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ag ic creates fanrasy. Strange creatures and
unu sual charac ters ca n move a tale a step away
from reality, btu it takes magic- rhe dragon's
fiery breath, th e wiza rd 's powerful spel l. or
some other element beyond reality-to make
the leap 10 truly fantasric tales.Th e DUKGEO~S

& D RAGONS game provides countless ways lo r players and DMs
to experience fantasy through mag ic, but it offers relatively
few means by which characters can employ this essentia l
eleme nt of the game.

Tomf' ojMagic present s three new for ms of magic that are
un like any previou sly offered in the 0 &0 game. and each
provides trem endo us opport unities for DMs to infuse more
fan tasy into rhetr campaig ns. These new forms ofmagic can
be in tr oduced by incorporating them in to on going plot s and
ex isti ng cha racters, or I hey can form th e basis fo r whole new
adventures that wou ld haw been impossible using only the
sta ndard forms of magic.

This in troduction descri bes the fearures of t his book and
explains how [0 lise them. After rcad ingi r, you can begin rour
exp lorat ion in to the new forms of magic wit h any chapter.

USING THIS BOOK
This book int rod uces three new types of magic, each of
which is suppo r ted by a new standard class, plus prestige
classes. feats, magic items , mon sters: and effec ts similar [Q

spells . In thi s W<lY, TOHlc ofAJagic is sim llar (0 E,-';l'lmilt'd PSiOH ics
Hl1 HdbooJ:, but in stead of revisit ing a cOllc ep r in tro duced in

previous ed itions of the ga me, th is book expand s upon th e
topi c of magic in brand-new ways. Each of t he th ree types of
magic examined in these pilges has a lon g h istory in fant asy
fiction and has occas ionally found its way into the D UNGE0 N5

& D RAG() KS game in the past Taking irs inspi ration [rom rea1
wo rld mythology and fantasy fictio n, TOl l l t' tJ[Alagj( revamps
these tan taliz ing tidbit s from the ga me's h istor y into exciting
new mag ic sys tems for your game.

The new forms of magic nrc presen ted in th ree chapters,
one dedicated to each rypc . T he follow ing paragraph s sum
marize their co nte nts .

Pact Magic: characters wh o lise th is form of magic gain
power by making pacts wirh powerful creatu res. In real
world legends and literature, evil o r fooli sh morta ls usually
make such pacts with fiend s, gai n ing power in exchange

for either th eir souls or unnamed services. Th is treatment.
thou gh intrigu ing, is rather lim ited. In particu lar, the need
for prncri rion ers of pact magic to be ei ther evil or very unwise
effectively negates its use by player cha racters and relegat es
ir ro N PCs. Th us, the pac t magic chapter lakes a different
approac h, providing an enjoyable and balanced W ilY for
virt ua lly any charac ter ro become in volved in pact magic
while remain ing true ro its roots in lege nd and main tain ing
irs taboo feel.

Shad ow Ma gtc: Shadow magic ex ists in the D&D ga me
as a subsc hool ofillusion magic. The FORGOTTEN REAL.'~S C W I

Jll1ig n St'lli llg took th e co nce pt furt he r with the crea tion of
rhe Shadow \'Y'e;1Ve and t he co rrup r magic it produces. Tome
ofAfagicpresent s a wholl y d ifferent option for sha dow magic
th at con nec ts it more deeply to the Plan e of Sha dow and
fully embraces that realm's true natu re as a da rk mirror to
the Materia l Plan e.

Tr -uermmc M ag ic: Tru en ames have been men tioned in
D&D ru lebooks and fiction since rhe fir st ed ition of th e
game. Jn this conce pt ofmagic ,every creatu re has a trucname
in add irian to its no rmal name, and anyo ne who k nows irs
trucname gains a measure of power- over it. In fan tasy fiction ,
rh is conce proften rakes a broader form, in which even objec ts
possess truenam es. T he presen tat ion of truename mag ic in
thi s book rakes its cues from both co ncepts and provides
an easy way for borh players and OMs to use th e co ncept of
rru enames in play.

ADVICE FOR DMS
The prospect of assimilat in g ne w forms of magic into your
ca mpaign might see m daunt in g, bur th e process isn't as
di ffic u lt as it might seem. First o f al l, you dcn 'r need to

ado pt nll rh ree forms of magic in once. You cou ld review
th e marer ial an d in troduce rhe one you like besr fir st.
Alre rnartve lv. you cou ld add jus t one or t wo n ew for ms of
mag ic and no t u se the rest in your campaign ar all. But if
yo u do want ro In troduc e all th ree fo rms of m agic ar once,
you ca n do so quire easil y.

Unlike rhe relatively common magic ofvv-izards.sorce rers,
druids.a nd cler ics, each neev· form of magic presented in th is
book is a secre t undiscovered by mosr people. Thus. you can
adopt one or all of them on the sly.The PCs might find a book
in a treasure hoard o r a hidden libra ry thar desc ribes a new



form of magic, or th ey might disco ver tantalizing hin ts about
ir in a mu ral on t he wall s ofa ru in. Alternat ively, th ey might
face a monste r that ut ili zes one of the n ew forms of magic,

or fin d a magic item related TO it . Bet ter sti ll, rh e pes could

meet a new N PC who prac tices th e mag ic in question so tha t

th eyc an see it in act ion before th ey k now m uch abo ut it. You

call eve n su btly work the m ag ic types in to the h istory of you r
ca mpaign world-great heroes an d vi llains of legend might
have been practition ers, but htsrorvascribed the ir powe rs to

normal spellcas ring or magic items.
You ca n also rake a more direc t rout e and in tr oduce th e

new m ag ic typ es byallowing players to create new characters
using the m aterial presented in thi s book oradd levels in th ese

cl asses to ex ist ing characters. I ndeed, g iving th e player s th e..;;..-. ~

opportunity to cre ate unique pe sand to have characters who
possess mo re k no wledge abo ut th e magic typ es th an most
N PCs do allows th em to feel accompli shed an d po werful.
In addition, being th e ones "in the k now" g ives the players

ownership over th ese concepts.

For more speci fic ideas abo u t incorpora ring rhese new

for m s of m ag ic into your game, check our the beg in ni ng of

each chapter.

ADVICE FOR PLAYERS
You can ge r a lot of use from th is product as a p layer. By
crea ting a cha rac te r th at uses o ne of th e new fo rms of magic
p resented in the se pages (or h av ing your PC rake a level in

one o f th e stand ard cla sses fro m thi s book), yo u can b rin g a

h ost of new ideas, tac tics , and ro lep laying opportu nit ies to

the gaming table. YOLIGIll surprise frie nds and foes alike wi th
yo ur new abili ties, and plumb new depths of the ca mpa ig n
world in the process of see king out more in forma tion abo u t

your chosen ty pe of magic.
As wit h any new ga me eleme nt , you sho u ld consult your

D1.'1 before you s tar r using th is mate ri al. You r experi ence
usin g your chosen form of magic will be g re atly en h anced

if the OM understands th e r u les and bu ilds a place for it in
her game.

For more specific ideas about how you r cha rac ter ca n

llse th e new forms or magic , check o ut the begi n n ing of

each chap te r. T he sections describi ng the new standa rd

cl asses and p resti ge c lasses also pr ovid e a ,vealrh of sug ges

tions about ro lep lay ing, charac ter back ground, tac t ics, and
advancemen t choices.

WHAT YOU NEED TO PLAY
Tome of Magic m akes use o f rhe in for m at ion in th e th ree
0 &Dcore rulebooks -c-Plajcr's fJalhlbl1ok, Dungeon Masley's
Guide, and MOl1sla Ml11l11 al. Th ough no o ther books are

stric tly necessa ry , cettai n o nes m igh t increase your enjoy

men! ofthis product. Most n otably, .Mauual ofthr pla nt's and

Planar Handbook provide cool materi al about th e Plane of
Sh adow tha t adds va lue to [h e ch apter o n sha dow m agic,

an d Drnrcnnunron. Libris ,"10l-IiS, and Sav(l ge Species offer

fea rs that migh t prove useful to ce rtai n p rac t it ion ers o f
pact ma g ic.

--~-------
1t

a casting time or mani festing time of 1 swift act ion is a swift
action. Casti ng a spell or manifesting a powe r with a cas ti ng or
ma nifesti ng time of 1 swift action doe s not provoke attacks of
opportunity.

Immediate Actions: Much like a swift action, an imm ediate
action consumes a very small am oun t of time, bu t represe nts a
larger expe nditure of effo rt and energy than a free action. Unlike
a swift actio n, an immediate action can be perfor med at any
time-even if it's not your turn.

Using an immediate act ion on your turn is the sam e as usi ng
a swift actio n, and co unts as your swift actio n for tha t turn. You
ca nnot use ano ther immedia te act ion or a swift actio n until after
your next turn if you have used an imme diate action when it is
not currently your tu rn (effect ively, using an im med iate action
befo re your turn is equivalent to using your swift act ion for the
co ming turn). You also ca nnot use an imm edi ate ac tio n if you
are curren tly flat-footed .

Under these rules. cas ting afeatherfall sp e ll is an immed iate
actio n (not a free action, as stated in the spell de scription in the
Player's Handbook).

Magic Items and Pot ions: Activating a spell co mp letion ite m,
activ ating a spe ll trigge r item, o r dri nking a potio n is a standard
ac tion, even if the spell or myste ry from which the sc roll, pot ion ,
or item is made can be cast as a swift ac tion .

"--------

.-...r---_.....S_~7~~ ..E_~.
SWIFT AND IMMEDIATE ACTIONS
The Miniatu res Hand book intro duced th e concept of a new
ac tio n type: the swift action. Li kewise, the Expanded Psionics
Handbook introduced anothe r new action type: the immediate
ac tion. Some of the class fea tures , feats. granted abilities ofves
t iges , shadow magic myste ries, and true name magic utterances
described in Tome of Magic use these co ncepts. A des crip tio n
of how they work follows.

Swift Actions : A swift act ion consu mes a very sma ll amount
of t ime, but represents a larger expe nditu re of ef fo rt and energy
than a free actio n. You can perfo rm one swift action per turn
withou t affecti ng your ability to perform othe r act ions. In th at
regard , a swift act ion is like a free act ion . However, you can
per form o nly a single swift action per turn. regardless of what
other ac tions you take.

You can take a swift action any time you would no rma lly be
allowed to take a free actio n. Since swift ac tio ns usually invo lve
magic or psion ics, or the activatio n of magic or psion ic ite ms,
many cha racters (es pecially those who do n' t use m agic or
psion ics) will never have an op po rtunity to take a swift ac tion .

Cast ing a quickened spell or a quickened shadow magic
mystery, o r speaking a quicke ned true name magic utte rance,
or manifesting a qu ickened psion ic power, is a swift action.
In additio n, casting any spell or manifesting any power with





eings th at cannot exist in habit a place
th at canno t be. Cursed by gods and
feared by mort als, th ese entit ies fall
outside the bou ndaries of life , death,
and undeath. Th ey are untouchable
by even the most powerful deities,
though rhe y can be summone d and
used by the weakest monal.

Th e practitioner of pact magic
contacts these alien forces by means of specia l symbols and
rituals. Once :1 summoning is complete, he stri kes a bar
gain with the summoned being to gain gr eat supe rna tural

power.
This ch apter of 101l1cofMagicprovides allthe informa tion

you need fa use pact magic in your game, whe the r as a player
or as a Dl\t Ii derail s a stan dard class and several prest ige
classes for PCs and NPCs, feats for user s of pact magic and
oth ers, and related magic items th at characters can make
or di scover in th eir adventures. In add ition, DMs migh t
find many uses for th e strange monsters associated with
pact magic, th e descriptions of the organ izations that either
employ it or batrle those who do, and the sites for adventures
involving thi s form of magic.

LESSER PACT MAGIC
Pact magic exis ts in many forms . Oaths, a lesser form ofpact
mag ic, are often used to add power to words. I ndeed, oaths
are so commonplace that few recog n ize their similarity to
the pacts made by pact magic practition ers.

