any spiderkind creature (see sidebar) as a free action.
Mindless creatures can communicate and understand only
extremely simple concepts (one word at best), but they generally
don’t try to eat someone who communicates with them.

Spider Magic: Add the following spells to the character’s spell
list (or to each spell list, if he has more than one): O—jrick?
1st—summon Small monstrous spider’; Ind—spiderskin®,
summon Medium monstrous .rpiderl; 3rd—neutralize poison,
poison, summon Large monsirous spider”; 4th—giant vermin (spi-
ders only), repe/ vermin, summon Huge monstrous spider’; Sth—
spider plague’; Gth—summon Gargantuan monstrous spider’
Tth—spider shapes’; Sth—summon Colossal monstrous spider’;
9th—shapechange (into spider or spiderkind creature only; see
sidebar on page 30). :

L As summon monster, except that the spell summons one
monstrous spider of the indicated size, 1d3 monstrous spiders
one size category smaller, or 1d4+1 monstrous spiders two size
categories smaller.

2 As imsect plagne, but summons spider swarms instead of
locust swarms.

3 As animal shapes, but allows transformation into mon-
strous spider form only.

4 New spell described in this book.

Spider magic spells are added to the character’s class lists of
available spells, so that he may choose them whenever he has the
opportunity to acquire new spells of the appropriate level. He
does not automatically learn them (in the case of a spellcaster

- ’'scarification Bitual

and rubbing dark ash or other pigmentation into the wound to
create a raised, dark scar. The end result of this rite'is a face
well marked with a spider insignia.

To demonstrate his seriousness and devotion to the study of
arachnemancy, a candidate for this prestige class must undergo
a scarification ritual that involves searing his flesh with brands

20
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who keeps spellbooks) or know them (in the case of a spellcaster
who does not keep spellbooks).

Spiderform (Su): Beginning at 2nd level, an arachnomancer
may transform himself into a Small, Medium, or Largc mon-
strous spider three times per day. At Sth level, he can also take
the form of a Tiny or Huge monstrous spider, and at 8th level,
he can take the form of a Gargantuan monstrous spider. This
ability functions like palymorph, except that the indicated forms
are the only ones available and the duration of the change is up
to 10 minutes per arachno-
mancer level. Resuming normal
form requires a standard action
but does not provoke an attack
of opportunity.

Poison Touch (Ex): The
arachnomancer can secrete
poison as a free action. When he
first gains this ability at 3rd
level, his touch deals 1d4 points
of Strength damage. The damage
increases to 1d6 points at &th
level and to 1d8 points at 9th
level. In each case, a successful
Fortitude save (DC 10 % arach-
nomancer level + arachno-
mancer’s Con modifier) halves
the damage, to a minimum of 1
point. The arachnomancer’s
poison cannot. be harvested or
saved for any purpose.

Command Spiders (Su): At
4th level, an arachnomancer
gains the ability to compel any
spider or spiderkind creature
(see sidebar) in the same way
that an evil cleric can rebuke or
command undead. The arachno-
mancer can attempt to com-
mand spiders a number of
times per day equal to 3 + his Charisma modifier. He is treated
as a cleric of a level equal to his character level (not arachno-
mancer level) for the purpose of turning checks and turning
damage.

Webwalking (Su): Beginning at 5th level, an arachnomancer
can ignore webs (magical or nonmagical) as if affected by a free-
dom of movement spell. He can climb webs at his normal land

The term spiderkind includes all of the following creatures in

the D&D® game.

City of the Spider Queen: Arachnoid creature, drider

vampire, wraith spider.
Fiend Folio: Chwidencha.

An arachnomancer

cavelord

*_
spidecrkind

O e I

speed without needing to make-a Climb check and walk along
webs without needing to make a Balance check. '

Wall of Webs (Sp): At Tth level, an arachnomancer gains
the ability to create a wall-like barrier of webs once per day.
Unlike the webs produced by the web spell, those in the wall of
webs are resistant to fire and as tough as steel. A wali of webs
functions like the wall of iron spell (caster level equals arach-
nomancer level), except that an arachnomancer can use his
webwalking ability to move through the wall unhindered,
and any other creature can use
[freedom of movement to do
the same.

Spider Blast (Sp): Once per
day, a 10th-level arachno-
mancer can produce a 50-foot-
long, cone-shaped blast of
extremely poisonous, normal-
sized spiders. Every creature
within the area of the blast
takes §d4 points of damage and
must make 1d4 Fortitude saves
against poison (DC 10 + arach-
nomancer level + arachno-
mancer’s Con modifier; 1dé
points of Strength damage for
both initial and secondary
damage). Each creature is also
allowed a Reflex save at the
same DC for partial effect: Suc-
cess means the victim takes half
damage and need make only one
Fortitude saving throw against
poison (though the second
saving throw normally required
against a poison’s secondary
effect still applies). The spiders
fade away at the end of the
arachnomancer’s turn.

A passion for the narrow, dim ways of the world burns in the
breast of the cavelord. Born with an ache to learn about the
roots of the mountains, the sunless seas, and the hidden ways
filled with darkness that will never be illuminated, the cavelord
roams the tunnel and cave systems of the Underdark. He takes

Monster Manual: Aranea, bebilith (demon), drider, ettercap,

phase spider, monstrous spider, retriever (demon), spider swarm.

Monster Manunal II: Neogi, shadow spider, spellgaunt.
Monsters of Faerdn: Chitine, choldrith, myrolochar,

subterranean (hairy and sword) spiders, yochlol (demon).
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it upon himself to protect the Realms Below, uprooting foul and
disruptive things as he comes upon them.

The class calls to druids, rangers, barbarians, and others with
a love for untrammeled places of the deep earth because of the
knowledge and Underdark lore it offers. Characters with spell-
casting or psionic abilities, however, may choose to take only a
few levels of cavelord, lest they give up-too much spell power.

Cavelords spend all their time in the depths, seeking yet
deeper caverns and more ancient wonders hidden in darkness.
Thus, they are rarely encountered except by parties plumbmg
the most hidden depths of the earth. -

Hit Die: d10.

REQUIREMENTS
To become a cavelord, a charac-
ter must meet all the following
criteria.

Skills: Knowledge (Underdark
local) 8 ranks, Search 2 ranks, Spot 2
ranks, Survival 4 ranks. 5-'_.3 s

Feat: Track. R

CLASS SKILLS chy
The cavelord’s class skills (and the key '
ability for each skill) are Balance
(Dex), Climb (8tr), Craft (any) (Int), 4
Handle Animal (Cha), Hide (Dex), ¢
Jump (Str), Knowledge (Under- °
dark local) (Int), Listen (Wis),
Move Silently (Dex), Profession i
(Wis),» Search (Int), Sense Motive:
(Wis), Spot (Wis), Swim (Str), and Sur-
vival (Wis). See Chapter 4: Skills in the *
Player’s Handbook for skill descriptions.
Skill Points at Each Level: 4 + Int
modifier. i

CLASS FEATURES

All of the following are features of the
cavelord prestige class.

TABLE 3—2: THE CAVELORD -

Base

Class  Attack Fort Ref Will

Level Bonus Save Save Save  Special

1st +1 +2 +2 +0 Tunnelrunner

2ndic’ 32 P3N g g +0 Cave tracker, lesser
cavesense )

3rd +3 +3 +3 +1 -

4th +4 +4 +4 +1 Tunnelswimmer

Fth 74y +4 +4 +1  Strength of stones

6th “ 46 +5: S B —

Tth +7 +5 +5 +2 Greater cavesense

8th +8 +6 +6 +2 Changestones 1/day

9th +9 +6 +6 +3 —_ _

10th « +10 +7 +7 +3 Bones of the earth

A cavelord
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Weapon and Armor Proficiency: Cavelords are proﬁcieﬁt
with all simple and martial weapons, with all types of armor, and
with all types of shields except tower shields, ;

Tunnelrunner: At st level, a cavelord gains Tunnelrunner
(see Chapter 2: Regions and Feats) as a bonus feat.

Cave Tracker (Ex): Beginning at 2nd level, a cavelord can
move at normal speed while following tracks without taking the
normal -3 penalty on the Survival check, as long as those tracks
are confined to a cave or tunnel environment.

Lesser Cavesense (Ex): Gifted with a mystical connection to

the Underdark, the cavelord gains a superior

form of darkvision with a 120-foot

range when he reaches 2nd level. He

also gains a +4 competence bonus

T\“ on any Listen checks made in a
. subterranean setting.

Tunnelswimmer (Su): A
cavelord is at home in the sub-
' terranean waters that pervade

the Underdark. Upon reach-
ing 4th level, he can hold
his breath three times longer
than normal before he is at
| risk of drowning (a number
| of rounds equal to six times
his Gonstitution score for a
typical humanoid character).

swim speed of 30 feet.
_ Strength of Stones (Su): At
Jth level, a cavelord gains the
* ability to invoke the strength
¢ of the earth. Once per day as a
free action, he can gain an
" insight bonus to Strength
equal to his cavelord level that
lasts for 1 minute.
" Greater Cavesense (Ex):
When a cavelord reaches 7th level, his mystical con-
nection to the Underdark increases, granting him the
tremorsense ability (see Chapter 7 of the Monster
Manual) with a 30-foot range.

Changestones (Sp): At 8th level, a cavelord gains the ability to
use changestones (see Chapter 4 Magic and Spells) once per day
(caster level 14th).

Bones of the Earth (Su): When a cavelord reaches 10th level,
the earth recognizes him as its own and protects him from death.
If the cavelord takes damage that would reduce him to —10 or
fewer hit points while in a cave, tunnel, or other Underdark
environment, he may attempt a Fortitude save (DC 5 +damage
dealt). If the save is successful, the cavelord mstantly turns to
stone, as if subject to the flesh to stone spell, before death can
claim him. (This ability also works if unstaunched bleeding
would cause the cavelord’s hit points to drop to —10 or below.
The DC for-the Fortitude save in this case is 6.) His stone form
becomes fixed in place as if it were a natural feature of the
cavern. Twenty-four hours later, the earth looses its heafing grip,

The cavelord also gains a
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areas of the Underdark. On other
‘occasions, a single deep diviner
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and the cavelord becomes flesh again. He awakens with 1 hit
point and no prepared spells or power points. Any significant
damage done to his stony form (such as breaking off the head,
or shattering the body) kills the cavelord. '

peep DIvVINEr

Deep diviners are intimates of the earth and all that it hides. A
deep diviner knows the stones, structures, faults, hot spots, and
mineral types of the Underdark, and =

they know her. She uses her earth- =
born power to locate fluxes of §
energy, especially earth nodes,
with which she can recharge and
augment her own arcane might.
Some deep diviners can even call
clemental spirits of the earth to do
their bidding.

All deep diviners are skilled in
some form of spellcasting—with-
out that ability, node knowledge
and other secret spells whispered
by the stones would do her. no
good. Thus, wizards, sorcerers, cler-
ics, and druids most commonly
take up the deep diviner mantle.

Groups of deep diviners can
oftten be found working together,
protecting or shepherding partic-
ularly interesting (or node-rich)

may strike out on her own in search
of the perfect earth node to cus-
tomize for herself. Lone deep
diviners tend toward selfishness,
though they are not necessarily
evil. Deep diviners are rarely = ==
happy in groups that travel predommately on thc sur-
face of the earth, though some earth nodes near the
upperworld do extend high enough to permit the occasional
earthly communion so necessary to the deep diviner’s soul.
Hit Die: d4.

TABLE 3—3: THE Deep DIVINER

A deep diviner

REQUIREMENTS
To qualify to become a deep diviner, a character must fulfill all
the following criteria.
Skills: Knowledge (Underdark local) 8 ranks, Survival 2 ranks.
Feat: Spell Focus (Divination). -
Spells: Ability to cast 2nd-level arcane spells. 2
CLASS SKILLS
Thc deep diviner’s class skills (and the key ability for each skill)
are Climb (Str), Concentration (Con),
_ Craft (any) (Int), Knowledge (all
skills taken individually) (Int),
Profession (Wis), Swim (Str),
Spellcraft (Int), and Survival
(Wis). See Chapter 4:8kills in the
Player’s Handbook for skill
descriptions.
| Skill Points at Each Level: 2 +
Int modifier.
CLASs FEATURES
All the following are class features
of the deep diviner prestige class.
Weapon and Armor Proficiency:
Deep diviners gain no proficiency
with any weapon or armor.
Spells per Day: At each deep
) diviner level except 6th, the char-
acter gains new spells per day (and
spells known, if applicable) as if she
had also gained a level in a spell-
casting class to which she
! belonged before adding the pres-
- tige class level. She does not, how-
~ ever, gain any other benefit a
~ character of that class would have
~ gained (improved chance of turn-
. ing or rebuking undead, metamagic
or item creation feats, and the like). If
the character had more than one spellcasting class
before becoming a deep diviner, the player must decide to which
class to add each deep diviner level for the purpose of determin-
ing spells per day, spells known, and overall caster level.

Class Base Fort Ref Wil

Level  Attack Bonus Save Save Save Special Spells Per Day

st +0 +0 +0 +2 Locate node, Node Spellcasting ~ +1 level of existing spellcasting class

2nd +1 +0 +0 +3 Speak to stone +1 level of existing spellcasting class

3rd. 5 SRR | +1 +3 Node Store +1 level of existing spellcasting class

4th +2 +1 +1 L — -+1 level of existing spellcasting class

SERS +2 +1 +1 +4 Summon earth elemental ~ +1 level of existing spellcasting class

6th +3 N +2 +5 ‘Node Charge ' — z

Tth +3 +2 +2 +5 — +1 level of existing spellcasting class

8th +4 +2 +2 +6 Metanode Spell +1 level of existing spellcasting class

9th +4 +3 3 . +6 Wall of stone +1 level of existing spellcasting class
Mantle of earth +1 level of existing spellcasting class

10th : +5 +3 +3 +7

: Ui

o
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Locate Node (Su): At 1st level, a deep diviner gains the abil- elethental’s extraordinary abilities and supernatural abilities. She
ity to sense the direction and strength of the nearest earth node, also gains access to 41l the elemental’s feats for as long as she
regardless of distance (see Node Magic in Chapter 4). To locate remains in that form. Changing form is a standard action that
the node, she must meditate for 10 minutes. She can use this does not provoke an attack of opportunity.
ability once per day per deep diviner level, so a 3rd-level deep

diviner could make three attempts to locate the nearest node in DCOW JU d ic O.TO i

a single day.

The deep diviner’s ability to sense earth nodes is blocked by A mortal imbued with fiendish cruelty, the drow judicator is a
even a thin sheet of lead, and by certain rare ores in the earthof knight most foul. This unholy warrior is steeped in the divine
the DM’s choice. energy of Selvetarm, the Spider That Waits, self-appointed

Champion of Lolth. Consort of demons and demonic
arachnids, the drow judicator is hated and feared by all,
especially other male drow who are jealous of the heights
of power to which he has risen.
Drow judicators must make an unholy pledge to Sel-
vetarm and then survive the rites of entry to adopt
the prestige class. At least a little schooling in
spellcasting is required, but only the toughest
and meanest sorcerers and wizards can sur-
vive the entry requirements. Clerics often
attempt to take on the drow judicator’s
mantle as well, as do fighters, rangers, and
rogues who have taken levels in spellcasting
classes.
Typically, an NPC drow judicator serves a
higher-ranking cleric of Lolth, although he chafes
to be the sole authority. Drow judicators and
assassins usually fill out the ranks of a high’
priestess’s hand-picked murder team.
Hit Die: d8.

Node Spellcasting: At 1st level, a deep diviner gains
Node Spellcasting as a bonus feat (see Chapter 2:
Regions and Feats),

Speak T'o Stone (Sp): When a deep diviner reaches 2nd
level, her presence can lend nearby rock and earth a fleet-
ing awareness: This ability can be used once per day, and
the sentience lasts for 1 minute per caster level of 2%
the deep diviner. During this period, the char-
acter can comprehend and communicate with
stone and earth, including normally nonani-
mate rock, worked stone, and dirt. She can
pose questions to and receive answers from a
pebble, a section of tunnel wall, or a pile of
loose earth. A stone normally has no sense of
its surroundings, but the deep diviner’s presence
allows it to recall a very limited amount of information.
As with the stone tell spell, speaking stones may relate
who or what has touched them and give complete
descriptions of what is covered or concealed behind or
under them.

Node Store: At 3rd level, a deep diviner gains
Node Store as a bonus feat (see Chapter 2: Regions
and Feats).

Summon Earth Elemental (8p): Once per day at
Sth level and above, the deep diviner can summon a
Large earth elemental as though with the sumion
monster 71 spell (caster level 12th).

Node Charge (Su): At G6th level, a deep, diviner can

REQUIREMENTS
To become a drow judicator, a character
must fulfill all the following criteria.
Race: Drow.
Alignment: Any evil.
Base Attack Bonus: +7.
Skills: Intimidate 4 ranks, Knowledge (reli-

tap the power of an earth node even from a distance. If A drow gion) 4 ranks.

she spends at least 4 hours in an earth node, she can leave J4dicator  Reats: Combat Reflexes, Lolth’s Meat (see Chapter 3).
with her connection to it intact. At any time during the Spellcasting: Able to cast 1st-level arcane or divine spells,
next ten days while she is outside the keyed earth node, she can Special: The candidate must survive the rites of entry
activate that connection for 1 minute as a free action. Once con- administered by clerics of Selvetarm or Lolth.

nected, the deep diviner can use all abilities granted to her by

that earth node as if she were still within it. After using this abil- CLASS SKILLS

ity, the deep diviner must return to an earth node and spend at The drow judicator’s class skills (and the key ability for each
least 4 hours within"its confines (see Node Magic in Chapter 4: skill) are Concentration (Con), Craft (any) (Int), Diplomacy
Magic and Spells) before'she can tap its power remotely again. (Cha), Handle Animal (Cha), Heal (Wis), Intimidate (Cha),

Metanode Spell: At 8th level, a deep diviner gains Metanode Knowledge (arcana) (Int), Knowledge (religion) (Int), Profession

Spell as a bonus feat (see Chapter 2: Regions and Feats). (Wis), Ride (Dex), Spellcraft (Int), and Survival (Wis). See Chap-
Wall of Stone (8p): Upon reaching 9th level, a deep diviner ter 4: Skills in the Player’s Handbook for skill descriptions.
gains the ability to use wall of stone (caster level 16th) once Skill Points at Each Level: 2 + Int modifier.
per day. L : i
Mantle of Earth (Su): At 10th level, a deep diviner can C1.ASS FEATURES

become a greater earth elemental (see the Monster Manual) All of the following are features of the drow judicator prestige
once per day for up to 10 minutes. This ability functions like class.
the polymorph spell, except that the deep diviner gains all the

»
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TABLE 3—4: THE DROW JUDICATOR
Class Base Fort Ref Will
Level Attack Bonus Save Save Save  Special Spells Per Day
1st Al +2 +0 +0 War strike 1/day — -
2nd +2 +3 +0 +0 Command spiders,
A Selvetarm’s blessing —
=3 ; 3rd ‘43 +3 +1 +1 — +1 level of existing spellcasting class
| 4th +4 +4 i +1 Selvetarm’s wrath 1/day —
Sth +5 +4 ~+l +1 Spider servant —
6th +6 +5 +2 +2 — +1 level of existing spellcasting class
7th +7 +5 +2 +2 Selvetarm’s wrath 2/day — '
8th +8 +6 +2 +2 Spider’s grace —
9th +9 +6 +3 +3 — +1 level of existing spellcasting class
10th +10 +7 +3 +3 Judgment, Selvetarm’s wrath 3/day —

*

spider servant

At 5th level or above, a drow judicator can call a spiderlike
. monster to serve him. He may choose to call an 8-HD Large
fientish monstrous spider, a fiendish sword spider, a myr-
lochar, or a phase spider. (See the Monster Manual or Mon-
sters of Faeriin for these creatures’ statistics.) He can use this
spider servant as a guardian or a mount, at his discretion. The
spider servant gains HD and special abilities based on the drow
judicator’s class level, as given on Table 3-73.