OATHS TO IDEALS
.Many cha racters make pacts with th ems elves. Such an
unspoken promise can be as bindin g as any contrac t signed
by a merchant-and far more effective at forci ng a pe rson
to keep hi s word. For example, a dr uid who abandons her
alleg iance to narure or adopts an ext reme ou tlook mus t seek
org iveness or rema in forever divorced from her for mer

sou rce ofcomfort and power. A monk who sets one foot off
the path to spir itua l purity can never walk th at path again.
);ven barbar ians, wildand inconstant as they are, mu st gird
the ir thoughts agains t lawful leanings or risk losing the wild
emotio n th at gives them power.

VOWS TO DEITIES
Bypledging to serve a dei ty, a cleric puts h is soul into [he
hands of a grea ter power.Ifhe thereafter falter s in h is duty,
he can lose hi s wondrous powers. Similarly, rhe cause of
a paladin requ ires a consta nt heart. Th e slightest doubt or
hesitation can lead ro disaster, rende ring the paladin unable
to continue her missio n without a deity 's consent.

BARGAINS WITH OUTSIDERS
Mortals can make binding agreeme nts with outsiders. Spells
such as I(SSt'T pll11wr ally, 1111111111' ally, and grcntcr 1,lal1 ar tlIly
allow a spellcaster to bargain for the services of an out sider
or element al. Th e planar binding spe lls work in a simila r
man ner, allowing a character to task a part icul ar crea tu re in
return for its freedom .

COVENANT SPELLS
Some spells creare a hidden pact between caster and subject,
althoug h the target need not be will ing. Geas/t}llcs f and its
lesser vers ion force a creature to do the caster's bidding or
suffer th e conseq uenc es. •\.I /1.r'~ OfjlHIi CC sets up clea r expecta
tions for the subjec t's beh avior and defines the pun ish ment
rhat will follow should rhe subject choose 10 behave other
wise.

THE METHODS OF PACT MAGIC
A prom ise poss esses power. An oath owns its maker. Th ese
[\\'0 sim ple statements express the fundamental pr inciple of
pact magic. From this kernel, pact magic grows and branches,
letting mortals draw from a wellspring of poe....er th at no
divine power can touch .

VESTIGES
A pact magic practitioner gain s hi s power by bargaining
wirh entities called vesriges-e-the remnan ts of once-living
beings now ttapped beyond life and death . Whethet the y
were morral souls strong enough to shatter the cage built by
death , waywa rd outsiders roo wi llfu l to cease existence, or
dead deities unable to lie quietly in their- astralgraves, vestiges
are the outcas ts of th e cosmos. Th ey dwell in a place no one
can reach and eXi5'Tin a manner no one truly comprehends.
This etern al dist in from.rtoli t drives most vestiges mad
a 'w- I'S thcir vi ws £-1 n1' '> t;n lhemse ' ~ !i-



Because vestiges have been divorced from normal reali ty
by some extraordinary means, they can return to it only
by binding themselves to ot her sou ls. Binders, so named
for their wi lling ness to share their souls with these exiled
spirits ,can sum mon them fort h bymeans of special rituals.
Since vestiges constant ly hunger [Dr any small taste of reality,
they always answer the call of any binders powerful enough
to draw them fort h from th e void.

VESTIGES' SEALS
Each vestige is associated with a seal- a series of lines within
acircle- that actsasits symbol and as a portal th rough which
it can enter norm al existence.

To c311 a vestige, a binde r must know and be able to draw
its seal. In fact, anyone can draw a senI, but on ly someone
with the power to host a vest ige can hope to create a pact
that opens a door for it.

SUMMONING
Immed iately after drawing a seal, a bin der must ritually
invoke the desired vestige's name and t itle to summon it.
Again, though anyone can intone duoprop er words. the
binde r 's power is the key to success. Even so, a binder can
summon on ly those vestiges that are with in the range of his
personal power.

The orig ins of a vestige's name and title seem associated
with both its previous existence in reality and its current
state.These appellations call change over rime, although such

aheranons occur on ly rarely. For this reason , most binde rs
spe nd a grea t deal oftime studying the origins and theories
of pact magic in order to gain the insight thar will allow them
to foresee future developments.

PACT MAKING
Once a summoned vest ige manifests,a binde r must fan na ll)'
address it and request a pact. The general terms of the pact
are always the same, no matter whic h vestige is sum moned.
To gain the powers that a vest ige offers, a binde r must agre e
to host it [or a period of 2+ hours.

\,\'hen a binder offers a pact, a contes t of wills ensues
between h im and the vestige. This con test might be played
out bymeans ofan argument.astaring match, a riddle posed
to the binder, or in any number of other ways. If the vest ige
ultimately win s, it maintains an amoun t of influence over
the bind er forthe du ration of the pact. If the binder does not
act as the vest ige will s, it can punish him. However, if the
binder reigns supreme after the conresr, the vestige quie tly
accompanies h im.

BINDI NG
On ce a binder makes a pact with a vestige, the two are inex
rr icably bound. A shard of th e vestige's soul fuses wit h the
bindcr's spirtt.crearing a lin k so tight that the binder's body
mani fests some physical sign of th e vestige's prese nce. The
inconvenience of such a sign is a small price to pay [or the
supernatural powers that the vestige grants-pow ers thai



MAKING A BINDER
The binder can redefine his role in an adven turing party on
a daily basis, if desire d. H is poten t abilities are always usefu l
in combat , bu t what those abilities are and what stra tegies
he emplo ys wh en using th em depend on th e vestige that
he binds. As with any class, the race, alignment , and abil
ity choices made upon character creation influence futu re
choices.The binder class, however, offers a spec ial opport u
n ity to break free of a spellcaster's typical boundaries.

Abilities: A binder ty pically possesses a healthy body and
a strong personality, since h igh Consti tut ion and Charisma
scores can improve many of his supe rnatural abilit ies. More
importan tly, a high Charisma score enhances th e binder's
ability to make beneficial pacts with vestiges. Since many
vestiges grant improved melee or ranged comba t ability.
a high Strength or Dexterit y score serves th e binder well.
Lastly, a high Intelligence score grants him extra skill points
to spend on imp orta nt class skills.

Races: Because binders associate with spi ri ts beyond the
cont rol of the gods, the prac tice ofpact magic is forbidden by
most rel igions. Binders ten d to be rare among all humanoid
races. Given th eir ambition and their pench ant for a cosmo
po litan lifesty le, huma ns choose the path of the binder more
frequent ly than me mbers of other races do, but binders are
no more welcome in human society than in any othe r. Many
halfling traveling communities remain largely unaware of
binders,but settlements often gain knowledge of them- and
learn to fear them- from the clergy of other races in neigh
boring areas. Because single deities dominate the cultures of
both elves and dwarves, mem bers of these races tend ro be
more aware of-and more opposed to-binders th an th eir
fellow humanoids. Gnome s who k now ofbinders claim that
Garl Glittergold appreciates the cosmic joke of morta l souls
that grow so powerful that they can be neither saved nor
damned. Ha lf-orcs and half-elves, accustomed as they are to
existing on th e fr inge of society and suffering persec ution ,
sometime s even sympathize with the plight of binders.

Alignment: Alrho ugh vestiges were once beings oflight
and dark ness like all creatures ofthe planes, their long exis
tence in a strange state beyond normal reality has twi sted
them into en igmatic and amoral en tities. However, their
natu re does not dicta te the alignments of those who bind to
them. A fearsome and violent vestige can lend its powers to
a good binde r, who use s them to make peace with enemies.
Conversely,a sweet-faced and kind vestige might grant an evil
binder the power to wreak havoc. In some cases, the same
vestige might make separate bur simultaneous pacts with
two binders who are in direct conflict with one anot her.

Vestiges are not easily defined as good, evil, lawful, or chn
otic,bur their unfathomable mindsersand strange appearance
often disturb lawfu l and good creatu res. Thus, most binders
are neut ral, chaotic neutr al, chao tic evil, or neutra l evil.

Start ing Gold: Sd4xIO (125 gp).
Starting Age : As cleric.

requ ire no components, 110 complicated gestures. and no
tongue-twisting words to use. When a binder wishes to use
the abili ties gra nted by a vestige, he simply w ills rhe desired
result to happen.

LEARNING PACT MAGIC
Those who practice pact magic expound upon its ease. A
binde r need never beg on his knees for power or study moldy
tomes for hours on end to gras p the secrets of a few simple
spells. Once he learns th e basics of pact magic, he can call
up a vestige at any time and take its power for h is own. Ves
tiges never refuse pncrs, and they ask little in return for the
pO\ver they gram.

However, the tempting easeof pact magic and the necessity
of soul binding with abeing whose natu re is completely alien
generates suspicion about irs practiti oners. Marry churches
actively hum bind ers and attem pt to erad icate evidence of
pact magic to prevent the faithful from learn ing that beings
can exist that are beyond the reach of the gods.Th is general
condemnat ion of pact magic makes discover ing it difficu lt,
even though the art itself remains qu ite simple.

Marry binders are defrocked priests or acolytes who cook
up pact magic after discovering the ritu als to contact vestiges
in heret ical texts kept hidden in secret temple libraries.
Others take lip the path after discovering the secrets of pacts
and seals dur ing investigations of ancient ru ins. A few gain
th eir k nowledge of the binde r's arts fro m elder binders, bur
tutelage is rare because of the secrecy that most binde rs try
ro maintain and the cloud of suspicion under whic h they
must work .

Betwee n mort ality and godhood, beyon d life and undearh ,
souls exist in a place both forgott en and inaccessible,Mort als
roo strong-willed to pass into the afterlife,dead outs iders too
powerful to be absorbed into their planes. the dreams of sinin
deities pur to rest eons before the current age- these are the
beings called vestiges. A seal for ms the door bet ween these
beings and reality, and knowledge is the key to ope n ing it.

Only the binder possesses that key,beenuse on ly he kn ov..-s
the vestiges' speci al seals and the rituals by wh ich they can
be called from the void beyond reality. By drawing their
seals and speaking the words of power, he summo ns these
strange entities, bargain s with them, and binds them to his
service.

"I calli/pon you,Amon,Ow Void before theA/I llY. Render untome
your sight alld YOIl Ybreath, for I stalla brfa re jour sea1and possess
your fllfisman."

THE BfNDER

-c-Morden, dwarf binder,
calling upon a vestige to make a pact



rha: interact with th e image or stu dy it care fu lly autorn nri
callvrecognize it as illusory. The summoned im age ignores
everyone bur you . If you fail to add ress if wi thin 1 round, it
disappears.The vestige speaks in whatever language you used
to call it.

To make a pac I with you r su mmon ed ves tige , you must
make a bi nd ing chec k (rdzo+ your effect ive binder level
+ your Cha modifier). Th is process requires 1 m in ute,
but you can choose to make a ru shed binding check as a

fu ll-round ac tion at a - 10
pena lty. Th e DC for thi s
check is provided in the

description of eac h ves
tige (see pages 16- 49). You

mu st make your perilous pact
alone; others cannot aid you in
any way.

Whe the r the binding check suc
ceeds or fails, you gain th e powers
grant ed by the vestige for 24 ho urs.
During th at time , you can no t rid
you rselfof the vestige unless you pos
sess the Expel Vestige feat. Success or
failure does,however,deter mine other
aspects ofthe pact. If you fail the bind 
ing check , the vestige in fluen ces your

personalit y and your actions, and you
are said to have made a poo r pact. (Spe

cifically, the vestige's presence cha nges
your general demeanor, an d it can force
you to perfo rm or refrain from certain

acn ons.) If your bind ing che ck is suc
cessful. rhe ves tige has no contro l

over you r actions and does not
infl uence your persona lity. In
thi s case, you are said to have

made a good pact .
\Vhli e under the in fluence of a

vestige , you mu st adhere to its re-
qui reme nts to the best of you r abi lity.

If you are consci ous and free-willed, and you encounter a
situ ation in wh ich >'OUcannot or willno t refrain fro m a pro
hibited act ion or per form a requ ired one, you take a - 1 penalty
on attack roll s, saving throws, and chec ks until th at vest ige
leaves YOll. if you are Influenced by more than one vestige,
yOLl must act according to all their influ en ces. IfyOll fa il to
fulfill the requireme nts of more tha n one vestige or disobey
a single vest ige more than once, the pen alties stack.

As long as you are bou nd to a vestige, yOll ma nifest a specific
physical sign ofits presence, as given in its emry. This sign is
real, no t an illusor y or shapechang ing effect , an d someone
us ing tru eset' j l1gperceives it JUSt as it is. You can hide a sign
by mundan e or magical mean s without penalt y, or you can
preve nt it fro m appearing at all ifyou have The suppress s ign
abiliry.

Vestiges arc bound to your soul by [he pact. They cannor be
rargcred or expelled by any means except the Expel Vest ige

As a binder, you can serve many pur pose s in an adventur
ing party. Since each vestige gran ts y Oll a di fferent set of
su perna tural abili ties, you can choose which role to play on
any given day-diploma r-, SCOut, support, melee combatant,
or ranged combatant. At higher levels, you can host more
than one vest ige at a time TO gain an even wider range of
abili ties. You also gain special defen ses and bonus feats that
let you further refine your role in the party and play to you r
stre ngth s.

Weap on and Armor Profi ciency: As it binder, you gain
proficiency with all simp le weapo ns und with ligh t ar mor,
bur nor with sh ields.

Sou l Binding (Su):Th rough special met hods
known on ly to bin ders, you can conracr a vestige
and make a pact with it. At t sr level, you can
make a pact with one vestige at a time. At
h igher levels, you can form and maint ain
pact s with multiple vestiges simu ltane
ously, as show n on Table 1-1. You must
complete the summo ning and bin ding
process with each separately,so each has
its norm al chance to influence you. You
bear the physical sign of binding for
each one. Your effective binder levee
or EEL (your binder class level plus any
soul binding bonuses you receive from
prest ige classes or other sources),
determ ines the maxim um level
of vestige you can summon, as
well as all other fu nctions related
to bin ding vestiges.This value equates
to your binder class level, :1S

given on Table 1-1 , for thi s
pu rpo se. If th e vestige you
arc trying to con tact is of a
high er level (han your indi
cated maximum. you cannot
summon it.

Toconract avestige,you must drewits unique
seal visibl y on a sur face (generally the ground). mak ing the
image at least 5 feet across. Drawin g a seal requires the abil
ity to mark a surfac e and 1 min ute of concentr ation, and the
act provokes attacks of opport un ity. A seal not used within
1 minut e of its dra wing loses all potency.and you must draw
:J. new one to co ntact th e vest ige. A ves rtgc migh t also have
other requirem en ts for conmel, as noted in its entry (see The
Vestiges, page 16).

O nce the seal is draw n, yO ll must perform a ritual requiring
a full-round action to summon the corre sponding vest ige.
Du ring th is t ime, you must touch the seal and call out to the
vestige using both its name and irs title.The ritual fails if you
canno t be heard (for example: if >'ou are within the area of a
SIlencespell).Otherwise,a manifestation of the vestige appears
in the seal's space as soon as y Oli fini sh the r -it ual.This image
is nor the actual vestige; ir is merely a figment- an illusion
that cannot h arm or be harm ed by any creature. Creatures

CLASS FEATURES



Pact Augment ation Abil ities
+S hit points
Energy resistance 5 (acid. cold , electrici ty, fire, or so nic)
+1 insight bonu s on saving throws
Damage reduction 1/-
+1 insight bonu s to Armor Class
+1 insight bon us on atta ck rolls
+1 insight bonu s on dam age rol1s
+2 insight bonus on initiative checks

Sou l Gu a rd ia n [Su] : Beginning at s th level, you have
immunity to fear effec ts as long as you are bound to a vestige.
As you attain higher binder levels, th e vestige guards its time
with you even mo re jealously, gr an ting you protec tion from
addit ional effect s tha t wou ld harm your sou l and life en ergy
for as lon g as the pact las ts.

At 9th leve l, you gai n th e slippe ry mind ability, which
allows you to wriggle free from magical effec ts tha t would
otherwise control or compel you. Ifyou fail your saving th row
again st an enc ha nt me nt spell or effect: you ca n attempt it
again 1 round later at the same DC. You get only th is one
ex tra cha nce to succeed 0 11 your saving throw.

At 13th level, you gain immunity to energy dra in and
negative levels.

When von attain 19rh level. your bound vestiges completely
protect your mind,gra nt ing you immunity to all mind-affect
ing spe lls and abil it ies.

and th eir effects stack. For in stan ce, at t sth level you could
choose bonus hit poin ts tw ice and damage reduction twice,
gaining +10 hit points and damage reduct ion 2/-.

Class Skills (2 + Int modifier per level, x4 at 1st level): Bluff, Concentration, Craft, Deciphe r Script. Diplomacy, Gather
Information. Intimidate. Knowledge (arcana), Knowledge (histo ry), Knowledge (religion) , Knowledge (the planes).
Profession. Sense Motive.

feat. no r can they be suppressed except bya n 11lltin1l1gIC fidel
or similar effect.

Th e Difficu lty Class for a saving throw against any super
natural power granted by a vestige is 10 + 1/2 you r effective
binder level + your eha mod ifier.

Suppress Sign (E x): At znd level and higher, when you
make a good pact. you can choose not to exh ibit th e physical
sign that normally accompanies a pact with a vestige. Youcan
suppress or reveal the sign at will as a svv·ift ac tion. Wi th a
poor pact, you gain the powers of the vesti ge, bur you can not
sup press its sign. Youshow it for the durat ion of the pact and
are influenced by it as normal.

Bon us Feats: At 4t h level. and again at t t th and 18th
level , you gai n a bonus feat of your choice [rom the follow
ing list : Armor Proficien cy (medium), Arm or Pro ficie ncy
(heavy), Diligent .fnvest igaror.M arri al \'\'e;lpon Proficien cy,
Negoti aror, Persu asive, Shield Proficiency, and th e feats pre
sented in this chapter. Feats not described in th is book can
be found in th e Player's Handbotll,.These feats are in addition
to th ose normall y gai ned for att ain ing h igh er levels, but
you mu st still meet any prerequisites for the bonus fears
you choose.

Pact Augmen ta tion (Su) : Beginning at 2nd level , you
ca n draw addi tiona l power from the vestiges yOli bind. As
long as you are bo und to at least one vestige, you can ch oose
one abili ty from the following list. Each time you rebin d a
vestige , you also reselect you r pact nugmen tation abilit y.

As you atta in high er levels, you can make nddinonal selec
tions fro m the list. You gain one additional abil ity ill 5th.
101h. t eth, and 20th level (to a maxim um of five selec tions
at 20th level). You can choose a sing le abili ty mult iple times,

TABLE 1-1: THE BI ND ER H IT DI E: 0 8
Base Maximu m
Attack Fort Ref Will Vestige

l evel Bonus Save Save Save Speci al l evel
1s t +0 . Q +2 Sou l bond ing (1 ves ige) 1st
2nd +1 +3 +0 +3 Pact aug mentation (1 ability) , suppress sign 1s t
3rd +2 +3 +1 +3 2nd
4th +3 +4 +1 +4 Bonus feat 2nd
5th +3 +4 +1 +4 Pact augm entation (2 abilities) 3rd
6th +4 +5 +2 +5 Soul gua rdian (immune to fear) 3rd
7th +5 .5 +2 +5 4th
8th +6/+1 +6 +2 +6 Soul binding (2 vestiges) 4th
9th +6/+1 +6 +3 +6 Soul guardian (slipp-ery mind) 4th

10th +7/+2 +7 +3 +7 Pact aug me ntat ion (3 abilities) 5th
11 th +8/+ 3 +7 +3 +7 Bon us feat 5th
12th +9/+ 4 +8 +4 +8 6th
13th +9/.4 +8 +4 +8 a u guarClian (Immune to energy drain and negative levels) 6th
14th +10[+ 5 +9 +4 +9 Soul binding (3 ves tiges) 6th
15th +11/+6Z-1 9 _9 1tn
16th _12[+7/+2 +10 +5 +10 Pact augmentation (4 abilities) 7th
17th +12/+7/+2 +10 +5 +10 8th
18th +13/+8[+3 +11 +6 +11 Bonus feat 8th
19th - 14/,+91+4 +11 +6 +11 Soul guardian (mind blank) 8th
20th +15/ +10/_5 +12 +6 +12 Pact augmentation (5 abilities) , soul binding (4 vestiges) 8th



OTHER CLASSES
You need to be especia lly carefu l arou nd palad ins, clerics, and
others de voted ro a deity. Such ind ividuals are likely to have
the worst reactio n to yuur abi lities, though they migh t not he
informed enough to have an opin ion. W izards, sorcerers, and
other arcane spellcasters apprecia te the power you can gain,
bu t consider their own magic superior. c haracte rs ofany class
tend ro mistrust you if they actua lly see you sum mon ing a
vestige , bu r open-minded individuals value your worrh asa n
ally no matter how you achieve you r power.

Armor Check
PenaltyAbi lity

Cha
Con
Int
Cha
Cha
Cha
Int
Int
Int
Int
Int

Ranks
4
4
4
4
4
4
4
4
4
4
4

Skill
Bluff
Concent ration
Decipher Script
Diplomacy
Gather Information
Intimidate
Knowled"'ge"""'(a"r"'ca"na)
Knowledge(h istory)
Knowledge (the planes)
Knowledge religion }
Sense Motwe

ADVANCEMENT
You profit most from rem ain ing a binder rhroughout you r
career. Each level of th e binder class in creases the power you
gain from making a pac t with a vestige; you gain other clas s
abi litie s at h igher levels as well. As you advance and esrablish
your role in the adventu ring party, you might find yourself
using one or IWO vestiges more tha n others. I n that case,
cons ider laking a level or two in anot her class to supp leme nt
the abil it ies the vestige grams you. For example, if you of[en
find your se lf in melee, a level of ba rba ri an or fighter might
help to make you more effec tive. O n the ot her hand, ifyO ll

regula rly act ns your gro up's spokesperson and scout, a level
of rogu e might be appropr iate.

CO MBAT
\\7hen you're ncr host ing a vesrige , you're .11m a great me lee
or ranged combatan t. Your co mbat skills are roughly co rnpa
rable to those of a cleric without spells, except [hat you lack
the cleric's proficie ncy with sh ields and med ium and heavy
armor. M aking a pact with a vesti ge can easily make up for
this deficiency.

The mix of abilities tha t vestiges offer you lets you deline
your role in each day's encounters. for example, you co uld
make a pact with a vestige that makes you stealthy so that you
can scout ahead and take foes by surpr ise. You cou ld bind
with one thai lets you take on the role of a st alwart fighter
who can use arms and armo r with skill. Alterna tively, you
could de cide to be a silver-rongued spea ker, winning the
hearts and minds of friend and foe alike. At higher levels,
you ca n make a pacr wit h more than one vestige at a time
to ga in even greater versariliry in combat and roleplaying
encou nter s.

DWARF BINDER STARTING PACKAGE
Armor: Studded leather (+3 I\C , armor check penalty - 1,

speed 30 fr., 20 lb.l.
Heavy wooden sh ield (+2 AC, armor chec k pen alty - 2,

to lb.).
Weapons: Morningstar (l ds, cr it X2, 6 lb., one-handed ,

bludgeoning and piercing).
ligh t cro ssbow ('I ds, cr il 19-20/ x 2, range inc. 80 ft., -t lb.,

pie rcing).
Ski ll Select ion : pick a number of skills equal 10 2 + l ilt

mod ifier.

PLAYING A BINDER
Others might misunderstand your powers,but you can't allow
their shortcomings to srop you. You know th at contacting
th e vestiges isn't an evil act, and you've never traded you r
soul for any sor t of benefit . However, you can' t afford [ 0 be
too open abou t your acti v it ies, or tho se who fear your form
of magic might learn someth ing tru ly terrifying- your
magic is easy.