The drow judicator may have only one spider servant at a
time. Should his servant die, he may call for another after 24
hours. The new spider servant has all the accumulated abilities

due a servant of the character’s current drow judicator level

TABLE 3—35: SPIDER SERVANTS

Drow Natural
Judicator Bonus Armor Str Int

Level HD  Adj. Adj. Adj. Special
jth +2 +2 +2 — Improved evasion, share
Saving throws, share
, spells
6th-7th. = +4 +4  +2 +2 Speak with drow
: Jjudicator
8th-9th  +6 +6 +4 +4 Blood bond
10th +8 +8  +6 +6 Spell resistance

* Drow Fudicator Level: The character’s level in the drow
judicator prestige class.

Bonus HD: These are extra Hit Dice appropriate to the
creature’s type (vermin for a Large monstrous spider or
sword spider, ojztsidci- for a myrlochar, or magical beast for a
phase spider). Each bonus Hit Die gains a Constitution mod-
ifier and improves the creature’s base attack and base save
bonuses, as normal. : J

Natural Avmor Ady.: The number noted here is an improve-
ment to the servant’s existing natural armor bonus, It represents
the preternatural toughness of a drow judicator’s servant.

e a i A R P = e
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Str Adj.: Add this figure to the servant’s Strength score.

Int Ady.: Add this figure to the servant’s Intelligence score.

Improved Evasion (Ex): When subjected to an attack that
normally allows a Reflex saving throw for half damage, a ser-
vant takes no damage if it makes a successful saving throw and
half damage even if the saving throw fails. -

Share Saving Throws: For each of its saving.throws, the
servant uses its.own base save bonu$ or-the drow judicator’s,
whichever is higher. The servant applies its own ability modi-
fiers to saves, and it doesn’t share any other bonuses on saves
that theé drow judicator might have (such as from magic items
or feats). ’

Share Spells: At the drow judicator’s option, he may have
any -spell (but not any spell-like ability) he casts upon himself
also affect his spider servant. The servant must be within ¥ feet
of him at the time of casting to receive the benefit.If the spell
or effect has a duration other than instantaneous, it stops affect-
ing the spider servant if the latter moves farther than 3 feet
away and will not affect the creature again even if it returns to
the drow judicator before the duration eéxpires. Additionally, the
drow judicator may cast a spell with a target of “You” on his
spider servant (as a touch range spell) instead of on himself. The
drow judicator and his servant can share spells even if the spells
normally do not affect creatures of the servant’s type.

Speak with Drow Fudicator: The drow judicator and his ser-
vant can communicate verbally as if they were using a
common language. Other creatures do not understand the com-
munication without magical help.

Blood Bond: The spider servant gains a +2 bonus on all
attack rolls, checks, and saves if it witnesses the drow judicator
threatened or harmed. This bonus lasts as long as the threat is
immediate and apparent.

Speil Resistance: The spider servant’s spell resistance equals
the drow judicator’s class level + 15. To affect the seryant with
a spell, a spellcaster must get a result on a caster level check
(1d20 + caster level) that equals or exceeds the servant’s spell
resistance.
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Weapon and Armor Proficiency: Drow judicators are profi-
cient with all simple and martial weapons, with all types of
-armor, and with all types of shields except tower shields.

Spells per Day: At every third drow judicator level, the char-
acter gains new spells per day (and spells known, if applicable) as
if’ he had also gained a level in a spellcasting class to which he
belonged before adding the prestige class level (for male drow,
this is usually an arcane spellcasting class, although male clerics
of Selvetarm sometimes become drow judicators). He does not,
however, gain any other benefit a character of that class would
have gained (improved chance of turning or rebuking undead,
metamagic or item creation feats, and the like). If the character
had more than one spellcasting class before becoming a drow
judicator, the player must decide to which class to add each drow
Jjudicator level for the purpose of determining spells per day,
spells known, and overall caster level.

War Strike (Su): War is the ultimate expression of Selve-
tarm’s power, so its lessons are the very first that'the drow judi-
cator learns. Beginning at 1st level, he can attempt a war strike
with one normal melee attack. If he hits, he deals 2d6 points of
Constitution damage in addition to his regular damage. The
target may attempt a Fortitude save (DC 10 + drow judicator
level + drow judicator’s Cha modifier) to halve the Constitution
damage. This ability is usable once per day.

Command Spiders (Su): As a special dispensation from Lolth,
Selvatarm can grant his judicators the ability to command spi-
ders. When a drow judicator reaches 2nd level, he gaims the abil-
ity to compel spiders in the same way that an evil cleric can
rebuke or command undead (see the Player’s Handbook). The
drow judicator can attempt to command spiders a number of
times per day equal to 3 + his Charisma modifier. He is treated
as a cleric of a level equal to his drow judicator level for the pur-
pose of turning checks and turning damage.

Selvetarm’s Blessing (Ex): At 2nd level and above, a drow
judicator receives a +3 profane bonus on all saving throws.

Selvetarm’s Wrath (Su): Beginning at 4th level, a drow judi-
cator may attempt to deliver extra damage with one normal
melee attack. On a successful attack, he deals 1 extra point of
damage per drow judicator level. For example, an 8th-level drow
judicator armed with a longsword deals 1d8+8 points of damage,
plus any additional bonuses (for high Strength, magical effects,
or the like) that would nermally apply. This ability is usable once
per day at 4th level, twice per day at 7th level, and three times
per day at 10th level.

Spider Servant: At 5th level, a drow judicator can call for a
spider servant. See the Spider Servant sidebar for details.

Spider’s Grace (8p): At 8th level, a drow judicator gains the
ability to take on attributes of a spider for up to 10 minutes once
per day. While this ability is active, the character can climb on
surfaces as if subjected to a spider climb spell, and he receives a
+4 insight bonus on Hide and Move Silently checks. He also gains
a bite attack that deals 1d4 points of damage and is poisonous,
The bite is a secondary natural wea.pon that can be nsed once per
round at the drow judicator’s highest base attack bonus, with the
standard —5 penalty for a secondary attack. The Fortitude save
DC for the poison is 18 + the drow judicator’s Con modifier, and

it déals 1d6 points of Strength damage for both its initial and its
secondary damage.

Judgment (Su): At 10th level, a drow judicator gains the abil-
ity to judge all creatures within 100 feet of him that he can see.
Those he finds wanting are immediately targeted with a horrid
wilting effect (caster level 18th; save DC 18 + drow judicator’s
Wis modifier). The drow judicator can base his decision on any
parameters he chooses. This ability is usable once per day as a
standard action.

illithid Body Tamer

Illithids who embrace the Tamer Creed believe that military
might is the most important factor in their race’s future mas-
tery of the multiverse. These so-called body tamers seek to
impose their will upon the Underdark primarily through martial
force, forswearing diplomacy, tricks, and alliances. Body tamers
believe so strongly in the importance of physical strength that
they train themselves as warriors, not mentalists. -

Illithid body tamers sacrifice some ability in the psionic arts
for the advancement of their physical abilities. However, they
believe that the acquisition of tangible martial ability is more
than worth this price.

Adherents of thé Tamer Creed maintain various martial facil-
ities in the larger illithid cities of the Underdark. Within such
sanctums, they discuss the philosophy of warfare, devise novel
tactics in never-ending wargames, and train fervently in their
art. Tamer facilities each contain a small arena where the body

" tamers practice their arts against expendable slaves.

3y

Often, groups of illithid bedy tamers organize defense teams
to fight off githzerai or githyanki hunting parties that appear
suddenly, intent on mind flayer murder. These former thrall
races continue to nurse an undying grudge against illithids, and
the body tamers intend to be ready to protect their own.

Hit Die: d10.

REQUIREMENTS

To qualify to become an illithid bedy tamer, a character must
fulfill all the following criteria.

Race: Illithid, illithidkin, or a creature with the half-illithid
template.

Base Attack Bonus; +6.

Feats: Great Fortitude, Power Attack, Weapon Focus
(tentacle).

CLASS SKILLS
The illithid body tamer’s class skills (and the key ability for each
skill) are Climb (Str), Craft (any) (Int), Escape Artist (Dex),
Handle Animal (Cha), Jump.(Str), Knowledge (history) (Int),
Listen (Wis), Ride (Dex), Spot (Wis), and Tumble (Dex). See
Chapter 4: Skills in the Player’s Handbook for skill descriptions.
Skill Points at Each Level: 2 + Int modifier.

CLaAss FEATURES
All of the following are features of the illithid body tamer
prestige class.



Weapon and Armor Proficiency: Illithid body tamers are pro-
ficient with all simple and martial weapons, with all types of
armor, and with all types of shields except tower shields.

Code of Mental Abstinence (Ex): Just as some humanoid cul-
tures believe that celibacy enhances their spiritual powers,
illithid body tamers believe that reliance on psionics weakens
their hard-won physical abilities.

An abstinent illithid body tamer
points, plus 4 temporary hit points pes

gains 10 temporary hit
illithid body tamer level.
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r L If these hit points are lost to damage, the body tamer recovers
T'aBLE 3—62 . : o :
« them with 8 hours of rest. It also gains a +2 insight bonus on all
THe ILLiTHID BoDy TAMER melee damage rolls for tentacle and weapon attacks.
To be considered abstinent, the body tamer must not have
Haox ; used any of its psionic abilities (including mind blast, charm mon-
Class  Attack Fort Ref Will ’ < Es i
z ster, detect thoughts, levitate, plane shift, and suggestion) within
Level Bonus Saye Save Save  Special . Sl
the last 24 hours. If it uses any of these abilities, it does not have
Ist +1 +2 +2 +0 Code of mental ) ) : ;
L ; access to any of its usual benefits for abstinence until 24 hours
abstinence, b M i
IR after its last use of such an ability.
2nd 0 = % W0 5 B An illithid body tamer is not slavishly devoted to its code. If
=+ 3 S a . - 2 = " u . .
; : using plane shift or mind blast is clearly in its best interest, then
3rd +3 +3 +3 +1 Tentacle of fate . . L 7
s it does so, preferring to lose access to the bénefits of abstinence
4th +4 +4 +4 +1 Improved Trip ot
Sth 5 +4 e 1 Improved Disarm jiasbecis e
+ : + I ye : ; :
P e Strength of Arms (Ex): When making a full attack with both
6th +6 o) +5 +2 Reaching tentacle i oo
X A S a manufactured weapon and its tentacles, an illithid body tamer
7y el i i L Wlirhwidd tentaclc may designate either its tentacles or its weapon as its ;1imal\
c r Signatc ¢ C 5 Or 15 W ! Y
8th +8 +6 +6 +2 Tentacle of destiny oo L POu. P 3
9th 9 s " = = attack. If its weapon is its primary attack, it strikes with the
+ P + +3 — . . . . "
10th 10 e o 3 Death whirlwind weapon at its highest base attack bonus (making multiple attacks

if its base attack.bonus is high enough), but a —2 penalty applies
to each tentacle attack made that round. If its tentacles are its
primary attack, they strike at its highest base attack bonus, but
it can strike only once with its manufactured weapon, and a —2
penalty applies to that attack.

A body tamer using both weapon and tentacles can still
withdraw "the brains of foes with its tentacles as normal,
whether or not the tentacles are its primary attack. However,
it usually simply discards the brains and moves on to the next
foe. Nourishment can wait.

An illithid body tamer
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Tentacle of Fate (Ex): When an illithid body tamer reaches
3rd level, its base tentacle damage increases from 1d4 to 1d6.

Improved Trip: At 4th level, the illithid body tamer gains
Improved Trip as a bonus feat.

Improved Disarm (Ex): At 5th level, an illithid body tamer
gains the use of the Improved Disarm feat when using its ten-
tacles to perform the disarm action. It need not meet the normal
prerequisites for the feat to use it in this way. The body tamer’s
tentacles are treated as a one-handed weapon for the purpose of
disarm attempts. _

Reaching Tentacle (Ex): When an illithid body tamer attains
6th level, its reach with its tentacles increases by ¥ feet. This
adjustment stacks with the additional reach provided by fenzacle
extensions (see Chapter 5: Equipment and Magic Items), if such
are in use.

Whirlwind Tentacle (Ex): At 7th level, an illithid body tamer
gains the use of the Whirlwind Attack feat when using its ten-
tacles to performn such an attack. It need not méet the normal
prerequisites for the feat to use it in this way. Because of its mul-
tiple tentacles and reaching tentacle ability, it can make one
attack against every creature in the area it threatens, instead of
just every creature within ¥ feet.

Tentacle of Destiny (Ex): When an illithid body tamer
reaches 8th level, its base tentacle damage increases from 1d6
to 1d8.

Death Whirlwind (Su): At 10th level, an illithid body ramer
psionically energizes its whirlwind tentacle ability with a death
impulse once per day. When it uses this ability in combination
with a whirlwind tentacle attack, every creature struck must
make a successful Fortitude save (DC 15 + illithid body tamer’s
Con modifier) or die as if brought to —10 hit points. Constructs
and undead are immune to this effect.

imaskari vengeance Taker

A secret society dedicated to righting wrongs, the Imaskari
vengeance takers are trained by hidden masters in the rites and
rituals of revenge. Members of the Lodge of the Retributive
Miasters, as the society is called, use arcane spells, stealth, and the
imprimatur of “just retribution” to destroy those who have
sinned against their society and those it protects. To a vengeance
taker, a paladin who destroys a den of grimlocks under the pro-
tection of the Lodge of Retributive Masters is deserving of

vengeance in the same extremity and measure as a drow who
murders a member of the society itself.

Sorcerers, wizards, and arcane-minded rogues and monks are
the most likely characters to become Imaskari vengeance
takers, though class is not so important as motivation. Anyone
whose personal quest of revenge has become obsessive and epic
in nature is well suited to the class. The Lodge of the Retribu-
tive Masters recruits from everywhere in the Upperdark, and
even from the surface, though its recruiters travel there only
by night. :

An Imaskari vengeance taker is happy to work alone, trail-
ing her latest quarry though the tunnels and caves of the
Underdark, and even out into the surface world if need be. She
is usually willing to work with a larger group, so long as its
members are amenable to helping her deal her own brand of
justice on occasion,

Hit Die: d6.

REQUIREMENTS d
To become an Imaskari vengeance taker, a character must fulfill
the following criteria.

Alignment: Any lawful.

Skills: Hide 4 ranks, Move Silently ¥ ranks, Survival 2 ranks.

Feats: Track. 1

Spells: Able to cast 3rd-level arcane spells.

Special: The candidate must have slain a creature or enemy
purely for revenge. She must also swear to obey the Imaskari
vengeance taker code (see sidebar on page 38). ’

CLASS SKILLS
The vengeance taker’s class skills (and the’key ability for each skill)
are Balance (Dex), Bluff (Cha), Climb (Str), Concentration (Con),
Craft (any) (Int), Escape Artist (Dex), Gather Information (Cha),
Hide (Dex), Jump (Str), Knowledge (arcana) (Int), Listen (Wis),
Move Silently (Dex), Open Lock (Dex), Profession (Wis), Search
(Int), Sleight of Hand (Dex), Spelleraft (Int), Spot (Wis), Survival
(Wis), Swim (Str), Tumble (Dex), and Use Rope (Dex). See Chapter
4: Skills in the Player’s Handbook for skill descriptions.
Skill Points at Each Level: 4 + Int modifier.

CLASS FEATURES
All of the following are features of the Imaskari vengeance
taker.

TagLE 3—7: THE IMASKARI VENGEANCE TAKER
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Class Base _ Fort Ref Will

Level  Attack Bonus Save Save Save Special Spells Per Day

st +0 +0 +2 +2 Target of vengeance - — -

2nd +1 +0 +3 +3 Poison use +1 level of ‘existing arcane spellcasting class
3rd +2 +1 +3 +3 Sneak attack +1d6 — G

Gy +3 +1 +4 +4 Far sense +1 level of existing arcane spellcasting class
5th . +3 +1 - +4 +4 Sneak attack +2d6 =

6th +4 - %l #5 +§ Seeker - +1 level of existing arcane spellcasting class
Tth +F +2 +F +5 Sneak attack +3d6 = d '

8th +6 +2 +6 +6 . Sery target ‘ +1 level of existing arcane spellcasting class
9th | +6 +3 +6 +6 - Sneak attack +4d6 — »

10th +7 +3 +7 +7 Death attack +1 level of existing arcane spellcasting class



Weapon and Armor Proficiency: Imaskari vengeance takers
gain no proficiency with any weapon or armor.

Spells per Day: At every even-numbered Imaskari vengeance
taker level, the character gains new spells per day (and spells
known, if applicable) as if she had also gained a level in an arcane
spellcasting class to which she belonged before adding the pres-
tige class level. She does not, however, gain any other benefit a
character of that class would have gained (improved chance of
turning or rebuking undead, metamagic or item creation feats,
and the like). If the character had more than one arcane spell-
casting class before becoming an Imaskari vengeance
taker, the player must decide to which class to add
cach Imaskari vengeance taker level for the pur-
pose of determining spells per day, spells known,
and overall caster level

Target of Vengeance (Ex): Beginning at 1st
level, an Tmaskari vengeance taker may select
a specific creature as the target of her
vengeance. Her calculated study of this foe
grants her a +2 bonus on Bluff, Listen, Sense
Motive, Spot, and Survival checks made
against that one creature. Likewise, she gets a
+2 bonus on weapon damage rolls against
her foe. Each time the Imaskari vengeance
taker gains a new level in the prestige class,
her bonuses against her target of vengeance
increase by +1.