You don't need ro spend hour s studying incomprehensible
writings, beg for boons from a distan t dei ty, or have magic in
your blood. With rhe proper- seal and the necessary personal
power, you can call up a vestige and ga in its abilities wi th just
a few words.The situation does sometimes get more compli
cared,and you haven't figured it all out yet, but you're cer tain
th at your path to power lies wit h the vesugcs-c- crcarures so
strong th at even [he gods can' t co ntain them.

You are well aware tha t ot hers like your self exis t Th e
process of sum mon ing a vestige is so simple that you've
probab ly mer othe r practit ioners wi thou t even know ing it.
All it takes is the knowledge and th e will to complete the
process!so any kind of per son could conceivably spea k with
the same spir its tha t serve as your patrons. You mu st always
watch for the signs and he wary of ot her bind ers. Although
t hey could be valuable sources ofkn owledge, they might also
be enemies.

You mi ght engage in adventures for mn ny reasons, but
amas sing per sonal power is ge ne ra lly your pri mary con
ce rn . Certain vestiges refuse to an swe r the call of novice
bin ders!and <1 desi re to contact th em and gai n their powers
ofte n mot ivates your escapades. Perhaps you rook up a life of
adventure after fleeing perse cut ion . After all, your activit ies
arid pm,ver s seem foreign and fr igh ten ing to many people,
and various reli gious sec ts cons ide r contacting a ves tige
a sacrilege .

RELIGION
Because you have the means to speak d irectl y w ith powers
beyond th e reach of most deities, you rend ro scorn th e wo r
sh ip of such beings. At the same time, you r streng th flows
fro m creatu res ex pat riated from the ru le of [ho se dei ties,
and for that reason! you fear inciting the ire of a god or his
worshipers. Alt hough you are unli kely to rake up a cleric's
rai ment, you find it co nvenient ro pay homage ro god s and
show outward respect for their servants.

Feat: Shield Proficiency.



NOTABLES
Because ofthe secrecy surrounding vestiges and the constant
attempts to quash all knowledge of soul bind ing, few bind
ers become notable in their communiti es. Even so, most
who pursue this class know ofSyfal, the myt h ic individual
who is said to have first discovered the means of contac ting
vestiges. Syfal's name appears in almost every tex t about
vestiges. though whe the r he is invoked as a patron saint of
the prac tice or cursed as a foul defiler of the universal order
depends on the wr irer's viewpoint, No one kn ows for certa in
who or what Syfal was,or even when he lived,but the age of
some car vings about h im found in ruins in d icates that he
must have lived and died mill enn ia ago,

about vestiges and other soul binders. The pur suit of such
forbidden knowledge is oftell quite dangerous and G i ll result
in the binder underrakin g additiona l adventures,

Bindersgenerallyavoid accepting followers or serving in lead
ership positions because ahigh-p rofile station draws too many
eyes.Yetthe charismatic and mysterious nature ofmost bind
ers draws others to them like moths to flame, so binders often
develop friendships with outcasts, rebels,curious youths. and
others who feel the}'don't fit in or aren't fond of the status quo.
By actively strengthening these bonds of friendship.a binder
can create secret netwo rks of allies and spieswho will alert hi m
to threatsand aid him in timesofdanger.Localauthorities rarely
see these groups as simple gatherings of friends. The binder's
alliesare often involved in orherclandesrine dealings rharspell
trouble for the whole network.

Gea r: Backpa ck with waterskin, one day's n ail ration s,
bedroll, sack. and flinr and steel. Th ree rorch es. Case with
10 cross bow bolts.

Gold : ld4 gpo

DAILY LIFE
t\ binder typically begins his day by finding a quiet , our-of
the-way place to summon the vestige whose power he desires.
He then spends rhe rest of the dayen gaged in wherever task
seems most pressing while trying to avoid roo much con
ract with others. Alth oug h many binders are adept at social
in teract ion , a vestige's in fluence call affec t his pe rsonality.
The bound spir it'Ssign also manife sts on his bod}'un less he
has the means to prevent it, \Vhen nor adventuring, bi nders
often spend their time seek ing out scraps of in formation

Binders pur the allure of the forbi dden into th e hands of
players,allowing them to participate in occult-style act ivities
without forcing them to playevilcharacters. At the same rime,
rhe react ion that most religious organizations have to binders
can reveal a darker side to the clergy ofgood-align ed deiti es
while c reating opportu nities for great roleplaying,

BINDERS IN THE WORLD
"Binders-you 'mow H'hy they'recalled lhat? Bt'CatH~ tIlt'}'gille up
their sollls fo bind with the darkfo rces. Herd ics, the lotof Ihem.
Theyprofane thenatllralorda !Sholilii )'011evermeetOI1C,destroy
him, and let thegodspunish him fo r his(rimes."

-c-Prelate Czarran Highfi st, dwarf paladi n of Moradin
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choose to keep tha t knowledge secret, les t the common clergy
and worshipers learn of powers beyond the reach oftheir- dei
ties . Oc casionally. a church even maintains a secre t arm ofirs
orga n ization to seek Out and era dicate binders. Such a force
usuall y possesses a sm all library of text s de scribing vestiges
and th e pract ices requ ired to sum mon [hem, so [hal irs leaders
can teach me m bers to recogni ze th e sig ns of pact magic and
train them to de feat binders. Ironi call y, books stolen from
s uch lib raries introduce m an y fut u re binders to pact magic.
In fact, ma ny bi nders began the ir ca reers as clerics before
the prom ise of a swift mea ns to power seduced them to the
path of pact mag ic. Th is att rit ion is one reason why clerics.
paladins, and other religiou s people who kn ow about binders
reac t to them in an unfriendly or hostil e manner.

BrNDERLORE
Charac te rs wi th ranks in Knowledge (arcana) or Knowledge
(religion), or wh o have the ba rd lc knowledge abi li ty, can
resea rch b inders and pact magic to learn more abo ut them.
Also, although rel igious gro ups try to qu ash the sto ries of
binders, bards often fin d the intrigue and ro m anc e of pact
magic so alluring that th ey can't res ist sha ri ng the tal es of
it, if only wirh other bards. When a cha racter makes a skill
check or a bardic k nowledge check, read or paraphrase the
follow ing, includi ng th e infor matio n from lower Des. A
character wi th ra n ks in Knowledge (the planes} em also
gain so me inform at ion about binders, thoug h eac h of the
De s bel ow increases by 5 (or suc h checks .

DC 15: Ce rt ain st range spellcas ters cal led binders pr actice
a taboo art k now n as pact magic. M ost clerics v..·ho know of

concl usio n by themselves , or perhaps he is con tent to let the
strongest philoso phy win the day.

Although it isn 't necessary to provide rules for penalizing
cha racters who consort with (or even become) binders , you
can use th e following optional rules to rep resent the above
possibi lities.

Cleric: A cleric who goes aga inst the will of his de ity with
rega rd to pact magic-usually by taking a level in the binder
class-loses the ab ility to access his do mains, including his
dom ain s pell slots and granted powers. If the cler ic takes a
second level in the class an d thus gains the pact augmentation
ability, he can add his cleric level to his binder level fo r the pur
pose of determin ing its effec ts . In add ition, he gains a bonus
feat chos en from the binde r's bo nus feat list upon atta ining 3rd
level as a binder (as well as the bo nus feat awarded to all binders
at 4th level). A cleric who merely con sorts with a binde r might
find him se lf turned away from his own temples , at best, or
hu nted as a heret ic alongs ide his binde r companion, at worst.

Palad in: A palad in who goes against the will of her de ity with
rega rd to pact ma gic- again, by taking levels as a binder
cannot use the divine grace ability, If s he takes enough binder
levels to gain the pact augmenta tion ability, she can add her
cleric level to he r binder level for th e pu rpose ofde te rmining its
effects. As with clerics who associate th emselves with binders, a
pa ladin might be os tracized, excom munica ted, or hunted by her
own church if she co ntinues the relationship with the binder.

t e
- ~-----~-

NPC REACTIONS
Most peo ple have an ind iffere nt atti tude toward binders
because they know very little abo ut what suc h ind ividua ls
do. Even those wh o gai n a basic under standing of binders'
powers typically view these individ uals with the same respect
or fear that they v iew conju rers or ne cromancers.

The si tuation cha nges radically when rel ig ion co mes
into the equation, however. The leaders o f most organ ized
rel igions are aware of binders to at leas t some degrce.Ktost

VARrANT:
HETERODOXY AND HERESY
Deities who despise vesti ges and binders m ight frown upon a
fo llower con sorting with binde rs or for taking up pact magic. In
the case of a clerk or paladi n, such punish ment often involves
revocat ion of d ivine powers, render ing the charac ter an ex
cle ric or ex-paladin. as described in the Player's Handbook. This
penalty is quite harsh , es pecially if the transgression is one for
whic h the de itydoes not allow atonement. such as taking levels
in the binder class. If you want to represent removal of a cler ic's
o r palad in's powers but you do n't want to overly hinde r the of
fend ing PC, conside r the following ideas.

Clerics and paladins need not aba ndon the ir principles to be
friendly with binders or even to take up pact magic. Perhaps
the character mainta ins all her powers , but they now stem
from devot ion to her ideals, like those of any cler ic not devoted
to a s pecific deity. The character becomes a heretic to he r own
church, but she maintains the same mora ls and outlook she had
be fore .

Alternat ively, a PC cleric or paladin ne ed not abando n her
deity. Perhap s the main wing of her church disa vows her, but
other heterodox faction s exist . In this sit ua tion, the character's
deity do esn't offer followers a clear opinion about binde rs and
pact mag ic. but rather allows the m to wrestle with the topic
on th eir own. Perha ps the de ity has withhe ld an op inion on
the subject in ho pes that his followers will com e to the pro per

\Vitho ur an obvious champion fo r their practice, many
binders look to h isrory for signs of famous folk wh o might
secretly hav e pursued this profession. Legend s are replete
with g rea t heroes and vill ains who possess s trange powers,
and many a binder tak es comfor t in th e belief that an
ad m ired individual spo ke to the sam e vesti ges that he con
racts every d ay.

ORGANIZATIONS
Binders rarely work in groups, but an individual binder who
gathe rs a sma ll c ircle of frie nd s occasional ly chooses on e or
two of them as apprentices , Suc h ::I g ro up mi ght eventua lly
grow in to a cabal of a doze n or so people whom the binder
has taken into hi s co nfidence. In ge nera l, cabals of th is sor t
ex ist solely ro protect th e bi nd er and to see k ou t rumors and
h ints re lating to other bin ders or vest ige lor e. Rarely, such a
caba l grows into ::Ilarger organizatio n , such as th e Theurg ian
Societ y. f or more Informati on about the Theurgia n Society,
see th e Pact Magic Orga n lzarions sec tio n beg in n ing on
page 90.



The best solut ion is to keep in mind that those who hunt
binders genera lly want to keep their efforts - and even the
existence of binders-asecret. Although the conflict between
binders and those who fear them could explode at any time,
in most cases it simmers und er the surface as a cloak-and
dagger con flict.Therefore, a game that includes a binder PC
C3n function In much the same way as it does now. You can
occasionally present side plots, adventures, and encounters
that focuson the binde r's class and abilities,just as you would
for any other member of the adventuring par ty.

SAMPLE ENCO UNTER
A binder can function as an ally or a villain , but even as an
ally, he's likely to be secretive and suspicious of the pe s.
If a bind er is encountered in a social sett ing, he might nor
be bound to a vestige un less he is expec ting trouble , since
showing signs is likely to invite trouble. A binder angered
by the PCs might quietly flee and then retu rn for revenge a
few minutes later. With no significant limits on the use of
their abili ties, binders typically try to use their most power
ful attacks first.