To designate a target of vengeance, the
Imaskari vengeance taker must spend one full
day performing a set of special rites. She must
either know the name of ‘her foe or have met the
individual at least once. An Imaskari vengeance
taker may have only one target of vengeance at a
time. She can designate a new target after success-
fully slaying her previous target or by spending three
full days performing the necessary rituals.

An Imaskari vengeance taker who has levels in
the ranger class may add one-half the bonus noted
above (rounded down) to her favored enemy bonus
when attacking or using the indicated skills against a target of
vengeance that is also one of her favored enemies.

Poison Use: At 2nd level, an Imaskari vengeance taker learns
to use poison effectively. She never risks accidentally poisoning
herself when applying poison to a blade.

An Imaskari
vengeance taker
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Sneak Attack (Ex): At 3rd level, an Imaskari vengeance taker
learns the art of the sneak attack. If she can catch an opponent
when he is unable to defend himself effectively from her attack,
she can strike a vital spot for extra damage. Basically, the
vengeance taker’s attack deals extra damage any time her target
would be denied a Dexterity-bonus to AC (whether the target
actually has a Dexterity bonus or not), or when the vengeance
taker flanks her target. This extra damage is 1d6 at 3rd level,
and it increases to 2d6 at Tth level, 3d6 at 7th level, and 4d6 at
9th level. Should the vengeance taker score a critical hit with a
sneak attack, this extra damage is not multiplied.

Ranged attacks can count as sneak attacks only if the target is
within 30 feet. An Imaskari vengeance taker can’t
strike with deadly accuracy from beyond that range.
With a sap (blackjack) or an unarmed strike, an
Imaskari vengeance taker can make a sneak

attack that deals nonlethal damage instead
of lethal damage. She cannot use a weapon
that deals lethal damage to deal nonlethal
damage in a sneak attack, not even with
the usual —4 penalty, because she must
‘make optimal use of her weapon in

order to execute a sneak attack.
An Imaskari vengeance
taker can sneak attack only
living creatures with dis-
cernible anatomies—
undead, constructs, oozes,
plants, and incorporeal
creatures lack vital areas to
attack. Any creature that is
immune to critical hits is not vul-
nerable to sneak attacks, The ven-
' geance taker must be able to see the
?W’"S target well enough to pick out a vital
spot and must be able to reach such
a spot. A vengeance taker cannot sneak attack
while striking a creature with concealment or
striking the limbs of a creature whose vitals are

beyond reach.

If the Imaskari vengeance taker is entitled to sneak attack
damage from another source (such as rogue levels), the damage
does stack.

~the imaskar: vengeance Taker code

An Imaskari vengeance taker must swear before the Retribu-
tivé Masters (whose lodge is located in a hidden spot outside
the even more secret realm of Deep Imaskar) to take
vengeahce on those who deserve justice,ron those who commit
crimes against creatures protected by the Retributive Masters,
and on those who impede the vengeance taker in her task. She
further swears to obey the orders of the Retributive Masters in
all matters,

e A IS o e = e

A vengeance taker who violates this code (usually by refus-
ing to obey the Retributive Masters, or by allowing the unjust
to escape vengeance) loses her ability to designate a target of
vengeance and may not progress any further in levels as an
Imaskari vengeance taker. She regains her target of vengeance
ability and advancement potential if she atones for her disobe-
dience, which can usually be accomplished by undertaking a
special quest assigned by the Retributive Masters,
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Far Sense (8p): Upon reaching 4th level, an Imaskari Though most inquisitors of the Drowning Goddess come from
vengeance taker gains the ability to use c/airaudience/clairvoyance the ranks of kuo-toa monks, an occasional rogue may also answer
(caster level equals 1/2 Imaskari vengeance taker’s character level) the call. Characters from spellcasting classes rarely become
to acquire information about her target of vengeance. This ability inquisitors.
is usable once per day. An inquisitor of the Drowning Goddess’s devotion is to his

Seeker (8p): Beginning at 6th level, an Imaskari vengeance deity and his church. It is his duty to impose the will of the Sea
taker can use divination (caster level equals 1/2 Imaskari Mother upon the community and to seek out and punish any who
vengeance taker’s character level) to ask questions that bear on violate the edicts of the church. Most kuo-toas live in dread of
her target of vengeance. This ability is usable once per day. attracting the attention of an inquisitor. The presence of such

Scry Targer (Sp): When an Imaskari vengeance taker characters tends to make a kuo-toan community even more rife
reaches 8th level, she can attempt to see her target . of )’ - with fear, suspicion, and accusations than it would be otherwise.
vengeance from afar. This effect functions like the scryimg S Hit Die: d8.
spell (caster level equals 1/2 TImaskari vengeance '
taker’s character level), except that the vengeance
taker does not need a reflective surface, and
the —5 penalty for knowing the target well
applies to the Will save, even if the vengeance.
taker is not well acquainted with the target.
This ability is usable once per week.

Death Attack (Ex): If an Imaskari venge-
ance taker studies her target of vengeance for [/
3 rounds and then successfully deals damage
to that individual via a sneak attack witha
melee weapon, the target must make a ‘ﬁ
successful Fortitude save (DC 10 + 4
vengeance taker level + vengeance
taker’s Intelligence modifier) or die.
Success means the attack is resolved
as a normal sneak attack. While [
studying the victim, the vengeance |9
taker can undertake other actions - :
so long as her attention stays focused on the
target and the target does not detect the
vengeance taker or recognize her as an
enemy. Once the vengeance taker has _
completed her 3 rounds of study, il L O
she must make the death attack” -21{,-‘

REQUIREMENTS

To qualify to become an inquisi-
tor of the Drowning Goddess, a
character must fulfill all the fol-
lowing criteria.

Race: Kuo-toa.

Alignment: Lawful evil or

lawful neutral.

Skills: Concentration 8 ranks,
Knowledge (religion) 4 ranks.
Feat: Improved unarmed strike.
Patron: Blibdoolpoolp.

: CLASS SKILLS
* The class skills of the inquisitor of the
Drowning Goddess (and the key ability
for each skill) are Bluff (Cha), Concen-
tration (Con), Craft (any) (Int), Diplo-
macy (Cha), Gather Information
(Cha), Intimidate (Cha), Knowledge
- (arcana) (Int), Knowledge (religion)
(Int), Sense Motive (Wis), Spellcraft
% (Int), and Spot (Wis). See Chapter 4
« Skills in the Player’s Handbook for skill descrip-

r

An inquisitor of the
Drowning Goddess

within the next 3 rounds. If the death tions.
attack is attempted-and fails or if the vengeance taker does not Skill Points at Each Level: 4 + Int modifier.
launch the attack within 3 rounds of completing the study, 3
more rounds of study are required before she can attempt CLASS FEATURES
another death attack. A vengeance taker does not have the The following are the class features of the inquisitor of the
option of paralyzing her victim with a death attack. Drowning Goddess.

A vengeance taker with levels in the assassin prestige class Weapon and Armor Proficiency: Inquisitors of the Drowning
(see Chapter 2 of the Dungeon Master’s Guide) may add her Goddess are proficient with steel fins (see Chapter 3: Equipment
assassin and vengeance taker class levels together for the purpose and Magic Items). They gain no proficiency with any other

of calculating the save DC for her vengeance taker death attack. weapon or armeor.
' ' Fear Aura (Su): Once per day, an inquisitor of the Drowning

In quisi'l'of Of The Goddess can project a fear aura to a radius of 20 feet as a stan-
. d d dard action. This effect lasts for 1 round per inquisitor level
Dfownlﬂg 90 €SS Each foe in the area must make a Will save (DC 10 + inquisitor

level + inquisitor’s Cha modifier) or be affected as if by a fear
spell (caster level equals inquisitor level). A new saving throw is
required for each round that the creature remains in the area.
Grappling Adhesive (Ex): At 2nd level, an inquisitor of the
Drowning Goddess learns how to utilize his own natural adhesive
effectively in unarmed combat. He gains a +2 bonus on grapple

The Sea-Mother gives her children life and demands steadfast
devotion in return. Those kuo-toas who become monitors
(monks) typically spend their lives protecting their community
from outside threats. Some, however, go on to become inquisitors
of the Drowning Goddess, who are tasked with protecting the
community from inside threats.
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TABLE 3—8:
INQUISITOR Of THE DROWNING GODDESS

Base

Class  Attack Fort Ref Will

Level Bonus Save Save Save  Special

1st . *‘0, R ] +2 +2 Fear aura, mien of
Justice +4

2nd +1 +3 SRS Grappling adhesive

i, 4,2

3rd +2 +3 +3 +3 Devoted mind

4th +3 +4 +4 +4 Grappling adhesive
+4, mark of the
outcast

Sth +3 +4 4 +4 Body-coating
adhesive, mien of
Jjustice +8

checks made to start or maintain a grapple and a +2 bonus on
attack rolls made to disarm an opponent with his bare hands.
When he reaches 4th level, each of these bonuses increases to +4.
The inquisitor of the Drowning Goddess requires one hour
and special materials costing 20 gp to coat his limbs with grap-
pling adhesive, which remains effective for up to 24 hours.
Mien of Justice (Ex): At 1st level, an inquisitor of the
Drowning Goddess gains a +4 insight bonus on Intimidate and
Sense Motive checks. At 5th level, this bonus increases to +8,
Devoted Mind (Ex): Upon reaching 3rd level, an inquisitor of

-4

the Drowning Goddess gains a +4 insight bonus on saving throws ,

against all spells with the charm, compulsion, or glamer descriptors.

Body-Coating Adhesive (Ex): At Sth level, an inquisitor of
the Drowning Goddess can use his own body oil and other mate-
rials to give his body a finish almost like flypaper, which can
hold fast any creatures or items that touch him. Anyone who
makes an unsuccessful melee attack against an inquisitor so pre-
pared must succeed on a Reflex save (DC 15 + inquisitor’s Con
modifier), or the weapon used in the attack sticks to the inquisi-
tor and is yanked out of its wielder’s grip. Creatures using natural
weapons are automatically grappled if they get stuck.

An inquisitor réquires one hour and special' materials costing
50 gp to coat his body with adhesive, but the secretion remains
sticky for up to three days, or until it actually catches something
or someone, whichever comes first. Successfully trapping a crea-
ture or item uses up the adhesive, so the inquisitor’s body can
trap no further creatures or items until its coating is replenished.
Pulling a stuck weapon or limb from the inquisitor requires a
successful DC 20 Strength check. An inquisitor can secrete a nat-
ural oil to break up and remove the adhesive any time he likes.

prime undecrdack guide

Traveling in the Underdark is dangerous, especially for those
unaccustomed to its labyrinthine passages. Wise travelers try to
hire a skilled guide who not only knows how to overcome the
physical challenges, but also can help them over the social and
cultural hurdles they are sure to face.

40
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Bards, rangers, and rogues have skills and interests that are
well suited for this prestige class. Many characters dabble in
the class, but few pursue it long enough to gain all that it offers.
It’s not unusual for a rogue to take some levels in prime Under-
dark guide just so that she can better-aid her companions in their
travels through the Realms Below. B

Prime Underdark guides are usually found in the company’
of adventuring parties or merchant caravans. With their envi-
ronmental and diplomatic expertise, they can greatly enhance
the odds of survival in the Underdark for both themselves and
their clients. ) ;

Hit Die: d6, s
REQUIREMENTS
To qualify to become a prime Underdark guide, a character must
fulfill all the following criteria.

Alignment: Any nonevil.

Skills: Balance 2 ranks, Climb 8 ranks, Diplomacy § ranks,
Gather Information § ranks, Knowledge (Underdark local) §
ranks, Survival § ranks, Use Rope 2 ranks. .

Feats: Alertness, Track.

Special: Must know at least four languages.

CLASS SKILLS
The class $kills of the prime Underdark guide (and the key abil-
ity for each skill) are Balance (Dex), Climb (8tr), Concentration
(Con), Craft (any) (Int), Diplomacy (Cha), Escape Artist (Dex),
Gather Information (Cha), Heal (Wis), Hide (Dex), Jump (Str),
Knowledge (geography) (Int), Knowledge (local) (Int), Knowl-
edge (nature), Knowledge (Underdark local) (Int), Listen (Wis),
Move Silently (Dex), Sense Motive (Wis), Speak Language (Int),
Spellcraft (Int), Spot (Wis), Survival (Wis), Tumble (Dex), and
Use Rope (Dex). See Chapter 4: Skills in the Player’s Handbook
for skill descriptions, =
Skill Points at Each Level: 4 + Int modifier.

CLAss FEATURES
All of the following are features of the prime Underdark guide
prestige class. :

Weapon and Armor Proficiency: Prime Underdark guides
gain no proficiency with any weapon or armor,

Spells: Beginning at 1st level, a prime Underdark guide gains
the ability to cast a small number of arcane spells. To cast a spell,
the prime Underdark guide must have an Intelligence score of at
least 10 + the spell’s level, so a character with an Intelligence
score of 10 or lower cannot cast these spells. Prime Underdark
guide bonus spells are based on Intelligence, and saving throws
against these spells have a DC of 10 + spell level + the prime
Underdark guide’s Intelligence modifier. When the prime
Underdark guide gets O spells per day of a given level (for
instance, O 1st-level spells at 1st level), she gains only the bonus
spells she would be entitled to for that spell level based on her
Intelligence score. A prime Underdark guide without a bonus
spell for that level cannot yet cast a spell of that level. The
prime Underdark guide’s spell list appears below. 3

"
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A prime Underdark guide prepares and casts spells just as a Underdark Lore: A prime Underdark guide is especially adelit
wizard does. She keeps her spells in a spellbook and must study at gathering knowledge. At 2nd level, she gains the ability to
‘them each morning. She can add to her spellbook by copying recall legends or information about various topics. This ability
spells from wizards or from other prime Underdark guides. works like bardic knowledge (see the bard class entry in the

Aid Another Nearby (Ex): A prime Underdark guide need not Piayer’s Handbook), except that the prime Underdark guide’s
be adjacent to another creature to use the aid another action for bonus for an Underdark lore check is her character level + her
certain purposes. Beginning at 1st level, she can aid another at a Intelligence modifier. This ability applies only to information
distance of up to 30 feet on Balance, Climb, Jump, Survival, Swim, pertaining to the Underdark.
and Use Rope checks, as long as her ally can see or hear her. Underdark Traveler (Ex): A prime Underdalk guide is famil-

Bonus Language: Since prime Under- iar with the culture and etiquette of many Underdark soci-
dark guides travel among many dif- eties. At 2nd level, she receives a +2 bonus on all Diplomacy,
ferent races, they tend to pick up Disguise, Gather Information, and Sense Motive
other languages with great checks made against members of Underdark
facility. At 1st level and every races. This bonus increases to +3 at th
other level thereafter, a prime level, to +4 at 7th level, and to +§ at
Underdark guide gains one bonus 9th level
language of her choice. (She cannot ~ Danger Warning (Su): When the
choose secret languages as bonus prime Underdark .guide reaches 3rd
languages with this ability.) level, her danger sense becomes S0

Aid Group (Ex): A prime acute that nearby companions
Underdark guide is accustomed become similarly. sensitive. As a
to managing and helping large standard action, the
groups of people. Beginning at prime Underdark guide
2nd level, she can assist one can select one ally per
creature per prime Underdark class level within 30 feet
guide level on Balance, Climb, to share her danger sense. Each
Jump, Survival, Swim, and Use of these designated allies gains a
Rope checks whenever she uses +1 insight bonus on Reflex saves
the aid another action. All crea- to avoid traps or natural hazards, a
tures she is so aiding must be within 30 +1 dodge bonus to Afmor Class
feet of her. against attack§ made by traps or natu-

Danger Sense (Ex): A prime Underdark guide ral hazards, and a +1 insight bonus on
possesses an uncanny intuition that warns her of Spot checks made to spot creatures at the
impending danger. At 2nd level, she gains a +2 insight . beginning of an encounter (see the Encounter
bonus on Reflex saves to avoid traps or natural haz- Distance rules in Chapter 3 of the Dungeon
ards, a +2 dodge bonus to Armor Class against < Prime Underdarkguide 11,005 Guide). This bonus increases to +2 at
attacks made by traps or natural hazards, and a +2 insight bonus 6th level and to +3 at 10th level. Each creature so designated
on Spot checks made to spot creatures at the beginning of an retains the benefit until it moves out of range or until the
encounter (see the Encounter Distance rules in Chapter 3 of the prime Underdark guide designates a different set of allies to
Dungeon Master’s Guide). At 4th level, these bonuses increase to  receive the benefit,
+4, and at 8th level, they increase to +6.

TABLE 3—9: PriME UNDERDARK GUIDE

Class Base Fort Ref Will Spells per Day

Level  Attack Bonus Save Save Save Special 1st 2nd  3rd  4th

1st +O ¢ +2 +2 +0 Aid another nearby, bonus language 0 — — —

ad . 4l +3 +3 +0 Aid group, danger sense +2, 1 — — —
Underdark lore, Underdark traveler +?. :

3rd +2 +3 +3 +1 Bonus language, danger warning +1 1 0 — —

4th +3 +4 +4 +1 Danger sense +4 '

Sth +3 +4 +4 +1 Bonus language, Underdark traveler +3 il 1 — —
6th : 4 oA ) +2 Danger warning +2 / 2 1 0 —
7th +5 ) +5 +2 Bonus language, Underdark traveler +4 2 i 1 —
8th +6 +6 +6 +2 Danger sense +6 2 2 1 0
9th +6 +6 +6 +3 ° Bonus language, Underdark traveler +5 2 2 1 1
10th “ +7 +7 +7 +3 Danger warning +3 2 2 9% 3

(3
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PRIME UNDERDARK GUIDE SPELL LiIST CLASS SKILLS

Prime Underdark guides choose their spells from the following List: The class skills of the Sea Mother whip (and the key ability for
1st Level: alarm, change self, create water, detect magic, each skill) are Concentration (Con), Craft (any) (Int), Diplomacy
endure elements, expeditions refreal, Seather fall, jump, light, (Cha), Heal (Wis), Knowledge (arcana) (Int), Knowledge (reli-

purify food and drink, resist energy, spider climb, stick". gion) (Int), Profession (Wis), and Spellcraft (Int). See Chapter 4:
2nd Level: zulls strength, burrow’, caf’s grace, eagle’s splen- Skills in the Player’s Handbook for skill descriptions.

dor, darkuision, owl's wisdom, pass without trace, protection from Skill Points at Each Level: 2 + Int modifier.

energy, reflective disguise’.
3rd Level: amorphous form’, create food and water, day- Crass FEATURES

light, deeper darkness, shadow mask’, suggestion.

4th Level: deeper darkvision®, dimension door,
[freedom of movement, good hope, mass burrow’,
mass darkvision®, mass reflective disguise®, send-
ing.

1 New spell described in this book.

2 Spell from the FORGOTTEN REALMS
Campaign Setting.

All of the following are features of the Sea Mother whip pres-
tige class. .

Weapon and Armor Proficiency: Sea Mother whips are pro-
ficient with the pincer. staff (see Chapter 5: Equipment and
Magic Items). They gain no proficiency with any

other weapon or armor.

o Spells per Day: At each Sea
Mother whip level, the character
gains new spells per day (and spells
known, if applicable) as if she had also
gained a level in a divine spell-
= casting class to which she belonged
"~ before adding the prestige class level.
_~ She does not, however, gain any

other benefit a character of that

class would have gained (im-
proved chance of turning or rebuk-
ing undead, metamagic or item creation
feats, and the like). If the character

had more than one divine spell-
casting class before becoming a Sea
Mother whip, the player must decide to
.. which class to add each Sea Mother
whip level for the purpose of deter-
mining spells per day, spells known, and
overall caster level.
¢ Watery Death Prestige Domain: At 1st
level, a Sea Mother whip gains access to the
Watery Death domain. If she was previously a cleric,
she gains the prestige domain as a third domain and can choose

sea mother whip

Deyout worshipers of Blibdoolpoolp who seek s
closer communion with the Sea Mother
often gain additional abilities in return. <=
These kuo-toas, known ‘as Sea Mother
whips, are accorded great honor, as well as
additional responsibilities.

Most Sea Mother whips begin their < ®® =
careers as clerics or cleric/rogues. Some- '
times, however, an experienced ranger [ 5
devoted to Blibdoolpoolp decides to i
‘pursue this prestige class to gain more
standing and respect in her community.

A Sea Mother whip’s devotion is to her
deity and her church. Her primary re- /=
sponsibility is to inspire followers of the |
Drowning Goddess and protect them o
from interlopers or nonbelievers. A Sea Motber whip

Hit Die: d8. S .

‘ - REQUIREMENTS to prepare domain spells from it just as she does from her other
To qualify to become a Sea Mother whip, a character must ful- two domains. If the Sea Mother whip was previously a noncleric
fill all the following criteria. divine spellcaster (for example, a ranger), she gains one extra

Race: Kuo-toa. spell slot for each spell level to which she normally has access,

Alignment: Lawful evil, neutral evil, chaotic evil, or neutral. but she must fill it with the Watery Death domain spell of that

Skill: Knowledge (religion) ¥ ranks. level, Regardless of her prior classes, a Sea Mother whip gains
Spells: Able to cast 3rd-level divine spells. the granted power of the Watery Death domain (see Chapter 4:
Patron: Blibdoolpoolp. ' Magic and Spells).

TasLe 3—10: SeA MoTHER WHID

Class Base Fort Ref Will

Level Attack Bonus Save  Save Save Special Spells Per Day

1st +0 +2 +0 +2 Watery Death prestige domain  +1 level of existing divine spellcasting class
2nd +1 +3 +0 +3 Punish the infidels +1 level of existing divine spellcasting class
3rd +2 +3 +1 +3 Independent lightning bolt +1 level of existing divine spellcasting class
4th +3 +4 +1 .+ Inspire the faithful © 41 level of existing divine spellcasting class
ith . 43 +4 +1 +4 Bolster Lightning bolts +1 level of existing divine spellcasting class

42
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Punish the Infidels (Sp): At 2nd level, a Sea Mother whip can
curse her enemies. Every opponent within 30 feet who can see
-and hear the Sea Mother whip suffers the effect of a doom spell
(caster level equals Sea Mother whip level; save DC 11 + Wisdom
modifier).

Independent Lightning Bolt (Su): At 3rd level, a Sea Mother
whip no longer requires the presence of other whips to generate
a lightning bolt; she can do so on her own every 2d4 rounds as a
standard action. The lightning bolt deals 1d6 points of damage
per Sea Mother whip level, but a successful Reflex save (DC 10
+ Sea Mother whip level + Sea Mother whip’s Wis modifier)
halves the damage.

Inspire the Faithful (8p): At 4th level, a Sea Mother whip
can inspire her flock to great effect. Every other kuo-toa wor-
shiper of Blibdoolpoolp within 30 feet who can see and hear the
Sea Mother whip receives the benefit of an aid spell (caster level
equals Sea Mother whip level).

Bolster Lightning Bolts (Su): When the Sea*Mother whip
reaches th level, the save DC for any supernatural lightning
bolt that she creates herself or joins with other whips to create
automatically increases by +2.

shadowcrafter

Shadowcrafters long ago mastered illusions and glamers, They

specialize in ferming their own reality out of nothingness.
Sorcerers and wizards who specialize in illusions, particularly

those who worship Shar, often find the shadowcrafter class

attractive. Occasionally, even bards adopt this prestige class.
Hit Die: d4.

REQUIREMENTS
To become a shadowcrafter, a character must fulfill the
following criteria. ]
Feats: Greater Spell Focus (Illusion), Spell Focus (Tllusion).
Skill: Disguise 4 ranks. '
Spells: Able to cast any 3rd-level or higher spell with the
illusion (shadow) descriptor.

CLASS SKILLS
The class skills of a shadowcrafter (and the key ability for each
skill) are Concentration (Con), Craft (any) (Int), Disguise (Cha),
Knowledge (all skills, taken individually) (Int), Profession (Wis),

TABLE 3—11: SHADOWCRAFTER

Class Base _ Fort Ref Will

Level  Attack Bonus Save Save Save Special

1st +0 +0 +0 +2 Shadow mien
2nd +1 +0 +0 +3

3rd +1 +1 +1 +3

4th +2 +1 +1 -

Sth +2 +1 +1 +4

6th +3 +2 +2 +5

Tth +3 +2 +2 +5

8th +4 +2 +2 +6

9th +4 +3 +3 +6 No delusions
10th +F +3 +3 +7 Shadow self

Spelleraft (Int), Spot (Wis). See Chapter 4: Skills in the ?Iayer;s
Handbook for skill descriptions,
Skill Points at Each Level: 2 + Int modifier.

CLAss FEATURES
All of the following are features of the shadowcrafter prestige
class.

Weapon and Armor Proficiency: Shadowcrafters gain no pro-
ficiency with any weapon or armor.

Spells per Day: At each shadowcrafter level, the character
gains new spells per day (and spells known, if applicable) as if he
had also gained a level in a spellcasting class to which he
belonged before adding the prestige class level. He does not, how-
ever, gain any other benefit a character of that class would have
gained (improved chance of turning or rebuking undead, meta-
magic or item creation feats, and the like). If the character had
more than one spellcasting class before becoming a shadow-
crafter, the player must decide to which class to add each shad-
owcrafter level for the purpose of determining spells per day,
spells known, and overall caster level.

- Shadow Mien (Su): At 1st level, a shadowcrafter gains a +2
bonus on Disguise and Hide checks.

Enhanced Shadow Conjurations (Su): When a shadowcrafter
reaches 2nd level, his shadow conjurations automatically inten-
sify in strength by 10%. Hence, shadow conjuration is 30% as
strong as the real thing instead of the standard 20%, and greater
shadow conjuration is 70% as strong as the real thing instead of

the standard 60%.

Enhanced shadow conjurations +10%
Enhanced shadow evocations +10%
Shadow spell penetration +2
Resistance to illusions

Enhanced shadow conjurations +20%
Enhanced shadow evocations +20%
Shadow spell penetration +4
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When he reaches 6th level, the strength of his shadow conju-
rations increases by an additional 10%, for a total increase of
20%. Hence, shadow conjuration is 40% as strong as the real
thing, and greater shadow conjuration is 80% as strong.

Enhanced Shadow Evocations (Su): When a shadowcrafter
reaches 3rd level, his shadow evocations intensify in strength by
10%. Hence, shadow evocation is 30% as strong as the real thing
instead of the standard 20%, and greater shadow evocation is
70% as strong as the real thing instead of the standard 60%.

When he reaches 7th level, the strength of his shadow evo-
cations increases by an additional 10%, for a total increase of
20%. Hence, shadow evocation is 40% as strong as the real thing,
and greater shadow evocation is 80% as strong.

Shadow Spell Penetration (Ex): At 4th level, a shadowcrafter
gains a +2 bonus on caster level checks for all of his illusion

Spells per Day

+1 level of existing spellcasting class
+1 level of existing spellcasting class
+1 level of existing spelicasting class
+1 level of existing spellcasting class
+1 level of existing spellcasting class
+1 level of existing spellcasting class
+1 level of existing spelicasting class
+1 level of existing spellcasting class
+1 level of existing spellcasting class
+1 level of existing spellcasting class
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A shadowcrafter

(shadow) spells. This bonus stacks with that provided by the Spell

Penetration and Greater Spell Penetration feats. At 8th level,
this bonus increases to +4. _

Resistance to Illusions (Ex): At 5th level, a shadowcrafter
gains a +2 bonus on saving throws against all illusion spells
and effects. :

No Delusions (Ex): At 9th level, a shadowcrafter has such
complete mastery of illusion spells that he no longer needs to
interact with them to merit a saving throw. If he can see or oth-
erwise witness the illusory effect, he can attempt a save.

- Shadow Self (Ex): At 10th level, a shadowcrafter has so
attuned himself to shadows and illusions that he actually
becomes a magical creature. He is forevermore a native outsider
rather than a humanoid (or whatever creature type he previ-
ously was). Additionally, he gains damage reduction 10/magic.

vermin Keeper

Most creatures view creepy, crawly insects with revulsion. To a
vermin keeper, however, they’re perfect killers—creatures whose
supreme adaptations to their environs inspire a sense of awe.

Vermin keepers come almost exclusively from the ranks of
druids. Some are upperworlders whose eyes have been opened
to the beauty of bugs; others loved bugs to begin with and
merely learned the druidic arts so that they could apply them
to insects. Most characters who care enough about vermin to
take levels in the vermin keeper prestige class pursue it to the
exclusion of all else. '

Interestingly, not every character who pursues this prestige
class actually loves bugs. Sometimes a person who particularly
hates or fears insects or spiders decides to study them in order to

understand or overmaster them.
Hit Die: d8.

REQUIREMENTS
To qualify to become a vermin keeper, a character must fulfill
all the following criteria.
Skills; Handle Animal 8 ranks, Knowledge (nature) 8 ranks,
Feat: Iron Will.
Special: Wild shape ability.

CLASS SKILLS
The class skills of a vermin keeper (and the key ability for each
skill) are Concentration (Con), Craft (any) (Int), Handle Animal
(Cha), Heal (Wis), Knowledge (nature) (Int), Knowledge (Under-
dark local) (Int), Profession (Wis), Spellcraft (Int), Spot (Wis),
Survival (Wis), and Swim (Str). See. Chapter 4 Skills in’ the
Player’s Handbook for skill descriptions.
Skill Points at Each Level: 4 + Int modifier.

CLASS FEATURES
All of the following are features of the vermin keeper prestige
class.
Weapon and Armor Proficiency: Vermin keepers gain no
proficiency with any weapon or armor.
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Spells per Day: At each vermin keeper level, the character
gains new spells per day (and spells known, if applicable) as if he

‘had also gained a level in a spellcasting class to which he belonged

before adding the prestige class level. He does not, however, gain
any other benefit a character of that class would have gained
(improved chance of turning or rebuking undead, metamagic or
item creation feats, and the like). If the character had more than
one spellcasting class before becoming a vermin keeper, the
player must decide to which class to add each vermin keeper

**—*

level for the purpose of determining spells per day, spells known,
and overall caster level.

Handle Vermin (Ex): At 1st level, a vermin keeper can apply
his Handle Animal skill to vermin.

Vermin Empathy (Ex): A vermin keeper can apply his wild
empathy class ability to vermin. Vermin begin with an
unfriendly attitude.

Vermin Form (Su): Beginning at 1st level, a vermin keeper
can use his wild shape ability to assume a vermin form. Starting

the vermin Keeper s vermin Compamon

. A vermin keeper’s vermin companion retains its vermin type,

though it is superior to a normal vermin of its kind and has
special powers, as given on Table 3-12.

“TABLE 3—12: VERMIN COMPANION

_ Natoral
- Class . Bonus Armor Str/Dex Bonus
Level HD Adj. Adj. Tricks Special
3rd—4th +2 7 | 2 Link, share
; " spells
Jth—6th  +4 B ) 3 Evasion
Tth-8th = +6 +6 +3 Devotion
9th-10th: +8 +8 +4 5 Multiattack

Vermin Companion Basics: Use the base statistics for a crea-
ture of the companion’s kind, as given in the Monster Manual,
but make the following changes.

Intelligence: A vermin companion has an Intelhgence score
of 2. The fact that it is equivalent in Intelligence to someanimals
has several effects. First, unlike other vermin, it is not mindless
and therefore loses the.mindless special quality, which means that
it can be affected by mind-affecting spells and effects. Second, the
vermin keeper can teach his companion tricks with the Handle
Animal skill as though it were an animal. Finally, the vermin

companion begins play ‘with feats appropriate for its Hit Dice®

(vermin keeper’s choice, though the creature must qualify for the

selected featsj and skill points equal to its Hit Dice +3. The
vermin companion’s class skills are Listen and Spot.

Class Level: The character’s vermin keeper level. Vermin
keeper levels do-not stack with levels of classes that grant an
animal companion ability. .

Bonus HD: Extra 8-sided dice, each of which gains a Con-
stitution modifier and improves the vermin companion’s base

attack bonus and bdse save bonuses, as normal. A vermin com-

panion’s base attack bonus is the same as that of a druid of a
level equal to ‘the wvermin’s Hit Dice. It has good Fortitude
saves (treat it as a character whose level equals the vermin’s
Hit Dice). A vermin companion doesnit gain any extra skill
points or feats for bonus HD. -

Natural Armor Adj.: The number noted here is an
improveiment to the vermin. companion’s existing natural
armor bonus, :

e e
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Str/Dex Ady.: Add this value to the vermin companion’s
Strength and Dexterity scores.

‘Bonus Tricks: The value given in this column is the total
number of “bonus” tricks that the vermin knows in addition
to any that the vermin keeper might chbose to teach it (see
the Handle Animal skill description in the Player’s Hand-"~
&ook). These bonus tricks don’t require any training time or .
Handle Animal checks, and they don’t count against the
normal limit of tricks known by the vermin. The vermin
keeper selects these bonus tricks, and once selected, they can’t
be changed. s iy

Link (Ex): A vermin keeper can handle his vermin com-
panion as a free action, or push it as a move action. He gains a
+4 circumstance bonus on all wild empathy checks and Handle
Animal checks made regarding a vermin companion.

Share Spells (Ex): At the vermin keeper’s option, he may
have any spell (but not any spell-like ability) he casts upon
himself also affect his vermin companion. The vermin com-
panion must be within 5 feet of him at the time of casting to
receive the benefit. If the spell or effect has a-duration other
than instantaneous, it stops affecting the vermin companion
if the latter moves farther than ¥ feet away and will not
affect the creature again even if it returns to the vermin
keepér before the duration expires. Additionally, the vermin
keeper may cast a spell with a_target of “You” on his vermin
companion (as a touch range spell) instead of on himself. The
vermin keeper and his vermin companion can share spells
even if the spells normally do not affect creatures of the
vermin type.

Evasion (Ex): If a vermin companion is subjected to an
attack that normally allows a Reflex saving throw for half
damage, it takes no damage if it makes a successful saving
throw.

Devotion (Ex): A vermin companion’s devotion to its
master is so complete that it gains a +4 morale bonus on Will
saves against enchantment spells and effects. i

Multiattack: A vermin eompanion gains Multiattack as a
bonus feat if it has three or more natural attacks (see the Mon-
ster Manual for details on this feat) and does not already have
that feat. If it does not have the requisite natural attacks, the
vermin companion instead gains one additional attack with its
primary natural weapon, albeit at a —3 penalty. -

[ 3
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TaBLE 3—13: VERMIN KEtEpER
Class Base Fort Ref Will
Level  Attack Bonus Save Save Save Special Spells Per Day
1st +0 +2 +0 +2 Handle vermin, vermin empathy, -
vermin form (Small) +1 level of existing spellcasting class
2nd +1 +3 +0 +3 Vermin form (Tiny) +1 level of existing spellcasting class
3rd 32 +3 +1 +3 Venom immunity,
_ yermin companion +1 level of existing spellcasting class
4th +3 +4 o o & s Extra Wild Shape,
vermin form (Medium) +1 level of existing spellcasting class
Sth +3 +4 +1 +4 Vermin form (Diminutive) +1 level of existing spellcasting class
6th +4 +5 +2 +5 Extra Wild Shape +1 level of existing spellcasting class
7th +§ +5 +2 +5 Vermin form (Large) +1 level of existing spellcasting class
8th +6 +6 +2 +6 Vermin form (Fine) +1 level of existing spelleasting class
9th +6 +6 +3 #6  Vermin form (Huge) +1 level of existing spellcasting class
10th +7 +7 +3 +7 Swarm form +1 level of existing spellcasting class

they choose, riding the hidden lines of the Overweb and calling
on its servants to protect them and deal with their enemies.
Chitine rogues, bards, and monks are the most likely can-
. didates for the Yathchol webrider prestige class, although
spellcasters and psionic characters occasionally find this
route attractive as well. Becoming a webrider without
sharing in the chitine culture is difficult, but possible.
Yathchol webriders usually move about in small,
closely-knit groups, in which each member refers to the
others as “egg companions.” Some such groups move about
the Underdark righting wrongs and meting
out justice, while others use their abilities
to infiltrate defenses, dupe others,
and help themselves to treasure
wherever they find it.

at 1st level, he can turn himself into any Small vermin.
As he gains vermin keeper levels, the diversity of
forms available to him increases. He can become a
Tiny vermin at 2nd level, a Medium vermin at 4th
level, a Diminutive vermin at Sth level, a Large

vermin at 7th level, 2 Fine vermin at 8th level,

and a Huge vermin at 9th level

Venom Immunity (Ex): At 3rd level, a vermin
keeper gains immunity to all organic poisons. This
category includes all monster poisons but not min-
eral poisons or poison gas.