EL 8 : Morden disregarded his people's taboos,abandoned
rheir tr aditi ons, and embarked upon a heret ical path in
pursuit of the power of pact magic. A nonconformist in the
purest sense,he enjoys shocking others and acting counter to
their expec tat ions, but he always does 50 with a gr in so th at
they know he's sharing the joke with them. Morden exudes
a charming confidence even in the direst circumstances)and
he's always will ing ro befriend a foe.

pe s might eucoumer Morden (see the sratsrtcs block on
the next page) while he searches for pact magic lore in a City
or a ruin. Alter natively, be might have offered his services
as a mercenary and accept ed payment to fight the party.
Morden prefers to surprise his Ioes.I f he can. Morden moves
adjacent to an enemybefore beginning battle,using Focalor 's
breath to blind a targe t affected by his aura of sadness. On
the [allowing round.Morden employs Sudden Ability Focus
and Empower Supernatural Abiliry in conjunction with fire
breath . Charge attacks and light nin g stri kes follow until
Morden regains use ofhis other powers.

ADAPTATION
You can significant ly change [he binder's role in your game
without dramaticallychanging the mechanic s. For example,
binderscould devote themselves to beings other than vestiges.
To lend binders a darker or ligh ter feel, you could have them
contac t and bind themselves to fiends or celestials. Binders
related to a particular religious or secular order could bind
themselves to the spirits of saints or heroes. Th e pro cess of
soul binding could even be a totemic rite th at lets a bind er
call up ancestors or the essential spirits of creatures by dr aw
ing upon the power of special tattoos or talisman s. When
changing the focus of a binder's pact making, you can keep
the mechanicsof the class largely the same, though you might
want to change the influ ences of the vestiges (or whatever
beings you choose) to suit their new natu res.

binders consider them little more than heretics but grudg
ingl)' acknowledge that the)' are real. These spellcasrers
routinely conta ct otherworldly forces and make pacts with
them for power.A par ticular sign, seal, or name is associated
with each spirit.

DC 20 : Binde rs contact vestiges-souls th at have been
lost to the gods and planes, and bani shed to some hidden
place.A binder calls forth these spirits and makes pacts with
them. In exchange for allowing the vestige to experience life
through his body, abinder assumes some of irspowers.Many
churches outlaw this practice of pact magic. Some even mark
its practi tioners for death.

DC 25: Binders aren 't true spellcasrers-c-rhey and the
spirits they summon work outside the normal flow of magic.
Th e powers they gain and the vestiges they host can't be
dispelled or banished b)' norma l means.

DC 28: c haracters who achieve this level of success know
the legend, manifestation , sign. and seal of one or more
particular vestiges. They also know the basic powers that
th e vest ige grams (the first paragraph benea th the vestige's
name and tit le in its ent ry).

DC 30 : characters who achieve this level of success can
learn importa nt derails about the specific binders in your
campaign ,or the arm ofa chu rch responsible for findi ng and
eradicating users of pact magic. Also, such a character could
learn the spec ifics of the powers that a particular vest ige
grams .

A character tr ying to establish contact with a binder or an
organization opposed to such ind ividuals can make a DC 30
Gather Info rmat ion check to discover the necessary int erme
diar ies and protocols for contact.Talking di rectly to a binder
or member of:111 opposing group won't \....ork, because both
are likely to feign ignorance.A PC who can offer something
of value (such as information or a magic item) to the person
or people he is trying to contact gain s a +2 circumstance
bon us on the check.

BINDERS IN THE GAME
Binders fit easily into just about any game simply because
their existence has remained largely a secre t. Youcan intro
duce binders through the PCs' discovery of ancient lore,
a chance meeting with an NPC binder, or an encounter
with agents of a chu rch seeking out a binder. Perhap s your
group's introduction to pact magic comes when a player sits
down to play her new binder Pc. In any case, using bind ers
in your game requires little more than simply purting one
into play,

The player of a bindercharacter probably th rills at dancing
on the dagger's edge of discovery by the authorities. Hid ing
the signs of soul binding, controlling a vestige's in fluence,
and finding explanations for supern atural abilit ies make
for fun roleplaying, so the player will he looking for such
opport un ities. Ar the same time, the player of a binder char
acter migh t find continual persecution tiresome and grow
disillusioned if publ ic use of her character's abilities always
provokes a negative reaction.



Existence defines realiry. Beyond it ,therefore. naught exists
not even a void. This simple reason ing would be irrefutable
were it nor for th e existence of vestiges. Called f011h from
nowhere,composed of nothing, they exist entirely outside the
rules of reality.They are untouchable , un traceable, and beyond
all powers that rniglu atrempr to confine or define [hem .This
ph ilosoph ical conun drum has intrigued sages interested in
pact magic for centuries and defied all their th eorie s. Vestiges
simply can not exist, and yet. it seems th at they do.

Some schola rs say that vestiges are a com mon myth - they
do not actually exist but are in herent in the minds of all
beings. O thers say they are true spirits-souls cast off into
some plan e th at is unreachable by all magic du e to an agree
ment between the gods. \Xfh atever the truth of the matter,

vest iges seem desperate ro participate in reality, if on ly by
peering at it through another creature's eyes.

THE VESTIGES

CHO O SIN G A VESTIGE
Although some binders devote themselves to single ves tiges
or choose vestiges based on philosophy or person ality, mo st
free ly choose among all th e vestiges th ey can ca ll forth .
\Xfhen deciding wh ich vestige ro sum mon, a binder mu st
cons ider several factors. In most cases. thi s deci sion is
based largely on his likely needs for rhe day. Binders mu st
an ticipat e th ei r act ivities in much the same wayas a wizard
must when prepari ng spells. Some binders wa it to sum mon
a vestige (or summon one and wait to sum mon others) un til
they know more of what th e day holds, th ough by doing so
they risk not having the extra powers provi ded by a vestige
at a critica l moment.

In add ition to the needs of rhe d ay, a binder shou ld con
sider the vestige's sign and influen ce. A binder can m itigate
any po tential trouble that a vestige's influence m ight cause
by choosing either a vestige whose in fluence is generally
inoffensive,or one that he can easily control. In addi tion , the
binder should consider his own abi lities when mak ing h is
choice. He might possess fears,magic items.or other abil it ies
th ar wou ld en hance h is performance wh ile h e is bound to a
particular vestige.

Abilit ies Str 14, Dex 12, Co n 16, Int 8 , Wis 10, Cha 16
SQ pact au gmentat ion (+5 hit po ints , +1 insigh t bonu s o n

saves), soul binding (2 vestiges; 4th level), so ul guardian,
st onecun ning (PH 15), s uppres s sign, water breath ing

Feat s Emp ow er Supernatu ra l Abilityll, Shield Profic iency,
Skilled Pact Making, Sud den Ability Focus

Skills Appra ise -1 (+1 if sto ne or metal), Bluff +8, Craft - l
(an y; +1 if s tone o r me tal), Diplomacy +7, Disgu ise +3
(+2 act ing) , Intim idate +5, Jum p - 7, Knowled ge
(the planes) +0, Search - 1 (+1 if s to newor k),
Sense Mot ive +5

Poss es sion s co m ba t gea r plus + 1 chain shirt, heavy wooden
shi e ld, + J morningstar, maste rwor k light c rossbow with
20 bolt s , dagger, claak afCharisma +2, 105 gp

Vesti ges Typically Bou nd (EBl 8th , bind ing check l d20
+1S): Amo n, Focalor

AC 18, touc h 11, f lat-footed 17; +4 AC ag ainst gia nt s
hp 69 (8 HD)
Immun e fea r
Res ist +2 on sa ves agai nst spe lls and s pe ll-like effe cts ,

stability (+4 ag ainst bull rus h and trip)
Fort +10 (+12 aga inst poison ), Ref+4 , Will +7

Speed 20 ft . (4 squares)
Melee +1 marningstar+9/+4 (l d8+3) or
Melee dagg er +8/ +3 (l d4+2/19- 20) o r
Melee ram +8 (l d6+3)
Range d mwk light crossbow +8 (ld8/ 19-20)
Base Atk +6 ; Grp +8
Atk Options +1 on attacks ag a in st o rc s a nd go blino ids ,

+1d8 damage whe n c ha rging with ra m attack , Em power
Supernatural Ability, Sudden Ability Focus

Sp ecial Act ions fire breat h once/ 5 ro unds (50·ft. line, 8d 6
fire, Ref DC 17 half) , Foca lor's breath on ce/ 5 rounds
(single tar get with in 30 ft., blind ness 1 round , Fo rt
DC 17 negates), lightning strike (sing le tar get within 80
ft ., 4d6 elect ricity, Ref DC 17 ha lf)

Comba t Gear alche m ist' s fire , potion of bear's endurance,
2 potions of cure moderate wounds

---r---_IllliiiS_~~.E.....--~ .
ROLEPLAYING THE PACT form of a debate, an argument, a staring compet it ion, a game
Th e process of s um moning a ve st ige a nd ma king a pact with of riddles, a sho ut ing m atch. a psych ic co ntest. o r a ny o ne of
it was designed to be a behind-the-scenes process-much like numerous ot her competitions . In many cases, the binder begins
the exact ways th at clerics pray fo r sp e lls and wiza rds study by Flattering the sp irit with an e nt reaty fo r aid, wo rded care fully
the ir s pe llbooks. Howeve r, you can ro le play this interaction if so as not to offend the ves tige or put the binder in a pos it ion of
you wish. Eac h ves t ige' s entry de scr ibes its ma nifestatio n and weakness. If th e spirit s peaks during th is pro cess , it often asks
provides so me not es o n its voice o r pe rsonality. The legend why the binder wishes to use its powe rs. In genera l, the s pirit
be hind the ves t ige also provides some roleplaying inspiration is pleased by an swer s that coincide with its influe nce and int e r-
t ha t a DM m ight find he lpful. ests . bu t it is also wa ry of dece pt ion. Some vest iges de mand

Because a ves tige ha s a lready agreed to bin d with its sum- supplication. while ot hers respond be tt er to binde rs who ad opt
m o ne r sim ply by showin g up, the process of pa ct ma king boils s trong an d willful postures. If you're a OM who wan ts to rolepl ay
down to a co nte st of wills to determine whe t her the ves tige th e process of pac t making , con sid er rewarding go od ro lep lay-
ga ins inf luence oyer the binde r. This co ntest could take the ing with a circum st an ce bo nus on the binding ch eck ._ _ _ _ _ _ _~ _ "..... de .... ,n ,...." ... ---... ""'-__

MORDEN CR 8
Male dwar f bind er 8
eN Mediu m hu manoid
tnit +1; Sen ses da rkvisio n 60 ft. ; Liste n +0 , Spot +0
Aura sadness (5 ft ., every adjacen t crea ture take s a-2

pen alty on att acks, saves , and skill checks)
Lan gu ag es (am mon, Dwarven



risks being influenced bymultiple vestiges on failed binding
checks. I fhe ignore s the influence of more than one vestige,
the penalties stack.

SEAL AND SUMMARY
Below th e illustrat ion of the vestige's seal is a sum mary
description of its essen tial characterist ics.

The Sea l: In the process of summoning a vest ige , the
binder mu st dr aw its seal. The unique seal associated with
each vestige is displayed above th e sum mary information .
Drawing the seal requi res no skill check ofany kind,but the
binder mu st have the mea ns to scribe th e seal visibly upon a
relatively flat surface, Marry binders car ry chalk or charcoal
with them for t his purp ose. O ne piece is su fficient to draw
one seal.

Vestige Level: Each vestige has a vestige level, as give n in
its sum mary, A creature wishing to summon a vestige must
rneeror exceed the effective bin der level required to summon
a vestige of that level (see Table 1- 1, page 11). Although all
vestiges want to exper ience reality, some lie fart her out
in the void than others and are more difficu lt to contac t.
On ly throu gh exre nded congress with lesser vestiges can a
binder hope to summon the great entities rh at lie closest to

noth ingness.
Binding DC: The summary foreach vest ige gives a bind

ing DC for th e binding che ck ne eded to make a pact with it.
In general, thi s DC scales wi th rhe binde r level required to

summon the vestige, bu t certain vest iges pre sent <1 greater
than-average ch allenge to binders.

Special Requirement: If the vestige imposes any spe cial
requirem ents on its summoning, th is entry in the summary
LS "Yes." O therwise, it reads "No."

NAME
Each descr ipt ion begins wi th a header giv ing th e vest ige's
name and an epithet by which the vestige is known .

VESTIGE DESCRIPTIONS
This section describes all the vestiges avail able to binders.
The vario us elements of a vest ige description are described
below.

-..,r-........._S.~~~.E ~
ROLEPLAYING THE INFLUENCE and force him to talk his way out. or you can use them as a
If you're playing a binder, you will eventua lly come under the reason to seek out or avoid certa in places or peopl e. Shou ld
influe nce of a vestige. Althoug h the limitations imposed by this as pect of the influence become too tro ublesome, you can
influe nce can be a hindrance, they can also make for great role- always just ignore the vest ige's influence and take the pena lty
playing opportunities. Because the emotions that aves tige's in- that such a choice imposes.
f1uence brings are often not typical for steely eyed adventure rs, If you find the process of roleplaying a vest ige's influence fun,
you can explore aspects ofyour charac ter 's pe rsona lity that you remember that you can always voluntarily fail a binding chec k.
might otherwise ignore . Ifyou play the influences well, you can But be considerate ofthe other players at the table when making
set up a stro ng contrast with your charac te r's typical behavior. that choice. Don't use the influence as an excuse to hog the

The constraints or demands tha t the influencing vestige spot light or stee r the adventure in a different direction. When
places on your character provide yet anot her hook for roleplay- you have fun at t he expense of the othe r players' enjoyme nt, the
mg. Giving in to the demands can get your characte r into trouble campaign is in trouble.

.......__~........" l ' :wr It

MAKING A PACT
A summo ned vestige is in terested on ly in striking a bargain
with its su mmoner. As soon as the pact is made . th e vestige
vanishes and the binder shows its sign, unless he has the
means to suppress it. Once made, a pact cannot be broken.
Neither the binder nor the vestige can end the association
before its dura tion elapses, unless the binder has the Expel
Vestige fear.

Occasionally, a vestige might speak with a binde r about
other mat ters before the process of bin ding begins. though
its willingness to do so isbased entirely on whim.The in for
mation gained in such a conversation , however, is suspe ct
becau se vestiges are notoriously unreliable sources. The y
don 't seem to recall anything except their own lives, and
even those memories are often confused or incorrect.

To make themselves more attractive to bi nders, vestiges
often pre tend to possess much greater know ledge tha n they
are cap able of having; indeed, some even assert tha t they
can see the future or monitor present events occu rring in
distant locations. It's impossible to fo rce a vest ige to tell the
tru th or even determine whe ther it is lying, since vestiges
have immunity to all spells excep t Llll till1 l1gicfield.. and Sens e
Motive attempts agains t them always fa il.

Even so, however, some binders regu larly cons ult w ith
ves tiges. Althoug h the in for mation provided is unreli able,
it sometimes bears a startling similarity to the tr ut h, and
st range coincidences abound. Years of questioning variou s
vestiges about their orig in s have yielded many different ver
sions ofeach one's story, bur the binder scholars who colleer
vestige legends have become adep t at compiling the common
elements and research ing th eir veraci ty. In th is way, the
individual vestige histories have gained at least a degree of
creden ce.

MULTIPLE VESTIGES
As a binder grov..'s in power, he learn s how to bind more
th an one vestige at a time. To do sa, he must go th rough the
r itual of d rawing the seal an d making a pact \vith each of
them separately. Wh ile bound ro multiple vest iges I he gains
the full ran ge of powers gran ted by "II of them . The binder
shows th e sign of each vesrtge (unless he can suppress it),a nd
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Chang ing the nature of vestiges m ight a lso neces sitate
changes to the binder clas s . For ins ta nce , if you replace the
ves t iges with s aints of a re ligious order, the bind er becomes
mo re like a pa lad in. If you replace them wit h to tem ic beings, o n
the o ther hand, the binde r be comes more akin to a barba ria n.

However you d ecid e to use pact magic in your game, take
extra ca re if you decide to change the pow ers a ves tige gra nts or
the influe nce it has on a binder. Vestige-gra nted powers presen t
far thornier balance iss ue s than do typical ga me ele me nts , s uc h
as feat s o r s pells. The influe nces were designe d to st rike a ca re
ful balance between how often they affect play a nd the penalt ies
for igno ring them.

MANIFESTATION
Different vestiges take different forms, but all ma n ifest
(become vis ible) as images floating over the ir seals. The
image that appears is a super natura l figme nt- an illu sion
th at can not be dispelled , though it van ishes in an ant-imagir
field.Certain aspects of the illusi on (such as wisps of fog)ca n
extend lip to 10 feet beyond rhe borders of the sea l, bur rhe
vestige never leaves the area over th e seal. No ises produced
by the vestige or th e process of pact making can be h eard
normally, according 10 [heir volume .

SPECIAL REQUIREMENT
If the vestige im poses any special requirements on its sum
moning, they are given in the next element of the description .
Special requiremen ts vary widely depending on the nature of
the individua l vestige. For example, a vestige m ight require
tha t its seal be drawn in a par ticular place, or that th e bin der
possess a cer tain item or anrlbure. I f a binder doe s not fulfi lI
the vestige's special requi rement, it does nor manifest whe n
summoned, and the atrernpr to bind wit h it fails.

organ izations and secular aut ho rities that migh t be able [Q

offer proof one way or the other genera lly muddy the issue
sti ll further. either by claim ing that vestiges are unholy and
accursed beings tha t damn those who deal wi th th em , or by
disavowing th e creatures' existence entirely.

SIGN
A binder who makes n pact wit h a ves tige binds hi s soul to it,
thereby becoming a conduit th rough which th e vest ige can
expe rience real ity. This powerful bond cannot be broken by
any magic-s-e ven an fl lltilJli1gic{lelt! only suppresses it.

Th is in tegra l link ma nifests on the binder's person as a
physical sign pecu liar to the ind ividu al vest ige,as describe d
here. Thi s sign is a real cha nge rather than an illusory or
shapcchang ing effec t, so anyone viewing the bin der wit h
true saing sees it ju st as it is. The sign is a su per na tu ral
effect and therefore is suppressed whe n the bi nding is
suppresse d.

A binder can hide a sig n by either mundane or magic al
mean s, Furtherm ore, a binder with the suppress sign class
feature can choose when to show a vestige's sign.
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20
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MAKING VESTIGES DIFFERENT
The vestiges in this book we re designed as s pirits to which a
character of anyalignment might bind while stillmaintaining the
taboo feel that pacts with otherworldlybeings carry in real-world
mythology. When using pact magic in your game , you could give
it a different place in the campaign world by changing the nature
of the vestiges or eve n replacing them wit h other creatures.
Far example, in your campaign, pact magic mi ght be practiced
o nly by good crea tures who make de als with ce lestia l beings.
Alternat ively, it might be who lly the province of evil o r foo lish
mo rta ls wh o make promises to fiendish force s. Vest iges might
even be alien entities, to tem ic spirits, the souls of ancestors or
great heroes. or some other entities of your own creation.

T ABLE 1 - 2 : VE STIGES BY L EVEL

Vestige
l evel Vestige
1st Amon
1st Aym
1st Leraje
1st Naberius
1st Ronove
i nd Dahlver-Nar
2nd Haagenti
2nd Malphas
2nd Savnok
3rd Andromalius
3 r~ Foca lor ·
3rd Karsus
3rd Paimon
4t h Agares
4th Andras
4th Buer
4th Eurynome
4th T.;.,enebrous
5th Acererak
5th Balam
5th Oantalion
5th Geryon
5th Otiax
6th Chupodoes
6th Haures
6th Ipos
6th Shax
6th Zagan
Ztli Eligo~r:--
7th Marchosias
Stli alpha.
8th Orthos

LEGEND
This element of th e descr ipt ion relates the origin legend
associa ted wit h each vestige. Although bin der scholars
po int to sim ilar legends among the ge nera l populace (and
some rimes eve n to hi sto rica l figures) to back up th eir c lai ms.
th ese backgr ounds arc in large part apocryph al and known
on ly to bind ers. The historica l information on whic h each
legend is based has been gathered th roug h the years by ques t
ing for in formation about them .The legen d derailed in this
section represent s the most widely accepted version ,burpact
magic grirnoires differ and many theor ies exist.The religious



ACERERAK. THE DEVOURER
Acererak. a half-human lich, grasped at godlike power on ly
to lose his grip on reali ty. As:.1 vestige , he grants abilities that
are similar to a lich's powers.

Legend: Only bards and a few scholars rememb er Acere
rak's name, but many k now the legend of h is supposed final
resting place, the Tomb of Horrors. As TU mors of th e wealth
and mag ic hidden in th is fabled location spread, the tomb
became a burial ground for more and more explorers an d
tomb robbers. In tr uth, however, the Tomb of Hor ror s was
not Acererak 's sepulche r at all. It W3S merely parr of hi s plan
ro gain eternal unlife and command ofall undead.

Acererak left behind a diary, and the in forma tion it con
tains comb ine d with the anions of a stalwart few have at
last br ough t th e full rale of Acererak 10 light. In hi s di ary,
Acererak wrote that he was born ofa un ion between a human
woman and a demon, Despi te his hideous deform ities, his
mother kep t him and ca red to r him un til , when he was
ten years of age, so me supers titious villagers bur ned down
their house. Acere rak su rv ived the conflagra tion beca use of
his demonic heritage, bur his mother did not. In hi s diary
Acererak recalls that incident as the event tha t pro pelled
him on th e path toward nec romancy and revenge agai ns t
humanity.

Acererak became a powerful wizard. As he grew older
and saw the specter of death loomi ng, he sought OUt and
completed the r itu al for becoming a !ich. After he assumed
his undead for m, h is power con tin ued to grow for ce nturies
more.The diary relates, however, that Acererak eventually felt
the forces animati ng his undead body begi n to wane. Know
ing that fina l oblivion was near, he decided ro bu ild himself
a secret tomb. "On ly th ose of keen est luck and grea tes t skill
will wi n through to me; th e diary read. "There, they sha ll
receive a magnificent reward for their perstsrence."

The diary, the Tomb of Horrors, and th e supposed reward
were all par ts of an elaborate ruse designed to brin g powerfu l
adven turers in to th e portion of the romb that Accrerak-by
then a powerfu l dem ilich- callcd his Fort ress ofConclusion .

A binder shows no ou tward sign when using a granted
abili ty, un less the abil ity description specifies that he must
concent rate, or the use of the abi lity would be obvious
based on its description (such as a ray projecting fro m th e
binder's eyes).
When subjected to a supernatural abili ty tha t requi res a
saving th row bu t has no obvious effect, the target feels a
hostile force or tingle but does not necessar ily know th e
source or nature of th e attack.
Effects created by the binder's supernatural abi lities end
when the vestige leaves the binder, or if the binder dies
while bound.
The Difficulty Class for a saving throw against a vestige
granted power is to + 1/2 effective binder level + binder's
Cha modifier.
Abilities that duplicate th e benefit of a feat do so even if
the recipient doe s not qualify [or the feat.

INFLUENCE
Th is element de rails the influence [hat rhe vestige imposes
on a hind er who makes a poor pact. The ves tige's in fluence
constantly affec rs [he binder's personali ty and emo tions . In
addition, the vestige mig ht require tha t the binder rake (or
refrain from taking) some act ion. A binder who ignores the
wishes ofa vest ige that in fluen ces him takes <I- 1penalry on
attack rolls , saves, and checks unti l the vest ige leaves.