Vermin Companion (Ex): At 3rd level, a
vermin keeper can call a Small, Medium,
or Large vermin as a companion in lieu
of an animal (see sidebar for details).

He may choose any kind of vermin Hit Die: d8.
for which statistics are provided in
the Monster Manual. A vermin REQUIREMENTS

To qualify to become a Yathchol
webrider, a character must ful-
fill all the following criteria.
Race: Chitine, or any race
that can spin webs from its
body. Characters who know or
can prepare web as either a
spell or a spell-like ability also qualify.
Skills: Hide 8 ranks, Move Silently
4 ranks.
Feats: Dodge, Mobility, Skill Focus (Craft [trapmaking]).

keeper cannot retain the animal
companion he had from his pre-
vious class (if any) after he calls a
vermin companion. Except as
noted in the sidebar, this ability
works the same as a druid’s animal
companion ability.

Extra Wild Shape Feat: A
vermin keeper gains Extra Wild
Shape as a bonus feat at 4th and 6th levels.

Swarm Form (Su): At 10th level, a

vermin keeper can use his wild shape to assume A vermin keeper

the form of any vermin swarm (any swarm whose CL.ASS SKILLS

constituent creatures are of the vermin type). The Yathchol webrider’s class skills (and the key ability for each
. skill) are Balance (Dex), Craft (trapmaking) (Int), Escape Artist

vathchol webrider (Dex), Hide (Dex), Jump (Str), Knowledge (arcana) (Int), Listen

(Wis), Move Silently (Dex), Search (Int), Spelleraft (Int), Spot
Chitines know that webs, once woven, belong to a greater com- (Wis), Tumble (Dex), and Use Rope (Dex). See Chapter 4: Skills
plex that they reverently call the Overweb. With their intimate in the Player’s Handbook for skill descriptions.
understanding of webspinning and their familiarity with the Skill Points at Each Level: 6 + Int modifier.
Overweb, Yathchol webriders can move about thp Underdark as
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CLASS FEATURES
All of the following are features of the Yathchol webrider

‘prestige class.

Weapon and Armor Proficiency: Yathchol webriders are
proficient with the club, crossbow (hand, light, or heavy),
dagger (any type), dart, mace, morningstar, quarterstaff,
rapier, sap, shortbow (normal and composite), and short sword.
They are proficient with light armor but gain no proficiency
with any shield.

Web Hide (Su): Beginning at Ist level, a Yachthol webrlder
can hide herself from view in the open wmhout any-
thing to actually hide behind, so long: [
as she is within 5 feet of natural
or magical webs that cover an
area measuring at least ¥ feet
on each side.

Web Ride (Sp): A Yath-
chol webrider can travel
instantaneously be-
tween separate sections of

transport must begin.
and end in an area adja-
cent to or within web-
bing that covers at least
a J-foot-square. At Ist
level, the webrider can
move up to a total of 20
feet per day in this way. This 3
distance may be covered in a
single ride of 20 feet, or two .
rides of 10 feet each. Moves
shorter than 10 feet are possible, but
the distance covered in each move is rounded up

to the next 10-foot increment for the purpose of determining
how much movement potential has been used. The total distance
that a Yachthol webrider can move per day with the web ride
ability increases with her level, to 160 feet at 4th level, 320 feet
at 6th level, 640 feet at 8th level, and 1,280 feet at 10th level.
These extended distances can likewise be split among many web
rides, though the actual distance moved with each ride is rounded
up to the next 10-foot increment, as above,

TABLE 3—14: THE YATHCHOL WEBRIDER

_. A Tathchol wesrl:gér =
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Spider Climbing (Ex): Beginning at 2nd level, a Yachthol web-
rider can climb and tiavel on vertical surfaces and even traverse
ceilings as well as a spider does if she has her bare hands and feet
free for climbing. She has a climb speed of 20 feet and need not
make Climb checks to scale a surface.

Summon Spider (8p): When she reaches 2nd level, a Yathchol
webrider can summon a Large monstrous spider or spider swarm
once per day. This ability is the equivalent of a summion monster
1T spell (caster level § + Yachthol webrider level). At S'th level,
the webrider can summon a Huge monstrous spider as the equiv-
alent of a sumnion monster ¥ spell, and
at 9th level, she can summon a
. Gargantuan monstrous spider
as the equivalent of a
\ summon monster VII

~ spell. See the Monster
" .- Mannal for each
. spider’s statistics.
" Web  Blast
' (Su): At 3rd level,
b a Yathchol web-

rider can produce
a blast of hardened
webbing (range
60 feet) as a

twice per day. The

~ the webrider’s hand
"~ (or spinnerets, if any)
\ and speeds toward its
target. If the webrider suc-
ceeds at a ranged touch attack, the web
blast deals 4d6 points of bludgeoning damage
and forces the target to succeed on a Reflex save (DC 10 + web-
rider level + webrider’s Con modifier) or be stuck in place. A
stuck creature can attempt to break loose as a full-round action
by making either a DC 20 Strength check or a DC 25 Escape
Artist check, or it can take purely mental actions. No other
actions are possible while the creature is stuck. This ability is
usable four times per day at 7th level and six times per day at
10th level

Class Base Fort  Ref will

Level  Attack Bonus Save Save Save Special

1st +0 +0 +2 +0 Web hide, web ride (20 ft.)

2nd +1 +0 +3 +0 Spider climbing, summon spider (Large)

3rd +2 +1 +3 +1 Web blast (2/day) .
4th . +3 +1 4 +1 Web ride (160 ft.)

Sth ., +3 +1 o+ +1 Summon spider (Huge)

6th +4 - 42 +5 +2 Heb ride (320 ft.)

7th, +5 +2 +5 i Web blast (4/day)

8th +6 +2 +6 +2 Web ride (640 ft.)

Sth 1 +6 +3 +6 +3 Summon spider (Gargantuan) »
10th +7 +3 +7 +3 Web blast (6/day), weé ride (1,280 ft.)

3

standard action

webbing springs from’



" he Underdark eclipses nearly all surface-world loca-
tions in terms of the sheer power of its magic and
its alien and frightening psionics. Who doesn’t fear

the deity-channeled malice and might of Lolth’s clerics? Worse

yet are the mind flayers, whose psionic and magical superiority
over most other races is as terrifying as their sinister appetites.

Less well known, and therefore more mystérious, are the abo-

leths of the Lowerdark, which harbor secrets of ancient lore

within their alien, unfathomable minds.

Beyond what is generally known or rumored, the Underdark
shelters a wealth of strange power and magic. The long-hidden
deep Imaskari still know.spells that leveled kingdoms in ages
past. The gloamings and the slyths have abilities that few intel-
ligent creatures (even other Underdark races) understand. And
finally, there is the whispered rumor of node magic—a secret
lore that allows those with the proper training to channel power
from the earth itself.

Lore of the
underdark

Myriad are the paths to power, as the old archmages like to say,
and the Underdark is home to at least as many variant types
of magic as the surface world. Circle magic, rune magic, and
Shadow Weave magic (see Chapter 2 of the FORGOTTEN REALMS
Campaign Setting) all have their practitioners in the Realms
Below. Cooperative circle magic is favored by the grimlocks of

i
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Fingerhome. By combining their magical strength, a handful of
spellcasters may accomplish things together.that even the most
powerful of their féllows could not dream of achieving alone.
Rune magic is favored by the duergar, particularly in the Under-
dark city of Dunspeirrin. And the Shadow Weave—the pattern
formed by the negative space between the Weave’s strands—is a
secretive, shadowy magic that has gained many converts in the
Underdark, including the kuo-toa of LoobliShar.

Psionics are even more widely practiced in the Realms Below
than they are on the surface. The primary practitioners of such
powers are the duergar, the illithids, and the aboleths. Psionics
are detailed fully in the Psionics Handbook, although the Mon-
ster Manual describes a number of monsters with psionic abili-
ties by simply assigning them the appropriate spell-like abilities.

The Underdark also offers one other variant kind of magic
that is, for obvious reasons, available only below the earth. This
form of power is called node magic.

fraerzress and the
underdark

Many parts of the Underdark of Faertin are suffused with a
magical radiation that the drow call faerzress. A remnant of
the mighty forces that originally shaped the terrain of the
Underdark, faerzress distorts and interferes with certain types
of magic. .

The effects of faerzress on spells are not widely known
among surface-dwelling characters. Before a spellcaster attempts
a spell that would be affected by the Underdark’s magical condi-
tions, a DM may allow the character a DC 25 Knowledge
(arcana) or Knowledge (Underdark local) check to determine
whether he or she happens to know about the hazards.

Areas of faerzress can be found here and there throughout
the Underdark. The drow have long sought out places of power-
ful faerzress in which to raise their cities, since the magical radi-
ation helps to frustrate spying and protect against enemy
assaults. The magical energy can also be used in the construction
of various powerful magic items. '

Faerzress has the following effects.



‘Divinations: Every creature in an area affected by faerzress
receives a +4 bonus on Will saves against all divination spells,

‘including serying and greater serying spells.

Teleportation: Spells of the conjuration (teleportation) sub-
school do not work reliably over distances greater than 1 mile
when either the origin or the destination is within an area
affected by faerzress. -

A character who casts a felepors spell or uses an ability or
item that duplicates that effect must make a DC 35 Spellcraft
check. Success indicates that the spell works properly; failure
means that the teleporting character automatically suffers a
mishap, just as if He or she had rolled 100 on the table in the fele-
port spell description, followed by an “off-target” result.

A character using a normally infallible form of teleportation
magic (such as word of recall or greater teleport) must also make
a DC 25 Spellcraft check. Again, success indicates that the spell
works properly, and failure means the.character suffers a mishap
and an off-target result, as described above. . *

Node Magic

Node magic taps the natural pools and streams of power that
collect and run below the earth. This power is not visible to the
unpracticed eye, but those with the appropriate sensitivity know
that collection points called earth nodes are awash with power
that can increase the effects of spells and produce other magical
effects. Earth nodes are rare and cherished points in'the Under-
dark, and their discoverers jealously guard the knowledge of
them. However, many earth nodes that possess no natural outlet
to the greater tunnel systems of the Underdark remain undis-
covered, and others are simply unappreciated by the Underdark
creatures that live in or near them.

~ DETECTING EARTH NODES

The boundaries of an earth node are not visible to the naked eye,
but they can be detected. Any creature that comes within 30 feet
of the outermost layer of an earth node is entitled to a DC 20
Intelligence check, or 2 DC 20 Spellcraft check if she has the
Node Spellcasting feat. A successful check of either sort reveals
the source and direction of 4 concentration of earth power. Char-
acters with the Node Spellcasting feat recognize this power as an
earth node, though they cannot determine its extent, shape, or
class without physically mapping it. '

Earth nodes do not respect tunnel boundaries, mineral
deposits, open space, or solid rock. Some lie entirely within cav-
ernous hollows, while others are completely merged with solid
earth and stone. Onie portion of an earth node may lie within
a tunnel or cave, while other portions stretch into stone and
earth. Some earth nodes extend partially or even fully into the
surface world.

- EARTH NODE CLASS AND SIZE
The strenigth of an earth node is indicated by its class, a number
usually between 1 and 5. The higher the number, the more pow-
erful the earth node. Weak earth nodes are far more common
than strong ones; half of all earth nodes are Class 1, one-quarter
are Class 2; and most of the rest are Class 3 or Class 4.
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‘An earth node of Class 2 or higher actually consists of a nested
set of shells, or layers, equal in number to its class. For example, a
Class 1 earth node has one layer, while-a Class 4 node has four
layers. Each layer of a node has its own class rating, The innermost
shell has the highest rating, equal to that of the entire node. Each
additional layer has a class rating 1 point lower than the layer it
encases. For example, in a Class 4 node, the innermost Class 4 layer
is encased in a Class 3 shell of larger size, which is in turn sur-
rounded by a Class 2 layer, which is surrounded by a Class 1 layer.
See Diagram 4~1 for an example of a Class 3 earth node.

The size of an earth node is often, but not always, related to
its class, as shown on Table 4-1.

TaABLE 4—1I: EARTH NODES

Node

Class DC Layer Width Node Diameter

1 10! 5 to 30 feet 10 to 60 feet

B 15 10 to 40 feet 40 to 160 feet

3 20 20 to 80 feet 120 to 480 feet
4 ; 25 30 to 120 feet 240 to 960 feet

y 30 40 to 160 f eet 400 to 1,600 feet
6+ 35+ 50 to 200 feet 600 to 2,400 feet

‘

Node DC: This value is the base DC for checks made to
harness the node’s power (see Earth Node Powers, below).

Diagram 4—1: TypicaL Crass 3 EArTH NODE
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Layer Width: This value describes the thickness of each layer

in the node. For example, a typical Class 3 node might consist of

three layers, each 50 feet wide.

Node Diameter: This numerical range represents the overall
diameter of the node, from one outermost edge of its Class 1
shell to the exact opposite edge of the same shell. For example,
the Class 3 node mentioned above could be 300 feet in diameter.

EARTH NODE POWERS
An earth node’s overall class and the class values of its onionlike
layers have various implications. Except for the bonus an earth
node grants to effective caster level (see below), these powers are
available only to a character with the Node Spellcasting feat. A
character must be aware of the earth node in order to use any of
IS pOWers.

Bonus to Effective Caster Level: Any spellcaster can take
advantage of this most basic feature of the earth node. A spell-
caster standing within an earth node layer can attempt to add its
class to the effective caster level of any spell he casts. To succeed,
he must make a successful Intelligence check (DC = node’s base
DC + spell level) while casting the spell. (Making this attempt
does not change the spell’s casting time.) If the check fails, there
is no ill effect—the spell is simply cast at the character’s normal
caster level, If the check 'succeeds, the spellcaster adds the layer’s
class to his caster level for that spell. A character with the Node
Spellcasting feat may attempt a Spellcraft check instead of an
Intelligence check, at the same DG, for this purpose.

A spellcaster may choose to use less of the node’s power than
is available in order to lower the DC for the check. For example,
a spellcaster might choose to add only 2 levels to his effective
caster level in the center of a Class 4 node, thereby lowering the
DC from 25 + spell level to 15 + spell level.

A bonusto effective caster level strengthens spells—some
more than others. All effects dependent on caster level (such as

caster level checks, damage dice, duration, range, and the like)

are calculated according to the new caster level. For instance, if
a Sth-level wizard successfully uses node magic to enhance a fire-
ball in the center of a Class 3 node, the spell deals 8d6 points’of
damage because the spellcaster has an effective caster level of
8th (sth-level wizard + Class 3 node). The bonus to-effective
caster level does not allow spellcasters to exceed stated damage
caps or other spell maximums,

A spellcaster using an earth nede in this way must make a
separate check for each spell so modified.

Granted Spells: Earth nodes resonate with certain spells and
can make their power available to those who are sensitive to
node magic. Each earth node can grant a number of spells equal
to its class, with a maximum spell level equal to its class. For
instance, a Class 3 earth node can grant three spells of 3rd level
or below. A character with the Node Spellcasting feat can access
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any of a node’s granted spells that he is high enough in level to
cast normally. To make use of a node-granted spell, the charac-
ter must stand inside the node and attempt a Spellcraft check
(DC same as node’s base DG; see Table 4-1).

A character who prepares spells may prepare each of a node’s
granted spells that she can cast provided that she does-so while
within the node. No extra spell slots are granted; these spells®
must be prepared within the character’s normal allotment and in
the appropriate spell-level slots. The character must succeed on
a Spellcraft check for each spell so prepared (see above). Failure
indicates that the spellcaster cannot prepare that spell or
atteémpt to prepare any other node spells for 24 hours. Once pre-
pared, the node spell is treated like 2 normal spell prepared by
the character. If the spellcaster leaves the node, she can still cast
the spells she prepared there.

A spellcaster who does not prepare spells (such as a sor-
cerer) cannot use a node-granted spell outside the node. As
Iong as he remains within the node, however, he can use the
node-granted spell as if it were one of his spells known at the
appropriate spell leyel. No extra spell slots are granted; these
spells must be used within the character’s normal allotment.
The caster must attempt a Spellcraft check each time he tries
to use a node spell in thissway. (Making this attempt does not
change the spell’s casting time.) Failure indicates ‘that he
cannot usé that spell and may not attempt to use any of that
node’s spells for 24 hours.

Table 42 shows typical spells an earth node might grant.
For important earth nodes, customize the granted spells as
you wish.

TABLE 4—2°%
TypicAL EARTH NODE GRANTED SPELLS

Earth Node

Class/Max -  Example

Spell Level  Spell

1 Node lock’

2 Soften earth and stone

3 Node door?*

& Stoneskin .

5 " Wall of stone

6 Move earth

7 Earthquake

8 Excavate*

9 Elemental swarm (earth)
10+ Class 10+ nodes may exist but have never been

detailed. If you are using the rules from the
Epic Level Handbook, such nodes do exist, and
epic spells resonate with them.

1 New spells described in this chapter.

—-—*—-

earth Node Access variant

If the DM desires, a character with the Node Spellcasting feat check each time a Spellcraft check is normally called for. This
may substltute a Knowledge (religion) or a Knowledge (nature) variant allows clerics and druids more access to ear_th node power.

*
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Cache: A character with the Node Spellcasting feat can store
items in an earth node so that they are not readily visible, even
‘to those inside the node. A node can accommodate a number of
items equal to its earth node class, and no single item may be
larger than 10 cubic feet times its earth node class.

To store the item, the character must attempt a Spellcraft

* check (DC same as node’s base DC) while standing within the

node and touching the item to be stored. Failure indicates that
the item is not stored and the character cannot attempt to cache
that item again for 24 hours. Attempting to store an item
requires a standard action. :

A character attempting to store an item smaller than the
node’s maximum volume need not make use of the node’s full
value. For example, a spellcaster attempting to store an item

with a volume of 30 cubic feet in a Class ¥ node may choose to.

make the attempt against a DC of 20 (as though the node were
Class 3) instead of 30 (for a Class 5 node), since a Class 3 node
has enough capacity to store the object. \

Stored items disappear, taken up within the carth energy of
the node. While stored in this manner, the objects simply cease
to exist. If an earth node has reached its storage limit, no one can
store new items there. A character attempting to store an item
nstantly knows whether the earth node is full, although she does
not know what items are stored there if she is not the owner.
Living or intelligent creatures.can’t be'stored this way.

A character who has stored items in an earth node can
retrieve them from any earth node (not just the one she stored
them in) by making a Spellcraft check (DC same as DC needed to
store the object). Success places the item in the caster’s hand (if
the object is small enough) or next to the caster on the ground.
Attempting to retrieve a cached item requires a standard action.

A spellcaster other than the stored item’s owner may also
attempt to retrieve it, but only within the earth node where the
item was originally cached. To retrieve an item ‘stored by
another character, the salvager must make a Spelleraft check
(DC = node’s base DC + caster level of the original owner). Suc-
cess indicates that one of the original owner’s items cached
there (determined randomly) appears next to the salvager.

MINING AND OTHER MODIFICATIONS
. Characters capable of using node magic can modify earth nodes
in a variety of ways. For example, such a character could cus-
tomize a living space, or create a temple to a particular deity (or
ideal, or fiend), or open up an earth node that is completely coex-
istent with solid rock, or make any other physical modification
of the node’s space. -

Customization thust be done by the appropriate physical
means and takes the same amount of time that such a project
normally takes. Ensuring that the node remains magically
intact during the process requires a successful Spellcraft check
(DC = node’s base DC + 10) by an overseeing character with the

"Node Spellcasting feat when the customization is complete (or
after each week of an ongoing customization project). This
check represents the character’s attempt to mentally smooth
and reroute the earth flows in light of the new physical config-
uration. Each unsuccessful check permanently reduces the
node’siclass-by 1.

A
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PsioNIC CHARACTERS AND EARTH NODES
Psionic characters can also benefit from the discovery of carth
nodes, though some of the advantages they gain are different.
The feats and node-granted abilities below may be replaced by
the indicated psionic versions for use by psionic characters cre-
ated using the Psionics Handbook.

Node Spellcasting Feat: Node Manifestation feat (Prerequi-
site: Manifester level 1st). This feat allows a psionic character to
use earth nodes to full capacity.

Node Store Feat: Node Power feat (Prerequisites: Node Man-
ifestation, manifester level 1st). The manifester chooses two
powers. While in an earth node, he can freely manifest each of
these powers one extra time per day.

Metanode Spell Feat: Metanode Power feat (Prerequisites:
Node Manifestation, manifester level 1st). While the manifester
is in an earth node, his metapsionic power bump point costs are
lowered by an amount equal to the class of the earth node layer
he inhabits X2.

Bonus to Effective Caster Level: Ps:omc characters treat the
earth node as a crystal capacitor with a storage potential equal to
the node’s class. Characters with the Node Manifestation feat
treat the earth node as a erystal capacitor With a storage poten-
tial equal to the node’s class X2. Psionic characters must remain
in the node to access these power points. The earth node grants
these power points each da}f to a maximum number of psionic
characters equal to its earth node class. The node does not need
to recharge like a standard erystal capacitor does.

Granted Spells: Granted Powers. A psionic character with the
Node Manifestation feat gains access to a list of pewers whose
functions mirror those of the spells that the node can grant to
spellcasters.

Cache: Psionic Cache. A psionic character with the Node
Manifestation feat can cache items in the same way as spell-
casters can, except that a Psicraft check is rcquued instead of a
Spelleraft check. :

portals

Portals are a primary means of transportation into, out of, and
through the Underdark. Individual portals, pairs of perals, and entire
portal networks make nonlinear travel possible in many portions of
the Realms Below. To reach a cavern 100 miles away, a traveler
might make use of a porfal that leads to a distant rift thousands of
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miles away, travel a dozen miles toreacha different porsal network,
and then take a different porta/ to the desired destination.

Sometimes portals provide handy shortcuts past blocked or
dangerous tunnel systems, but portal routes aren’t always safer
than the mundane routes they replace. Seme porzals lead to dif-
ferent planes or horribly dangerous places, for reasons known
only to their creators.

Along major travel or trade routesin the Underdark, portals
are clearly marked by archways, columns, or piles of stones.
Carved or painted graffiti often adorns the area around a portal,
frequently providing cryptic information about either-the portal
itself or the inhabitants and environs on either side.

ADDITIONAL PORTAL @ALITIES
Portals with different qualities fulfill different species’ needs.
Some portals constructed in the Underdark were made specifi-
cally to address the requirements of nearby inhabitants.
" Lightloving races in the Underdark favor transparent,
impassable portals that open out to normally sunny vistas in the
Lands Above. Such a portal allows sunlight to filter through
without the oppressive heat.

In arid areas of the Underdark, a small, limited use, nonliv-
ing-only portal to the Elemental Plane of Water may provide
the only source of water for miles. Such a porsal could supply a
thriving humanoid settlement, complete with herds of rothé
and fungus fields. Destroying it would endanger many lives, and
creatures that rely so heavily on a portal for their sustenance
typically guard it heavily.

Other, stranger portals defy explanation. For example, a non-
living-only portal in one cavern near Fingerhome frequently lets
in snow from an area high in the Spine of the World.

Impassable: A portal with this feature acts as a window to
another place but does not allow passage. Impassable porfals can
be created at no extra cost.

Nonliving-Only: The opposite of creature-only porfals, non-
living-only pertals transport only inanimate matter. This feature
supersedes the general rule of porfals stating that unattended
objects cannot pass through a porfal. Making a portal nonliving-
only quadruples its cost.

Transparent: A transparent perfal looks much like a regular
doorway opening. Such a porfal can be transparent only in the
direction of travel, so a single porta/ that affords only unidirec-
tional travel is transparent from its origin to its destination, but

sample portal graffiti

On a portal leading to the Elemental Plane of Fire: “Don’t

forget the marshmallows!”

On a portal leading to the Elemental Plane of Water:
“Swimsuits optional. i

On ‘a portal leading to the Elememal Plane of Air: “The
next step’s a doozy!”

“Abandon hope all ye who enter here.”

“We killed the dragon!” .

“Krusk was here.”
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“For a good time, call a cleric of Sharess 2

Near a portal to a kuo-toa realm: “Seachildren smel] like
flowers!” (An obvious insult.)

“Mind flayers say: Wizards taste better.”

Underneath and in a different handwriting: “So true!”

“Your mother was a dragon and your father was an ooze.”

“In Memoriumr Regdar.”

“Portals and mead don’t mix.”
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there is no visible effect at all at the destination point. Making
a porfal transparent adds 50,000 gp to its cost. -

PORTAL SEEPAGE

A newly-created portal functions well and sustains a solid barrier
between its origin and destination points. As centuries or millennia
pass, however, a portal can decay or malfunction (see FORGOTTEN
REALMS Campaign Setting for information on malfunctioning
portals). In addition to malfunctions, portal seepage may occur in
older portals. When this phenomenon occurs, qualities of the
portals destination side start to soak into its origin side;

When a portal'seeps, the planar traits described in Chapter ¥
in the Dungeon Master’s Guide begin to affect the surround-
ing area. The rate can vary, but the area covered by the seepage
averages a Y-foot radius around the porsa/ per 100 years of age.

New Domalns .

This section presents three new domains: Balance, Porta/, and
Watery Death. Balance and Porfa/ are standard domains avail-
able to clerics who worship the appropriate deities. The Portal
domain described here is an alternative version that replaces the
domain of the same name in the FORGOTTEN REALMS Campaign
Setting for Underdark-centered campaigns, The third domain
(Watery Death) is a prestige domain.

Access to a prestige domain is limited to characters who take the
prestige classes that grant them. For example,’a Sea Mother whip
gains access to the Watery Death prestige domain (and its granted
power) at 1st level. If she has cleric levels, she gains the Watery
Death domain as a third domain. She may choose her domain spell
at each spell level from any of her three domains, as desired, but the
total number of spells she can cast per day does not increase.

An ™ or "appearing at the end of a spell’s name in the spell
lists denotes a spell with a material or focus component, respec-
tively, that is not normally included in a spell component pouch.
An ¥ denotes a spell with an XP component paid by the caster,
An asterisk (*) denotes a new spell described in this chapter.

salance pomain

Deities: Grumbar, Oghma, Ubtao, Waukeen.

Granted Power: Once per day, as a free action, you may add your
Wisdom modifier to your Armor Class. This bonus lasts for 1
round per cleric level.

BALANCE DOMAIN SPELLS
1 Make Whole: Repairs an object.
2 Calm Emotions: Calms creatures, negating emotion effects.

e e U O e e e

3 Clarity of Mind": Grants +4 bonus on saves against charm,
compulsion, and glamer spells; reduces glamer miss chance by
10%.

4 Dismissal: Forces a creature to return to native plane.

§ Sanctuary, Mass™ One touched creature/2 levels can’t be
attacked, and can’t attack.

6 Banishment: Banishes 2 HD/level of extraplanar creatures.

7 Word of Balance®: Kills, paralyzes, weakens, or nauseates non-
neutral creatures.

8 Protection from Spells ¥ *: Confers +8 resistance bonus.

9 Weighed in the Balance®: Harms or heals creatures within 30
feet of you.

portal pomain (Alternative)

Deities: Eilistrace, Shaundakul.
Granted Power: You gain Portal Sensitive as a bonus feat.

PORTAL DOMAIN (ALTERNATIVE) SPELLS
Portal Stabilization*: Stabilize malfunctioning pertal for 1
‘min/level.

Analyze Portal (FRCS): Find and study portals in your area.
Portal View": Turns target porfa/ transparent.

Dimension Door: Tel_epérts you short distance.

Portal Barricade™: Closes porza/ and prevents it from func-
tioning for 1 hour/level. ' :

6 Portal-to-Portal Redirect™ Changes destination of porsa/ for 1
hour/level. '

[y
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* 77 Etherealness: Travel to Ethereal Plane with companions.

8 Portal Reformat® *: Removes or adds one or more keys to
portal. 3
9 Gate *: Connects two planes for travel or summoning.

watery peath prestige
pomain

Deities: Blibdoolpoolp, Umberlee.

Granted Power: You gain the ability to smife any nonaquatic
creature once per day with one normal melee attack. You add
your Wisdom bonus to your attack roll and deal 1 extra point of
damage per divine spellcaster level.

WATERY DEATH PRESTIGE DOMAIN SPELLS
1 Entangle: Plants entangle everyone in 40-ft. radius.
2 Mark of the Outcast™: Subject takes —7 penalty on Bluff and
Diplomacy checks and —2 penalty to AC.
3 Control Water: Raises or lowers bodies of water.
4 Rushing Waters”; Wave makes bull rush attack.

- underdark and core pDsD

If you're using this book in a core D&D campaign, the following deities can grant the domains described here.

Domain Deities 3
Balance Fharlanghn, Obad-Hai.

Domain Deities _
Portal  Fharlanghn, Lolth, Moradin, Vecna, Wee Jas.
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5 Dehydrate®; Deals Con damage to target.

6 Drowa™: Target immediately begins to drown.

7 Contagious Fog": 30-ft-radius cloud of fog inflicts disease.
8 Horrid Wilting: Deals 1d6/level damage within 30 ft.

9 Drown, Mass™ As drown, but affects 1/level subjects.

New. spells

Spellcasters in the Underdark have been developing new spells
for millennia. Most of these spells have never been encountered
in' the Lands Above.

An ™ or Fappearing at the end of a spell’s name in the spell
lists denotes a spell with a material or focus component, respec-
tively, that is not normally included in a spell component pouch.
An * denotes a spell with an XP component paid by the caster.

assassin spells

3RD-LEVEL ASSASSIN SPELLS

Amorphous Form: Subject becomes puddlelike and can slip
through cracks quickly.

sard spells

O-LEVEL BARD SPELLS
Stick: Glues an object weighing § pounds or less to a larger object.

2ND-LEVEL BARD SPELLS

Reflective Disguise: Viewers see you as their own species and ,

gender.

_4TH-LEVEL BARD SPELLS

Portal View": Turns target portal transparent.
Wall of Dispel Magic: Creatures passing through a transparent
wall become subjects of targeted dispel magic.

STH-LEVEL BARD SPELLS
Reflective Disguise, Mass: Viewers see subjects as their own
_ species and gender.
Wall of Greater Dispel Magic: Creatures passing through a trans-
parent wall become subjects of targeted greater dispel magic.

Blackguard spells

1sT-LEVEL BLACKGUARD SPELLS
Mark of the Outcast: Subject takes —5 penalty on Bluff and
Diplomacy checks and —2 penalty to AC.

2ND-LEVEL BLACKGUARD SPELLS
Clarity of Mind: Grants +4 bonus on saves against charm, compul-
sion, and glamer spells; reduces glamer miss chance by 10%.

cleric spells

2ND-LEVEL CLERIC SPELLS
Mark of the Outcast: Subject takes —5 penalty on Bluff and
Diplomacy checks and —2 penalty to AC.

MAGIC AND SPELLS
e —

3RD-LEVEL CLERIC SPELLS
Blindsight: Grants blindsight to a range of 30 ft.
Burrow: Grow claws and gain burrow speed of 10 ft.
Locate Node *: Finds closest earth node in 1 mile/level radius,

41H-LEVEL-CLERIC SPELLS

Stone Metamorphosis: Changes type of stone.

YTH-LEVEL CLERIC SPELLS
Stone Shape, Greater: Sculpts 10 cu. ft +10 cu. ft ,f’level of stone
into any shape.
Wall of Dispel Magic: Creatures passing through a transparent
wall become subjects of targeted dispel magic.

6TH-LEVEL CLERIC SPELLS
Stone Metamorphosis, Greater: Changes 10 cu. ft. + 10 cu. ft.
level of stone into another type of stone.

8TH-LEVEL CLERIC SPELLS
Wall of Greater Dispel Magic: Creatures passing through a trans-
parent wall become subjects of targeted greater dispel magic.

pruid spells

1sT-LEVEL DRUID SPELLS
Camouflage: Grants +10 bonus on Hide checks.

2ND-LEVEL DRUID SPELLS
Blindsight: Grants blindsight to a range of 30 ft.
Burrow: Grow claws and gain burrow speed of 10 ft.
Locate Node.": Finds closest earth node in 1 mile/level radius.
Mark of the Outcast: Subject takes —5 penalty on Bluff and
Diplomacy checks and —2 penalty to AC.

- 3RD-LEVEL DRUID SPELLS
Node Door: Allows teleportation between any known earth nodes.
Spiderskin: Subject gains increasing bonus to natural armor
bonus, saves against poison, and Hide checks.

4TH-LEVEL DRUID SPELLS
Stone Metamorphosis: Changes type of stone.

STH-LEVEL DRUID SPELLS
Rushing Waters: Wave makes bull rush attack. :
Stone Shape, Greater: Sculpts 10 cu. ft. + 10 cu. ft./level of stone
into any shape.
Wall of Dispel Magic: Creatures passing through a transparent
wall become subjects of targeted dispel magic.

6TH-LEVEL DRUID SPELLS
Burrow, Mass: As burrow, but affects 1/level subjects.
Drown: Target immediately begins to drown.
Stone Metamorphosis, Greater: Changes 10 cu. ft. + 10 cu. ft/
level of stone into another type of stone.

7TH-LEVEL DRUID SPELLS
Changestones " Prepared stones become liths.

[E°]
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Word of Balance: Kills, paralyzes, weakens, or nauseates non-
neutral creatures,

'8TH-LEVEL DRUID SPELLS
Wall of Greater Dispel Magie: Creatures passing through a trans-
parent wall become subjects of targeted greater dispel magic.

9TH-LEVEL DRUID SPELLS
Drown, Mass: As drown, but affects 1/level subjects.
Undermaster *; You gain carth-related spell-like abilities.

Harper scout spells

1sT-LEVEL HARPER SCOUT SPELLS
Camouflage: Grants +10 bonus on Hide checks.

2ND-LEVEL HARPER SCOUT SPELLS
Burrow: Grow claws and gain burrow speed of 10 ft.
Clarity of Mind: Grants +4 bonus on saves against charm, compul-
sion, and glamer spells; reduces glamer miss chance by 10%.

3RD-LEVEL HARPER ScoUT SPELLS

Tremorsense: Grants tremorsense to a range of 30 feet.

4TH-LEVEL HARPER S€OUT SPELLS
Burrow, Mass: As burrew, but affects 1/level subjects.
Darkvision, Mass: As darkvision, but affects 1/level subjects.

paladin spells

2ND-LEVEL PALADIN SPELLS
Clarity of Mind: Grants +4 bonus on saves against charm, com-
pulsion, and glamer spells; reduces glamer miss chance by 10%.

prime underdark guide spells

1s1-LEVEL PRIME UNDERDARK GUIDE
SPELLS

Stick: Glues an objec.t weighing § pounds or less to a larger object.

2ND-LEVEL PRIME UNDERDARK GUIDE SPELLS

Burrow: Grow claws and gain burrow speed of 10 ft.

Reflective Disguise: Viewers see you as their own species and
gender.

3RD-LEVEL PRIME UNDERDARK GUIDE SPELLS
Amorphous Form: Subject becomes puddlelike and can slip
through cracks quickly.

41H-LEVEL PRIME UNDERDARK GUIDE SPELLS

Burrow, Mass: As burrow, but affects 1/level subjects.

Darkvision, Mass: As darkvision, but affects 1/level subjects.

Deeper Darkvision: Subject can see 60 ft. in magical darkness.

Reflective Disguise, Mass: Viewers see subjects as their own
species and gender. ;

RQNgEr spells

1sT-LEVEL RANGER SPELLS
Camouflage: Grants +10 bonus on Hide checks.

2ND-LEVEL R ANGER SPELLS

Burrow: Grow claws and gain burrow speed of 10 ft.

3RD-LEVEL RANGER SPELLS

Tremorsense: Grants tremorsense to a range of 30 feet.

41H-LEVEL RANGER SPELLS
Burrow, Mass: As burrew, but affects 1/level subjects.
Darkvision, Mass: As darkvision, but affects 1/level subjects.

sorcecer/wizard spells
O-LEVEL SORCERER/WIZARD SPELLS

Trans Stick: Glues an object weighing 5 pounds or less to 4 larger
object.

1sT-LEVEL SORCERER/WIZARD SPELLS
Conj Hail of Stone ™: Stones deal 1d4 points of damage/level to
creatures'in the area (max 5d4).

2ND-LEVEL SORCERER/WIZARD SPELLS
Abjur Node Lock: Deters others from using an earth node’s

powers.

Div  Locate Node : Finds closest earth node in 1 mile/level
radius.

Illus ‘Reflective Disguise: Viewers see you as their own species
and gender.

Trans Blindsight: Grants blindsight to a range of 30 ft.
Burrow: Grow claws and gain burrow speed of 10 ft.