All powers gra nted byvesriges are supernatural in origin.
even if rhey rep licate spel ls or abilities that are no r norm ally
considered magical.
Supernatural abilities are magical and thu s are suppressed
in an ImtimaglC field.
Supe rna tura l abilities are no t subjec t to spell resistance.
Supe rnatura l abilit ies can no t be dispelled .
Unless they deal damage, supernatural abilities affect
incor poreal creatures norma lly.Asuper natural ability that
dea ls dam age has a 50%cha nce not to affect an incorporeal
targe t, if the source of the ability is corporeal.
Using a superna tur al abili ty do es not provoke attacks of
opportu ni ty.
Using a su perna tura l abiltty is a standard action unless
0 1hcrwise noted,
Some of th e super natu ra l abil ities granted by vest iges
provide cons tant benefi ts once activated . tf the durat ion
ofa part icular effec t is nor sta ted or imp lied by th e ability
de scr ip tion , assume it is cons tant. TypicaII)', binders take
a few mo me nts to activate such abiliti es im mediately after
making a pact wi th a vestige. ~[OS t effects th at are not
co ns tan t ca n be used only once every 5 rounds (see the
ability descr iption for de tails).
If a supernat ural abili ty gran ted by a vestige mimics the
effect of a spe ll or shadow magic mystery, the cas ter level
of that ability is always equal to a binder's effective binder
level.

The use of a vcsrige-granred power does not require a Con
centration check unless irs description specifies otherwise.
Failure on a required Concentration check ends that use of
rhe abiliry. (The DC for Concenrrarion checks depends on the
distract ion; see the Concentration skill description , PH 70).
Supernatural abilities do not have soma tic or verbal compo
nenrs, bur certain requirement s might app ly to the use of
individual gra nted abilities. For instance, a binder using a
breath weapon must be able to open his mouth and breath e.
Similarly,acharacter must havea free hand to make n melee
touc h attack. (In a grapp le, the character makes a touch
att ack as though armed with a light weapon.)
Supe rnatural abilities are neither arcane nor div ine. Thus,
no spell failu re cha nce applies to th e use of vesnge-granred
abil ities by an armored binder, even when those abil ities
mimic spells.

GRANTED ABILITIES
The supernatu ral abilities tha t the vestige grants are given in
th is element of irs desc ription. The following rules govern
these supernatural abilities.



Sign: Agem replacesone of your reerh , U-removed,
the ge m reve rts to a normal tooth, and a new gem

appears in its place.
Influence: As a vesti ge, Acere rak possesses [he
irnrnorraluy he desired bUI none of th e power

tha t should accompany it. [f you fall u nder h is
In fluence, you evince a strong hunger for influ
ence and primacy. Ifyou are presen ted w tth an

opporr un iry to fill a void in power over a group
ofcreatures, Acere rak requires t hat you at tempt
10 seize that power. You migh t im perso nate a

missing city official, take co m man d of a
leaderle ss unit of soldie rs, or even grab
the reins of runaway horses ro esta blis h
you r supremacy.

Gran te d Abilities : While bound to
Acererak. you ga in powers tha t the grea t

lich held in his legendary unlife.
Dt'lt'c/ UntIw .J: You ca n use tIrfec1 und61d as

rhe spe ll at will (caster level equa ls your effective
binder level).

Hidefrom Ulldmd:At will as a standard action, you
can become unde tec table to u ndea d .
This ability functions like the hid, jro m
1l1ln flld spell , except th at the DC for
ime ll igem undead ro ignore the effect
and notice you is 10 + 1/2 your effecrive
binder level + your Cha modifier.

tidl 'S Ellergy 11I1l1J ll1l itics; You ga in
im mu nity to cold and elec t r icity
damage.

PamlJ'zillg TOHCh: As a standard
action , you can make a touch attack
to paralyze J living foe. The touched
creature mu st succeed on a Fort itude
save Dr be paral yzed for a numbe r of
rounds equa l ro one-halfyour effect ive
binder level. Each rou nd on its tu rn,
the paralyzed creatu re can atte m p t
a new saving throw as a full-round
action, with success ending the effecr
immediately. Onc e you have used

this abilit y, you can not do so again for
5 rounds.

Spra '~ with Dt'llfl: You can question the dead at willas th ough
using the 5pt' (1 1~ 1\'1111 deal!spell (caster level equa ls your effec
rive binder level;save DC .1 0 + 1/ 2 rOUf effec tive bi nder level
+ your Cha mod ifier).

Ul1dt'lld Healing: Nega tive energy (such as that ofan itlfl ict
spe ll) heals you rather than damaging YO ll . Ifyou are a living
creature, positive energy (such as a fitly spe ll) st ill heals you
as wel l.

AGARES, TRUTH BETRAYED
Agares died at the hands of his all ies for a w rong he did nor
commit. Asa vestige , not only does he give binde rs the ability

J4anifrstalirmof
Acer t'nzJ:

In tr uth , Acererak had devised a r itu al that
he hoped would merge his con sciou sness
with th e Nega tive Energy Plane th rough
the sacrifice ofpote nt spirits. Had he ecru
ally accomplished this goal, he cou ld have
assumed control of any un dead on any plane
and gained god like powe rs as well as immor tal
ity. But the infa my of the Tomb of H or rors
drew more than wealth-hungr y th rill-seekers
in tent on gaining the reward promised in
Acere rak's d iar y. Supplica nts also came.
Necrom ancers ques ting for knowledge,
see kers of ererual life, and lost sou ls in
search ofpurpose traveled 1'0 the lom b to
learn what they cou ld of th e dark arts. In
time, t he supplicant s beca me wor shipers ,
and they stayed to dwell near the object oftheir
devo tion . Even tua lly, a settlement called sku ll
City sprang up around rhe entrance to Acererak 's
Tomb of Horrors.

Some of the he roe s Acererak lure d to his tomb
proved even more powerful and ingen ious than he
had an ticipa ted. After figh ting their
way th rough sku ll City and th e Tomb
of Horrors, they made thei r way to

th e dem ilich's f ort ress of Conclusion.
At the last possible mome nt, rhey sur
mised Acererak's plan and destroyed
the ar tifact that was crucia l to h is apD~

rheosis. They struck down Acererak
and sha tte red his phylacte ry.

Norm ally, such an act ion wou ld have
sent Acerera k's spiti t to Abyss , burthe
wors hip of the Skull City residents leru
him a semblance of divin iry; his desire
to merge with the Negative Energy
Plane proved stronger t han the pull of
the Abyss. Unfortunately for Acererak,

sou ls do nor travel to the Negative
Energy Plane upon deat h. Since h is
spir it had no clea r destination, it went
nowhere, becoming avestige d ivorced
from all planes.

Sp eci a l Requ iremen t : You musr place a gem about the
size of a human tooth or eye in the ce nrer ofAcere rak's seal.
Thi s gem is not used up in the summoning process, nor
does it move from where yOl I placed it, despit e the ma n ner
in wh ich Acerera k manifes ts (see Mruufe sration , below).

Manifestation: The ge m you placed within the seal
appea rs to float up into the air 10 th e height ofyour head. Dust
swirl s in from the surrounding ai r and up [rom the ground
to coalesce about rhe gem, forming a yellowed human skull
wit h the jewel as a tooth o r an eye. A moment later, o ther
gems wink into be ing, so [hat each eye socke t and the space of
every tooth is occupied bya shining d iamond, ruby, emerald,
or sapphire. The jewels glow bri efly w uh an inner ligh t, and
th en Acererak speaks, h is d ry voice filled with contempt.

-- ~~-----~~~



_ _ _ ..;Ele mental Size
Small

:==~Mr.eid!j~U-m-------
[ rge
Huge

Effecti ve Binde r Level
")s t-10th
·l1th- 14th
15th- 18th
19th or higher

Fear Immunity: You have immunity to fear from bo th magi
cal and mundane sources.

Tr ue Speech:You can speak, understand, read , a nd w rite all

langu ages spo ken by cre atures w ith i 11 30 feet of you. To use
an unfamilia r language, you must hear it spoken and see the
speaker. O nce you have used ir, you can co nt in ue to do so
for as long as your pact with Agates lasts. \X1hen speaking or
writ ing in a language with wh ich you are not fam iliar, you
cannot lie.

E{lrfh anllAir .\.fl15 lery: You gain a +1 bonus on att ack rolls
and weapon dam age rolls ifboth you and you r foe are tou ch
ing th e- gro und. Any air borne foe takes a - 1 penalty on at tack
roll s and weapon da mage roll s against you.

EarthsJlil '~ i l1g Stcp: As a standard action, you can stomp on
th e ground, caus ing every crea ture with in 10 feet of you th at
is either stand ing or cl imbing on a surface con nec ted with
the gro und ro make a Reflex save orfall pro ne. Once you have
used this ability, you ca n not do so again for 5 rounds. You
and your summoned ea rth element al (see below) are never
kn ocked pron e by th e use of thi s abili ty.

Elemental Companion: Youcan summon an earth elemental
to accompan y you and figh t for you. This creature obeys your
commands to th e bes t of its abi lity. If the eleme nta l is more
than 30 feel away from you at the end of your tu rn , it dissolves.
Ifyo u lose you r elemental to d issolution or destruct ion: you
cannot su mmo n it aga in for I hour.

The size of the earth elemen tal you can summon depend s on
your effec tive binder level, as given on th e following table.

AMON,
THE VOID BEFORE THE ALTAR

Although Amo n once ru led as a deiry ofllghr and jus tice. h is
long exis tence as a vestige has twisted hi m into a monster
consume d by wrath. He grants those who sum mon hi m his
sigh t, h is fiery breath, and his powerful charge.

Legen d : Scholars cla im th at Amon is wha t rema ins of th e
personality of a god who died of neglect millennia ago. O nce
worshiped bythousands, Amon eventua lly lost h is faithful to
more respons ive dei ties. His will was strong eno ugh, though ,
to resist eternal sleep on th e Ast ral Plane. Since his dem ise,
h is ha lf-existe nce as a vestige see ms to have d ramatically
changed his appearance and person alit y. Once a calm and
wise protec to r, a god of light and law, Amo n is now a foul 
tempered and hateful spirit.

Special Requiremen t: Am on part icularly despi ses four
othe r vestiges: Chupoclops, Eurynome, Karsus, and Leraje. I f
you have hosted one orthese spirits within the last 24 hours,
Amon refuses to answer your call. Simila rly, these spi ri ts wi ll
nOI answe r your call if you are alre ady bound to Amon oTh e
reason [or Arnon's d ispleasure wi th these vestiges is u nclear,

to weaken foe s
and knock them
prone, but he also
makes his sum
m oner fearless
and able to speak
any tongue.

Legend : I n
life, Agares ru led
over vast armies
on the Eleme ntal
Plan e of Earth.
He was the most
powerful general
the plan e had yet
seen nod second
i n au t hority
only to bt s genie
emperor1 a dna of

great influence. Even though Agares was unalterably loyal. he
neve r theless gave his emperor reason to fear bet rayal. Agates
becam e obsessed with a djin ni com mander who had thwarted
his co nques ts on severa l occ asions. H is des ire to meet th is
favored foe on the field ofban le blinded h im to other tacti cal
option s and deafe ned him ro ru mors that h is es teem for hi s
enemy had deepened into love. When ar last Agates ent rapped
the djinni's forces, he girded himself fo r personal combat
and get our to answer a challenge to duel his adversary. The
Sum mo ns was a (rap laid by Agare s's lieutenants, however :
his allies slew him within sigh t of his greatest ene my.

Speci al Requirem ent: You must draw Agares's seal upon
either the eart h or an expa nse of uu worked sto ne.

Manifesration :The ground trembles br iefly as th e head
ofa great brow n crocod ile bur sts from ben eath Agares's sea l.
The crocodile's maw opens upward , un leash ing a hooded
black hawk that spreads irs wings, forcin g the jaws farther
apart with the mere brush of its feathers. Two large, catli ke
eyes gleam on the haw k's breast. W hen Agares speaks, th e
hawk's beak moves, bu t the sound comes from th e crocodile's
rumbling th roat.