3RD-LEVEL SORCERER/WIZARD SPELLS
Abjur Eradicate Earth: Deals 1d8 points of damage/level to
earth creatures (max 10d8).
Conj Node Door: Allows teleportation between any known
earth nodes.
Trans Amorphous Form: Subject becomes puddlelike and can
slip through cracks quickly.
Deeper Darkvision: Subject can see 60 ft. in magical dark-
ness.
Spiderskin: Subject gains increasing bonus to natural
armor bonus, saves against poison, and Hide checks.
Tremorsense: Grants tremorsense to a range of 30 feet.

4TH-LEVEL SORCERER/WIZARD SPELLS
Conj Viscid Glob: Ranged touch attack hurls 5-ft.-diameter glob
‘of glue at target. = '
Div  Portal View " Turns target portal transparent,
Y TH-LEVEL SORCERER/WIZARD SPELLS
Abjur Wall-of Dispel Magic: Creatures passing through a trans-
parent wall becomes subjects of targeted dispel magic.
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Evoc Stone Sphere: 5-ft.-diameter stone sphere rolls over your
enemies.

6TH-LEVEL SORCERER/WIZARD SPELLS
Conj Tunnel Swallow: Tunnels peristaltic convulsions deal 1d6
points of damage/level (max 15d6).
Illus Reflective Disgunise, Mass: Viewers sce subjects as their
* own species and gender.
Trans Mineralize Warrior ™*: Grants willing subject the mineral
warrior template,
Burrow, Mass: As burrow, but'affects 1/level subjects.
Darkvision, Mass: As darkuision, but affects 1/level subjects.
Stone Metamorphosis: Changes type of stone.

MAGIC AND SPELLS
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Stone Shape, Greater: Sculpts 10 cu. ft. + 10 cu. ft ,*’ level of
stone into any shape.

8TH-LEVEL SORCERER/WIZARD SPELLS
Abjur Wall of Greater Dispel Magic: Creatures passing through
a transparent wall become subjects of targeted greater
dispel magic. ‘ ¥ .
Trans Excavate: Creates a permanent passage in earth and walls.
Stone Metamorphosis, Greater: Changes 10 cu. ft. + 10 cu. ft./
level of stone into another type of stone.

9TH-LEVEL SORCERER/WIZARD SPELLS
Conj Node Genesis *; Creates a Class 1 earth node.
Trans Undermaster : You gain earth-related spell-like abilities.

7TH-LEVEL SORCERER/WIZARD SPELLS

Trans Changestones ": Prepared stones become liths.

spell
DESCrI pnons

The following spells are common in the
Underdark. They are presented in alpha-
betical order.

If you use rules from the Psionics
Handbook, all the earth node-related spells
described below can also be used as psionic
powers of the Clairsentience discipline.

AMORPHOUS FORM
Transmutation
Level: Assassin 3, prime Underdark
guide 3, sorcerer/wizard 3
Components: S, M/DF
Casting Time: 1 standard action
Range: Touch
Target: Willing corporeal creature
touched
Daration: 1 minute/level (D)
Saving Throw: Will negates (harmless)
Spell Resistance; Yes (harmless)

The subject and all its gear become amor-
phous.and oozelike. This new form is bone-
less and fluid, enabling the subject to pass
through holes or narrow openings as small
as 2 inches in diameter. While amorphous,
the subject is immune to poison, polymor-
phing, and stunning, it cannot be flanked,
and it is not subject to critical hits. It gains
a swim speed (if it doe$ not have one
already) equal to its land speed. The subject
can remain submerged as long as desired
without breathing.

The subject’s armor (including natural
armor) becomes worthless, though its mod-

ifiers for size, Dexterity, and deflection

still apply to Armor Class, as do armor
bonuses from force effects (for example,
from the mage armor spell). While amor-
phous, the subject can’t attack or cast spells
that require verbal, somatic, material, or
focus components. (This limitation does
not rule out the casting of any spells that
the subject may have prepared using the
metamagic feats Eschew Materials, Silent
Spell, and Still Spell.) The subject loses all
supernatural abilities while in amorphous
form, and its magic items cease function-
ing as long as it remains amorphous.

Arcane Material Component: A pinch .

of gelatin.

BLINDSIGHT
Transmutation
Level: Cleric 3, druid 2, sorcerer/wizard 2
Components: V, S
Casting Time: 1'standard action
Range: Touch
Target: Creature touched
Duration: 1 minute/level
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

This spell grants the subject the blind-
sight ability to a range of 30 feet. (For
details, see Blindsight in the DUNGEON
MASTER's Guide or Monster Manual).

This spell supersedes the version from
Magic of Faerdn.

BURROW
Transmutation
Level: Cleric 3, druid 2, Harper scout 2,
prime Underdark guide 2, ranger 2,
sorcerer/wizard 3
Components: V, S, F/DF
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Casting Time: 1 standard action
Range: Touch

Target: Creature touched

Duration: 1 minute/level (D)

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

The subject’s hands sprout claws as hard
as stone. It can use these claws to burrow
through earth, sand, clay, and gravel (but
not solid rock), excavating with enongh
speed to move through the earth at a
speed of 10 feet, much like a badger.

The subjéct can use the claws as weap-
ons that deal 1d6 points of damage. If its
normal unarmed damage is greater than
1d6, the damage does not change. The
subject is considered armed while this
spell is in effect.

Arcane Focus: A claw from a burrow-
ing creature.

This spell supercedes the version from
Races of Faeriin.

BUrrROW, M ASS
Transmutation
Level: Druid 6, Harper scout 4, prime
Underdark guide 4, ranger 4, sor-
cerer/wizard 6
Targets: One creature/level, no two of
which can.be more than 30 ft. apart

This spell functions like burrow, except
that it affects multiple creatures.

CAMOUFLAGE
Transmutation
Level: Druid 1, Harper scout 1, ranger 1
Components: V, S '
Casting Time: 1 standard action

’

.
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Range: Personal
Target: You

‘Duration: 10 minutes/level

You change the coloring of your skin and
clothing to match the enyvironment
around you. Throughout the duration of
the spell, your coloration changes
instantly to match the background of any
new environment you enter, with no
effort on your part. This effect grants you
a +10 circumstance bonus on Hide checks.

CHANGESTONES

Transmutation

Level: Druid 7, sorcerer/wizard 7

Components: V, S, F

Casting Time: 1 full-round
action

Range: Touch

Target: Prepared stones touched

Duration: 1 hour/level (D)

Saving Throw: None

Spell Resistance: No

When you place specially pre-
pared stones on the ground and
speak a command to conclude
the casting of this spell, the
stones transform into creatures
that look and fight just like liths
(see Chapter 6). These stone-
born creatures are not true liths,
however; they cannot converse
with actual liths or use any of a
lith’s psionic powers. '

These stone-born liths defend
you and obey any spoken com-
mands. When reduced to O or
fewer hit points, a stone-born
lith erumbles to powder, and the
prepared stone used to create it
is destroyed. Otherwise, the
stone-born liths revert to pre-
pared stones when the duration
of the spell expires, and these stones can
be used as the focus for another casting
of the spell. The stone-born liths are
always at full strength when created,
despite any damage they may have taken
the last time they appeared.

You can prepare up to one stone per
four castér levels, to a maximum of five
stones at 20th level. A stone can remain
prepared indefinitely; the spell isn’t actu-
ally cast until you complete it by chang-
ing the stone into a lith.

————
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Focus: The requisite nurhber of stones,
which must be specially prepared. The
materials for polishing and smoothing
each stone cost 200 gp. Once the stones
are prepared, you must perform a rite of
purification that requires- one day per
stone. You cannot adventure or engage in
any other strenuous activity during the
purification process.

CLARITY OF MIND
Abjuration
Level: Balance 3, blackguard 2, Harper
scout 2, paladin 2
Components: V, S, DF
Casting Time: 1 standard action

A camouflaged gray dwarf ranger amwaits bis prey.

Range: Touch

Target: Living creature touched
Dauration: 1 hour/level

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

You grant the subject a +4 insight bonus
on saving throws against all spells with the

charm, compulsion, or glamer descriptors. -

Clarity of mind also reduces any miss
chance the target might have when
attacking an opponent that has conceal-
ment from a glamer spell (such as dlur
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and displacement) by 10%. Thus, a subject
that attacks an opponent protected by a
displacement spell suffers only a 40% miss
chance, instead of the customary 50%.

Coxracious FoG
Conjuration (Creation)
Level: Watery Death 7
Components: V, S, DF
Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Effect: Cloud spreads in a 30-ft. radius,

20 ft. high

Duration: 1 round/level
Saving Throw: See text
Spell Resistance: Yes

This spell generates a damp
miasma of disease-filled fog sim-
ilar to a fog ¢lond. Each round
. that a creature is within the fog,
it-must make a Fortitude save or
contract a disease equivalent to
the shakes (see Disease in the
Dungeon Master’s Guide), which
strikes immediately (no incuba-
tion period). A creature afflicted
with this disease takes 1d8 points
of Dexterity damage immedi-
ately, and each day that the dis-
ease persists, it must make a DC
13 Fortitude save or take
another 1d8 points of Dexterity
damage.

Like cloudkill, the contagious
fog moves away from you at 10
feet per round, rolling along the
surface of the ground or water.
(Figure out the cloud’s new spread
each round based on its new
center, which is 10 feet farther
away from the point of origin
where you cast the spell.) Because
the vapors are heavier than air,
they sink to the lowest level of
the surface over which they move, pour-
ing down sinkhole openings, and even
down through minute cracks. Contagious
fog cannot penetrate liquids, nor can it be
cast underwater.

DARKVISION, M ASS
Transmutation
Level: Harper scout 4, prime Underdark
guide 4, ranger 4, sorcerer/wizard 6
Targets: One creature/level, no two of
which can be more than 30 ft. apart
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This spell functions like darkvision,
except that it affects multiple creatures.

DEEPER DARKVISION

Transmutation '
Level: Prime Underdark guide 4, ranger

4, sorcerer/wizard 3
Compolnents:tv; S, M
Casting Time: 1 standard action
Range: Touch ‘
Target: Creature touched
Duration: 1 hour/level
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

The subject gains the ability to see 60 feet
m total darkness and even magical dark-
ness (such as might be created by a black-
light or deeper darkness spell). Deeper
darkuvision 15 black and white only but
otherwise similar to normal sight.

Material Component: A pinch of dried
carrot or an agate.

DEHYDRATE
Necromancy
Level: Watery Death §
Components: V, S, DF °
Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Target: One living creature
Duration: Instantaneous
Saving Throw: Fortitude negates
Spell Resistance: Yes

You afflict the target with a horrible, des-
iccating curse that deals 1d6 points of Con-
stitution damage, plus 1 additional point of
Constitution damage per 3 caster levels, to
a maximum of 1d6+¥ at 15th level. Oozes,
plants, and creatures with the aquatic sub-
type are more susceptible to this spell than
other targets. Such a creature takes 1d8
points of Constitution damage, plus 1 addi-
tional point of Constitution damage per 3
caster levels, to the same maximum.

DrowN
Conjuration (Creation) [Water]
Level: Druid 6, Watery Death 6
Components: V, S, DF
Casting Time: 1 standard action
Range: Close (25 ft. + § ft./2 levels)
Target: One living creature
Duration: Instantaneous
Saving Throw: Fortitude negates
Spell Resistance: Yes .

__+_—
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You create water in the lungs of the sub-
ject, causing it to begin drowning. The
subject’s hit points immediately ‘drop to
0, and it falls unconscious. In the next

. round, it loses another hit point (bringing

its hp to —1) and is dying. In the follow-
ing round, it dies. (For details on drown-
ing, see the Drowning rule in the
Dungeon Master's Guide.)

Coughing and other attempts by the
subject to physically expel the water
from its lungs are useless. However,
another creature can stabilize the subject
with a DC 15 Heal check before death.

Undead, constructs, creatures that do
not need to breathe, and creatures that
can breathe water are unaffected by this
spell. '

DrowN, Mass
Conjuration (Creation) [Water]
Level: Druid 9, Watery Death 9
Targets: One or more creatures, 1o two of
which can be more than 30 ft. apart

This spell functions like drown, except
that it affects multiple creatures.

-ERADICATE EARTH
Abjuration [Earth]
Level: Sorcerer/wizard 3
Components: V, S, M
Casting Time: 1 standard action
Range: 40 feet
* Area: 40-ft-radius burst, centered on you
Duration: Instantaneous
Saving Throw: Fortitude half
Spell Resistance: Yes

A burst of force radiates from you, seis-
mically damaging all earth creatiires
nearby. Any creature with the earth sub-
type that is within the area of the spell
takes 1d8 points of damage per caster
level (maximum 10d8). Creatures with-
out the earth subtype are unaffected.
Material Component: A small stone,

EXCAVATE

Transmutation
Level: Sorcerer/wizard 8
Components: V, S, M
Casting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Effect: One 5-ft.-by-8-ft. opening, 1 ft./

level deep .
Du;ation: Instantaneous
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Saving Throw: None
Spell Resistance: No

As with passwall, you create a passage
through wooden, plaster, or stone walls,
but not through metal or othér harder
materials. If the wall’s thickness is more’
than 1 foot per-caster level, then a single
excavate spell simply makes a niche or
short tunnel with the stated dimensions.
Several excavate spells can be used in suc-
cession to breach very thick walls by form-
ing a continuing passage. Unlike passwall,
excavafe is an instantaneous effect that
does not end and cannot be dispelled; any
passage it creates is permanent.

Material Component: A pinch of exca-
vated earth.

HAIL OF STONE
Conjuration (Creation) [Earth]
Level: Sorcerer/wizard 1
Components: V, S, M
Casting Time: 1 round
Range: Medium (100 ft. + 10 ft/level)
Area: Cylinder (§-ft. radius, 40 ft. high)
Duration: Instantaneous
Saving Throw: None
Spell Resistance: Yes

You create a rain of stones that deal
damage to creatures and objects they
strike. Make a ranged attack roll (not
ranged touch) against every creature and
relevant object in the spell’s area. Your
bonus for this attack roll is equal to your
caster level plus your relevant ability
modifier (Intelligence for wizards or
Charisma for sorcerers). A successful hit
deals 1d4 points of damage per caster
level, to a maximum of Fd4.

Material Component: A piece of jade
worth at least ¥ gp. '

LocaTE NODE

Divination [Earth]
Level: Cleric 3, druid 2, sorcerer/wizard 2
Components: V, 8, F/DF :
Casting Time: 1 standard action
Range: 1 mile/level (see text)
Area: Circle, centered on you, with a

radius.of 1 mile/level (see text)
Duration: 1 minute/level
Saving Throw: None
Spell Resistance: No
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You sense the direction of any earth node
within range. You can choose ‘to locate
either the nearest node or a specific node
you have visited before. (In the latter case,
the range is 2 miles/level and the area is a
ccircle, centered on you, with a radius of 2
miles/level.) ¢

The spell is blocked by even a thin
sheet of lead, and it cannot detect nodes
protected by a #ode lock spell.

Arcane/Divine Focus: A pebble found
in an earth node. '

MARK OF THE QUTCAST
Necromancy
Level: Blackguard 1, cleric 2, druid 2,
Watery Death 2
Components: V, S, DF
Casting Time: 1 standard action
Range: Close (25 ft. + § ft./2 levels)
Target: One creature
Duration: Permanent
Saving Throw: Will negates
Spell Resistance: Yes

This spell creates an indelible mark on
the target’s face (or other upward body
part, if the subject doesn’t have a head).
The mark 15 visible to normal vision, low-
light vision, and darkvision. The wearer
of such a mark takes a -3 circumstance
penalty on Bluff and Diplomacy checks
and a —2 penalty to Armor Class.

The mark cannot be dispelled, but it can
be removed with a break enchantment, lim-
ited avish, miracle, remove curse, or wish spell.

MINERALIZE W ARRIOR
Transmutation [Earth]
Level: Sorcerer/wizard 6
Components: V, S, M, XP
Casting Time: 1 hour
Range: Touch
Target: One humanoid
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No®

You infuse a willing humanoid with min-
erals and an elemental spirit of earth.
The subject may have no more Hit Dice
than you do, and it must be restrained in
a coffinlike enclosure of stone fi or the
duration of the casting. (Thus,® you
cannot be the subject of your own spell.)

Upon completion of the spell, the sub-
ject isishot through with minerals and
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gains the mineral warrior' template (see
Chapter 6). The minerals give its body
the look of a petrified creature, though it
retains its normal freedom of movement.

The newly created mineral warrior is
under compulsion to serve you for a year
and a day, after which time it is free to go
its own way. No matter how many times
you use this spell or other spells that grant
you control of creatures with the earth sub-
type, you can control only 2 Hit Dice
worth of mineral warriors per caster level.
If you try to control mineral warriors in
excess of your limit, you gain control of
the new creatures normally, but some of
the ones from previous castings are
released from their compulsion until your
total controlled mineral warriors is equal
to or below your limit. (You choose the spe-
cific creatures that are released.)

Material Component: Gemstones and
other expensive minerals worth at least 700
gp per HD of the mineral warrior created.

XP Cost: 250 XP per HD of the min-

eral warrior created.

NobE Door
Conjuration (Teleportation) [Earth]
Level: Druid 3, sorcerer/wizard 3
Components: V
Casting Time: 1 standard action
Range: Varies (see text)

Target: You and touched objects or other
totiched willing creatures weighing
up to 50 lb./level

Duration: Instantaneous

Saving Throw: None and Will negates
(object)

Spell Resistance: No and Yes (object)

You instantly transfer yourself from your
current earth node to any other earth node
you have visited. You always arrive exactly
at the spot desired—whether by simply visu-
alizing the area or by describing your desti-
nation (for example, “the earth node that
serves the kuo-toa as a secret temple to Blib-
doolpoolp”). After using this spell, you can’t
take any other actions until your next turn.

If you arrive in an earth node that is
already partially occupied by a newly
added object, you arrive in the closest

clear space in that node. If the earth node

1s completely filled or has been destroyed
by any means, you bounce to the next
closest earth node (determined randomly
or by the DM). Each such “bounce” deals
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you and any who accompany ' you 2d6

* points of damage.

Special: You must have the Node
Spellcasting feat to cast this spell.

NODE GENESIS
Conjuration (Creation) [Earth]
Level: Sorcerer/wizard 9
Components: V, S, XP
Casting Time: 1 tenday (8 hours/day)
Range: Touch
Effect: One Class 1 earth node with a

20-ft. diameter
Duration; Instantaneous.
Saving Throw: None
Spell Resistance: No

You can cast this spell.only while you are
on or under the surface of the earth. The
spell’s energy reroutes local ley lines and
telluric currents, precipitating the cre-
ation of a Class 1 earth node. The new
node is 20 feet in diameter, centered on
and emanating from the point touched.
The rough boundary of the new earth
node may enclose a hollow space, an area
of solid rock, or a combination of materi-
als, If node genesis is cast on the surface of
the earth, at least a portion of the earth
node must be contiguous with the natural
ground. You have some leeway in deter-
mining the initial shape of your earth
node’s outer houndary—it doesn’t have to
be a perfect sphere, though no portion of
its volume can be less than 3 cubic feet.

The newly generated earth node
retains its Class 1 status for one year.
Thereafter, its diameter increases at a
rate of 20 feet per year, until it eventu-
ally reaches a diameter equal to 20 feet
per caster level you possessed at the time
of casting. When the node’s diameter
reaches the low end of the range for the
next higher class (see Table 4-1), its class
increases by +1. For example, a Class 1
node becomes Class 2 when its diameter
reaches 40 feet, and Class 3 when its
diameter reaches 120 feet.

Earth nodes you create with this spell
are automatically considerer} node locked
by you. They are otherwise just like natu-
ral earth nodes and subject to destruction
in the same ways.

XP Cost: 5,000 XP.

Special: You must have the Node
Spellcasting feat to cast this spell.



NobE Lock

Abjuration [Earth]
Level: Sorcerer/wizard 2
Components: V, S :
Casting Time: 1 standard action
Range: Close (25 ft. + § ft.,/2 levels)
Target: One earth node
Duration: Permanent
Saying Throw: None
Spell Resistance: No e
A node lock spell cast upon an earth node
magically “locks” it against others who
might wish to use its power. You can affect
an earth node whose class is equal to one-
half your caster level or less. For any
caster except you, the #ode lock adds +15 to
each Spellcraft DC associated with the use
of the node’s standard powers. A successful
dispel magic breaks the node Jock.

Special: You must have the Node
Spellcasting feat to cast this spell.

PORTAL BARRICADE
Transmutation
Level: Portal (alternative) ¥
Components: V, S, DF
Casting Time: 1 standard action
Range: Close (25 ft + 7 ft,/2 levels)
Target: One portal
Duration: 1 hour/level (D).
Saving Throw: None
Spell Resistance: No

Portal barricade temporarily closes a
portal and prevents it from functioning
for the duration of the spell. Anock spells,
chimes of opening, and similar effects
cannot end or suppress a portal barricade,
though dispe/ magic can negate it.

PORTAL STABILIZATION
Transmutation
Level: Portal (alternative) 1
Components: V, S, DF
Casting Time: 1 round
Range: Close (25 ft. + ¥ ft./2 levels).
Target: One portal
Duration: 1 minute/level
Saving Throw: None
Spell Resistance: No

You temporarily stabilize a malfunction-
ing portal, making it safer for use. Any
time the porfa/ is activated during the
duration of this spell (or immediately, if

it is continuously active), add +30% to

MAGIC AND SPELLS
e —

the required roll on Table 2-2: Portal
Malfunction in the FORGOTTEN REALMS
Campaign Setting.

- PORTAL-TO-PORTAL
REDIRECT

Transmutation

Level: Portal (alternative) 6
Components: V, S, DF

Casting Time: 10 minutes

Range: Close (25 ft. + ¥ ft./2 levels)
Target: One portal

Duration: 1 hour/level

Saving Throw: None

Spell Resistance: No

A portal-to-portal redirect spell changes
the destination of the perta/ on which it is
cast for the duration of the spell. The
caster may choose any existing portal
through which she has traveled as the new,
temporary destination. This spell does not
change any of the portals special proper-
ties (such as one-way or creature-only).

PORTAL REFORMAT
Transmutation
Level: Portal (alternative) 8
Components: V, S, DF, XP
Casting Time: 10 minutes
Range: Close (25 ft.+ 5 ft./2 levels)
Target: One portal
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

A portal reformar spell. permanently
removes or adds one or more keys to a
portal (see Portals in Chapter 2 of the
ForeoTTEN REALMS Campaign Setting).
The caster must have studied the porza/
with the analyze portal spell (or some
similar means) and must know its proper-
ties before he can add or remove any keys.

Removing a Key: Removing a key
from a portal changes it from a portal
activated only by that specific key to
either a portal that cannot be activated at
all or a porsal that can be activated by
any creature (caster’s choice). If the key
controlled the behavior of the portal, the
caster can decide which behavior to
remove. For example, in the case of a
variable portal that leads to one destina-
tion if activated by a drow and another
destination if activated by any other crea-
ture, the caster could remove cither des-
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tination, making it a porfe/ that sends
any other creature to one destination or
a drow to one destination.

Adding a Key: You can add a key toan
existing portal to prevent it from being
activated unless the creature attempting
to activate it has the key. If you designate
a specific object or type of object as the
key, you must have that object on hand
for the casting of the spell. You can also
add a key that changes the behavior of a
variable portal, if you so choose. For
example, if a variable portal formerly
operated one way for drow and another
way for all other creatures, you could add
a key that is nearly impossible to obtain
for the “all other creatures” function,
effectively changing the portal into a
drow-only portal.

XP Cost: 250 XP.

PORTAL VIEW
Diwination (Scrying)
Level: Bard 4, Portal (alternative) 3, sor-
cerer/wizard 4
Components: V, S, F/DF
Casting Time: 10 minutes
Range: Close (25 ft. + 5 ft./2 levels)
Target: One portal
Duration: 1 minute/level
Saving Throw: None
Spell Resistance: No

Portal view makes a portal transparent
from your side only for the duration of
the spell. It does not actually open the
portal, so no line of effect is established,
but it does enable line of sight. Portal
view does not reveal any of the portals
special properties (such as one-way or
creature-only); it only allows creature on
your side to view the porfal’s destination,
Arcane Focus: A glass eye.

REFLECTIVE DISGUISE
Tllusion (Glamer)
Level: Bard 2, prime Underdark guide 2,
sorcerer/wizard 2 :
Components: V, S
Casting Time: 1 standard action
Range: Personal
Target: You

‘Duration: 10 minutes/level

A reflective disguise spell, causes any
intelligent creature viewing you to per-
ceive you as the same species and gender
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as itself, provided that its size category is
no more than one away from your own.
‘The viewer sees your clothing and equip-
ment as they would normally appear; the
spell changes only perceptions of race

and gender. Reflective disguise does not

give you any knowledge of the abilities or
mannerisms of the reflected form, nor
does it alter the perceived tactile (touch),
audible (sound), or olfactory (smell)
properties of you or your equipment.

A creature that interacts with the
glamer gets a Will save to recognize it as
an illusion. For example, a creature that
touched you and realized that the tactile
sensation did not match the visual one
would be entitled to such a save, A creature
with the scent ability automatically gets a
Will save if you are within its scent range.
Spell resistance also applies to this effect.

REFLECTIVE DISGUISE, M ASS

Illusion (Glamer)

Level: Bard 3, prime Underdark guide 4,
sorcerer/wizard 6

Compenents: V, S

Casting Time; 1 standard action

Range: Close (25 ft. + 5 ft,/2 levels)

Targets: One person/2 levels, no two of
which can be more than 30 ft. apart

Duration: 12 hours (D)

Saving Throw: Will negates

Spell Resistance: Yes

This spell functions like reflective dis-
guise; except you can change the appear-
ance of other creatures as well. Affected
creatures resume their normal appear-
ances if slain.

An unwilling target can negate the
spell’s effect on itself by making a suc-
cessful Will save or with spell resistance.

RUSHING WATERS
Conjuration (Summoning) [Water]
Level: Druid 5, Watery Death 4
Components: V, S, DF
Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Area: 15-ft.-radius spread
Duration: Instantaneous
‘Saving Throw: None (see text)

Spell Resistance: No

Cold water gushes in a great wave outward
from the point you choose, violently
spreading to the limits of the area. This
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wave attempts a bull rush against each crea-
ture in the affected area without provoking
attacks of opportunity, For the purpose of
the opposed Strength check, the wave is
Colossal, has a Strength score of 34, and is
considered to be charging and moving with
the affected creatures (total bonus +30). If
the wave wins the opposed Strength check,
the defender is moved ¥ feet directly away
from the spell’s point of origin, plus an
additional § feet for every ¥ points by
which the wave’s check result exceeds that
of the defender. Any creature moved § or
more feet by rushing waters must succeed
on a Reflex save or fall prone.

The wave also drenches anything in
its area and extinguishes any normal fire
as large as a bonfire.

SANCTUARY, M ASS
Level: Balance ¥ '
Range: Touch
Targets: One touched creature/2 levels

This spell functions like sanctuary,
except that it affects multiple creatures.

SPIDERSKIN

*

Transmutation _
Level: Druid 3, sorcerer/wizard 3
Components: V, 5, M/DF

Casting Time: 1 standard action
Range: Touch

Target: Creature touched

Duration: 10 minutes/level

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

Spiderskin makes the subject’s skin

tougher and more like a carapace. The
spell grants the recipient a +1 enhance-
ment bonus to its existing -natural
armor bonus, a +1 racial bonus on saves
against poison, and a +1 racial bonus on
Hide checks. Each of these bonuses
increases by 1 for every three caster
levels above 3rd, for a maximum of +¥
at caster level 12th.

The enhancement bonus provi.dcd by
spiderskin stacks with the target’s natural
armor bonus, but not with other enhance-
ment bonuses to natural armor. A crea-

ture without natural armor has an .

effective natural armor bonus of +0, much
as a character wearing only normal- cloth-
ing has an armor bonus of +0.

Material Component: A piece of a spider.
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STICK

* Transmutation

Level: Bard 0, prime Underdark guide 1,
sorcerer/wizard 0

Components; V, S, M

Casting Time: 1 standard action

Range: Touch

Target; Nonmagical, unattended object
weighing up to 7 Ib.

Duration: Instantaneous

Saving Throw: Will negates (object)

Spell Resistance: Yes (object)

Stick affixes one item weighing up to §
pounds to another, heavier item. The two
items can be separated with even a small
amount of force, such as a wind stronger
than 10 mph, a mage hand or unseen ser-
vant spell, or a move action by any cor-
poreal creature (which provokes attacks
of opportunity).

Material Component: A bit of dried glue.

"STONE METAMORPHOSIS
Transmutation [Earth]
Level: Cleric 4, driid 4, sorcerer/wizard 6
Components:' V, S, M/DF
Casting Time: 1 standard action
Range: Touch
Target: Stone object touched, up to 10

cu. fr. + 1 ci. ft./level

Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

You can change an existing piece of rock
to another type of rock. For instance, you
can make crumblestone into granite, sub-
stantially strengthening it. (See Chapter
7 for more information on types of
stone.) Precious and semiprecious gems
cannot be manufactured with this spell,
and 1ts effect does not change the mone-
tary value of the affected stone object.

Arcane Material Component: A grain
of talc and a chip of obsidian.

S_TONE METAMORPHOSIS,

GREATER
Transmutation [Earth]  »
Level: Cleric 6, druid 6, sorcerer/wizard 8
Target: Stone or stone objects touched,
up to 10 cu. ft. + 10 cu. fr./level

This spell functions like stone metamor-
phosis, except as noted. »



f'|

L 3%

STONE SHAPE, GREATER
Transmutation [Earth]
Level: Cleric 7, druid 5, sorcerer/wizard 7
Target: Stone or stone objects touched, up
to 10 cu. ft. + 10 cu. ft/level

This spell functions like stome shape,
except that it affects a much larger area,

STONE SPHERE
Evocation [Earth]
Level: Sorcerer/wizard ¥
Components: V, S, M
Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Effect: One -ft-diameter stone sphere
Duration: 1 round/level
Saving Throw: Reflex negates
Spell Resistance: Yes

You create a smoothly polished, §-
foot-diameter sphere of stone
that moves under your control
at a speed of 30 feet. The stone
sphere has AC ¥, hardness 8,
and 700 hit points. gl

On the round in which you
cast the spell, the stone’ sphere
appears at the spot you designate
within the spell’s range, and you
‘may direct its movement as a
free action, On subsequent
rounds, you 'must actively direct
the stone sphere in order to moye
it; otherwise, it remains motionless.
Directing the movement of the
stone sphere in the rounds
after its initial appearance
requires a move action.

« If you move the stone sphere
into an enemy creature’s square, it deals
damage to every creature in that square as
follows: 8d6 points to a Medium or smaller
creature, 4d6 points to a Large creature,
and 2d6 points to a Huge creature. The
sphere cannot roll into any square occupied
by a Gargantuan or Colossal creature.

The sphere must stop moving after it
rolls over one occupied square, finishing
its move in an adjacent square. If the
stone enters a square occupied by a
Medium or smaller creature, it can stop
there, forcing the target to move to a
single adjacent square of its choice (which
provokes attacks of opportunity).

Material Component:: A smooth
sphere of marble 1 inch in diameter.

%

MAGIC AND SPELLS
——

TREMORSENSE

Transmutation
Level: Harper scout 3, ranger 3, sor-

cérer,fwizard 3
Components: V, S, F/DF
Casting Time: 1 standard action
Range: Personal
Target: You
Duration: 10 minutes/level (D)
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

A stome sphere crushes some troglodytes.

You can automatically pinpoint the loca-
tion of any object or creature within 30
feet that is in contact with the ground.

Arcane Focus: A fleck of skin from a
creature that has tremorsense.

TUNNEL SWALLOW

Conjuration (Creation) [Earth]
Level: Sorcerer/wizard 6
Components: V, S, M
Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Target: Tunnel section up to 20 feet in'

diameter and up to 70O feet long
Duration: Instantaneous
Saving Throw: Reflex partial (see text)
Spell Resistance: No
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You cause a section of tunnel to flex with
peristaltic convulsions, erushing its con-
tents and moving them along its length
in the direction you designate. Each crea-
ture and object in the affected tunnel sec-
tion is-crushed for 1d6 points of damage
per level (maximum 15d6) and is moved
from its former position to a point just
outside the affecred tunnel section. A
creature that makes a successful Reflex
saving throw takes only half damage and
is moved halfway from its former posi-
tion in the tunnel to the designated end
of the tunnel section. When the spell
duration expires, the tunnel returns to its
former shape and size, with no harm
done to its structure.
Tunnel swallow affects both
" worked and natural tunnels, as
well as corridors in surface
buildings.
Material Component: A
lump of chewed vegetable
or meat.

UNDERMASTER
* ‘Transmutation [Earth]
Level: Druid 9,
sorcerer/wizard 9
Components: V, XP
¥ Casting Time: 1 standard
action
Range: Personal
@ Target: You
Duration: 1 round/level

You take up the mantle of the
earth, gaining power over it as long
as you stand upon or beneath its sur-
face. While energized with the awesome
power of this spell, you may choose a
spell from those listed below once per
round and use it as a spell-like ability.

Using a spell in this way requires a stan-

dard action, even if the spell would nor-
mally have a longer casting time (such as
move earth).

The spells granted by undermaster are
burrow®, earthquake, excavalte®, flesh to
stone, meld into stone, move earth, reverse
gravity, soften earth and stome, statue,
stone shape, stone sphere’, stone tell, stone

‘to flesh, transmute mud to rock, transmute

rock to mud, and wall of stone.
XP Cost: 1,000 XP.
“New spell described in this chapter.
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Viscib GLOB
Conjuration
Level: Sorcerer/wizard 4
Components: V, S, M
Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Target: One creature =
Daration: 1 hour/level
Saving Throw: Reflex negates
Spell Resistance: Yes

You conjure a S-foot-diameter glob of
incredibly sticky, greenish-gray goo and

send it streaking toward the target crea-.

ture. Make a ranged touch attack against
the target. If you miss, the glob may
strike a nearby square or creature. Roll
1d8 to determine its direction: 1 is back-
ward toward you, and 2 through 8 are
compass points determined by counting
squares clockwise around the target
square. Once you have established the
direction of the miss, roll 1d4 to deter-
mine the number of squares away from
the target square that the glob lands.

A Mediuny or smaller creature struck
by the glob must make a successful Reflex
save or be instantly stuck in place. A stuck
creature can speak but is otherwise lim-
ited to purely mental actions (such as cast-
ing spells with no somatic or material
components) and attempts to free itself
by means of a Strength check or Escape
Artist check (DC 20 + caster level for
either) made as a full-round action. A
Large or larger creature stuck in the goo
can’t move from the spot where it is
glued, but it can otherwise act normally.

The glob dissipates when the spell
duration expires. Until then, it remains
sticky, and any creature touching it (for
example, a creature attempting to pull
out an ally) must make a successful
Reflex save or become stuck itself. A
creature stuck by such secondary contact
is not trapped as thoroughly as a creature
targeted by the glob; however, so the DC
for the Strength or Escape Artist check
required to get free is reduced by J.

Material Component: A tiny ball of
spider silk.

WALL oF DISPEL MAGIC
Abjuration _
Level: Bard 4, cleric §, druid ¥, sorcerer/

wizard §
Components: V, S, DF
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Casting Time: 1 standard action

Effect: A plane of dispel magic whose
area is up to one 10-ft. square/level

Duration: 1 minute/level

Saying Throw: None

Spell Resistance: No

This spell creates a transparent, perme-
able barrier. Anyone passing through it
becomes the target of a dispel magic
effect. A summoned creature targeted in
this way can be dispelled by the effect. -

The wall of dispel magic cannot be
seen or felt by ordinary means, or even
via a see invisibility spell. Derect magic
indicates the presence of the effect, and
true seeing reveals both its presence and
its purpose.

WALL OF GREATER
DisPEL MAGIC

Abjuration
Level: Bard 7, cleric 8, druid 8, sorcerer/ .
wizard 8

This spell functions like wall of dispel

" magic, except that the effect is that of

greater dispel magic. ,

WEIGHED IN THE BALANCE
Necromancy ;
Level: Balance 9
Components: V
Casting Time: 1 standard action
Range: 30 ft.

Area: Creatures in a 30-ft-radius spread
centered on you

Duration: Instantaneous

Saving Throw: Will negates

Spell Resistance: Yes

This spell harms or heals creatures within
its area based on their alignments and life
status, as given in the table below. The
effect does the most harm to those crea-
tures most extreme in alignment and most
out of balance with the natural world.

Spell Effect

Creature Type
Living Creatures
LG, CG, LE, CE Inflict critical
wonnds
NG, LN, CN, NE  Iuflict light
wounds y
N L ~ Cure critical
wounds
Undead Creatures Heal
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WORD OF BALANCE

* Evocation [Sonic]

Level: Balance 7, druid 7

Components: V

Casting Time: 1 standard action

Range: 30 ft.

Area: Creatures in a 30-ft-radius spread
centered on you

Duration: Instantaneous

Saving Throw: None or Will negates (see
text)

Spell Resistance: Yes

Any lawful good, chaotic good, lawful
evil,