Sign: You gain a wracking cough that spews du st and sma ll
stones from your mouth. Th is coughi ng prevents you fro m
casti ng an y spells th at have verbal compone nts. \Vhile bou nd
to Aga res, you can resist th e urge to cough for a nu mber of
rounds equal your Consti tut ion score.Thereafter, you cough
for a round and then can try to resist th e urge again .

Influence: Agate s's loyalty in life and h is ange r at the
betrayal pe rpetrated byhis lieurenanrs has become a hatred
of falsehood. \Vhen influenced by Agares, yOll speak fort h
rightly and with confide nce. You ca nno t lise the Bluff sk ill,
and when asked a d irec t ques tion , you mu s t answer truth
full y and directly.

Gran ted Abilities: Agares gives you I he power to exalt
yourself and your allies, to make the eart h tr emble ben eath
your feet , to render foes weak , and to speak the tru th to all
peoples.



After nearly three hundred years
of almost constant battle on behalf of
borh good ann evil, Andras grew tired
of both causes. In th e midst of a duel in
the key baili e of a great war, he simply
dro pped his weapon and left. never 10

be seen aliveagain.Sagesspecu late that
after his betrayal ofboth causes, he was
no longer welcome in any god's realm,
and thu s his sou l was condemned to

become a vestige.
Manifestat ion:And ras rides up Out

of nothingness on the back of a great
black wolf.The vestiges head is thar of
an owlcovered in gray feathers, and his
gray-skinned body resembles th at of :1

lanky but muscular male elf. Wearing
onlya loincloth ,Andras slouches in h is
saddle, holding the reins of his mount

in one hand and a greatsword, which he lazily rests on his
shoulder, in the other. At first glance,Andras looks as thoug h
he might be asleep, but a closer inspection reveals a pai r of
huge golden eyes that glower from his bowed head. Andras
speaks in deep rones laden with menace.

Sig n : You sprout tWOuseless, gray-feathered wings from
your hack.The wings arc small enough to be h idden beneath
a shirt or cloak, but doing so makes you appea r hunch
backed.

Influen ce: Andras's influence causes you [Q become
listless and emot ionally remote. Because Andra s wearies of
combat quic kly,you must drop any items in hand and wit h
d rav» from melee after only 10 rounds of ban le. Youmay not
take any offensive action to r Id4 rounds thereafter.

Grante d Abilit ies: Andras lends you some ofthe skills be
had in life, making you a strong combatant with or without
a mount.

\\1('tlPOfl Proficiel1cy:You are proficient with the greatsword,
lance , longsword , and rapier.

Afount: As a full-round act ion , you
can summon a heavy warhorse , com
plere with saddle and heavy lance.Th is
creatu re serves you as a train ed mou nt
for up to 1 hou r per effec tive bin der
level. or un til it is killed, you di smiss
it, or your pact wit h Andras ends. You
can use this ability once per day.

S.llfdfe Sure: You gain a -8 bonus on
Ride chec ks.

Sm ite Goolf or Evil: You can attempt
to smite an evil or good creatu re with
a single melee attac k. You add your
Charis ma bonu s (if any) to the m ack
roll and deal I extra point of damage
per effect ive binder level. If you acci
dentally smite a cream re that is neither
good nor evil, the attempt has no effecr.
Once you have used thi s ability, you

bur ihe cnrni tv is as old as anyone C;1O

remember. Binde r scholars theorize
that it mighr stem fro m the rime
when Amon was a god and the other
four were normal mort al or immorta l
beings.

!\lanifestation :Arnon manifests in
a burst of black smoke, howling foul
curses at h is summone r. He possesses
a black wolfs body with a ram's head
and a serpe nt for a tail. His mourh is
filled wit h sharp teeth ,and fire escapes
it when he speaks.

Sig n: You grow a ram's cu rl ing
horns.

In fIu ence:Amon's in fluence makes
you surly and irritable, In addition ,
since Amon despises living deit ies of
fire, sun ,and law. he forces you to resisr
even beneficial spells cast by those devoted 10 such pmvers.
You must make a saving th row to resist such a spell if one is
allowed; failure allows you to gain the benefic

Gran ted Abili t ies : Amon grants yOll his sight and his
breath , as well as the dead ly use of his hor ns.

Olukl'ision: You gain darkvision cu t ro 60 feel.
f ire Hrt'l1 lh: You C'111 vom it forth a line of f re as a standard

ac tion. The line extend s to feet per effec tive bind er level
(maximum 50 feet) and deals ld 6 poin ts of fire damage per
binder level to every creatu re in its area. A successful Reflex
save halves th isdam age. Once you have used rhis ability, you
can not do so again for 5 rounds.

Ra m Attach: You can lise the ram's horn s that )'O U gain
from Amon's sign as a natural weapon that deals ids poin ts
of damage (plus 1-I/ 2 times your Stre ngth bonus). When
you charge a foe wit h your ram attac k, you deal an extra ids
poinrs of damage on a successful hi t. You cannot lise this
abi lity if you do nor show Amon's sign .

ANDRAS,
THE GRAY KNIGHT

A great warrior in life, Andras is an
en igma as a vestige. He gives binders
prowess in comba t and sk ill in th e
saddle.

Legend: Andras wasonce an elfpa la
din famed for his prowess in battle and
h is implacable ded ication to doing what
was right and good for alI. A series of
misjudgmenr s and misfortunes broke
Andras's faith in both himself and h is
deity, however, and he became a black
guard , Dur ing h is subsequent serv ice
to the dark gods, his infamy rapidly
outgrew his ferne, and his nam e W3S

whispered in fear.



cannor do so again for 5 rou nds. Smite evil and smite good
att empts per day obtained from mu lnpl e sources stack.

Sow Discord: Andras grams you th e abi lity to ..ow discord
among you r enemies. As a standard action,you can force an
en emy to attack a random ly de termined all}' wi thi n reach
on h is next action, and he must do so as his firs t at tack. The
target must be with in 5 feel per two binder levels you possess,
and a success ful Will save negates the effec t. The affected
foe mu st strike for lethal damage wirh a pr ima ry attack and
use whatever melee weapon is in hand (or an unarmed strike
or natu ral attack if no weapon is at the ready). If no ally is
within th e foe's reach, th is ability has no effect. Sow discord
is a mind-affecting compulsion abili ty. Once you have used
thi s abi lity, you cannot do so again for 5 rounds.

Sure BrOIt'S: You gain the be nefit ofthe Improved Critica l
feat with any weapon you wield . If you already have the
Im proved Critical feat with a weapon , you gain a +4 bonus
on the roll to confirm a threat made wit h th at weapon .This
bonus stacks wit h th at provided by th e Power Critical feat
(see CornplcteDivine, page 103).

ANDROMALlUS,
THE REPENTANT ROGUE

Once the favorite of the god Olida mrnara.A ndroma lius now
exists as a vestige. H is granted abilities help h is sum moners
beat rogues and ne'er-do-wells at their ow n game .

Legend: Once the herald of Olidarnrnara, Androma lius
foreswore theft and m ischief on h is deat hbed , repentlug all
t he action s he had taken on behalf of hi s god du ring his life.
By this means, he hoped to steal his sou l from his deity, rhus
accomplishing his greatest theft and prank in hi stor y, and
proving himself the most worthy of his god's favor.

At first angered by Andro malius's betrayal, O lida mma ra
qu ickly realized the irony of the moment and bu rst into
laughter. Yet th e god's good hu mor was short-lived , because
he reali zed th at ro accept Androrna llus's sou l would be to
prevent th e th eft and ruin th e joke. Since Olidammara was
loath to let such a clever servant to go to the realm of some
other god, he repaid his servant's honor a hund redfold- he
stole Andromalius's soul from th e cosmos , making it a ves
tige. Whether Andromalius deemed thi s resul t an hon or or
nor remains unclear.

Special Requ iremen t: You must obta in two di ffere nt
non magical items similar 10 those that Andromaliu s hold s
in hi s han ds whe n he manifests and place them within the
confines of his seal when you summon h im. These items
vani sh as soon as An dromalius appears.

M anifestat ion : Andromalius appears as a middle-aged
but lithe human male in the garb of a jesrer. Each of h is arms
splits at the elbov..· into a dozen forearms ,and he holds a small
objec t in each of his twenty-four hands.Though his costume
and overall appea rance change from one manifestation 10

another , th e specifi c collection of objec ts never does- a
fact th at has sparked a long-standing deba te among bind er
scholars.Th e item s are: a belt purse,a silver key, agold ring,a
pairof dice,a coppercoin,a daggcr.n n app le, all arm bone, a



AYM, QUEEN AVARICE
Once a monarch of dwarves,Aym allowed her greed to br ing
an end to her empire. As a vesrtge, she gives her host the
ability to wear armor with out impedance, to set objects and
creatu res alight with a touch, to resis r the effects offi re, and
to shatte r objec ts with heavy blows.

Legend: Dwarven legends depict Aym as the greediest
dwarfqueen who ever lived. Modern-daydwarves still sp it at
[he men tion of her name. Not long after Mor adin first forged
the dwarves, Aym arose as a great leader amo ng them"Creed
brought her to powe r, and greed consumed he r wh ile she
ru led. Dwarves mined fur touslyin response roAym'sconstan t
demand for more gems and preciou s metals, and her people
became virtual slaves to their work. As onerous as Aym 's rule
was, however, all this mining greatly expanded the dwarves'
terr itory, and man}' dwarven clans grew quite wealthy.

Jealous of (he dwarves' wealth and smar ting from their
conque sts. agreat horde oforcs,giants ,and goblinoids banded
into an arm}' to assault Aym'skingdom. The dwa rves fought
bravely, but because their forces were stre tched so thin across
Aym's empire , they could not respond quickly enough to the
horde's con centrated assault on their capi tal. Legend has it

thar when the fires of the burn ing city reached her,Aym stood
among a hundred wagons laden wirh gold th ar her serva nts
had loaded in prepa ration for her flight. But so engrossed
W:1S she in cou nti ng the coi ns ro mak e certain she did n't
lose a copper rbar she didn't notice th e da nger un til the fires
began to melt the coins in her grasp. Rather than repenting
her greed at the point of he r death .Aym cursed Moradm for
not protecting her, and in return, Morad in cu rsed her.

Ma ni fes mrtoru Aym arises from a coiled heap within the
seal. She has two great worm s for legs and three head s- one
a lion's,one a female dwarfs. and one a bull's . Herpowerful ly
muscled torso stra ins beneath the fine ry ofan empress!and
her finge rs glitter with more than a dozen jeweled ri ngs. 111
one hand she holds a red-hot, star-shaped branding iron , and
with th e othe r, she holds shut the lion head 's mouth. Aym

sl'l' lhr UtI5l't'J1: At will,you can use 5t'Cinvisibility as the spell
(caster level equals your effecrive binder level).

Sense 'lh dte ry: You gain a +4 bonus on Sense Motive checks,
on Appraise checks, and on Spot checks made to oppose
Disgui se checks. In addi tion. you automatically notice
whe n a creature uses Sleight of H and to take something
from you. This ability is always active while you are bound
ro And romaliu s.

SlIeall At tad~: You deal an extra 2d6 points of damage when
flanking an oppone nt or at an)' time when the target would
be den ied its Dexterit y bonus. Th is extr a damage applies to

ranged att acks on ly if the opponent is with in 30 feet. For
every five effective binder levels you possess beyond 5th,your
sneak att ack da mage increases by an additional ids points.
For example, a t gth-level binder dea ls an extr a +d6 points
of da mage with h is sneak attack. See the rogue class feature
on page 50of the "'nyer', Hnnd"oo1,. If you get a sneak attac k
bon us from another sou rce, the bonuses to damage stack.

scroll,acomb, awhistle,a fish hook.a min or,an egg, a potion,
a dead spider, an oak leaf, a human skull, a lock, a closed
black book , a bell , a dove, a set of lock picks, and a mouse.
When Andrornalius returns whence he came, he juggles
these illusory items and then tosses one to his sum moner.
Some scholars cla im that rhe item thrown ind icates 3 fut ure
event,but tha t the specific meaning depend s on which other
objects are held in the hands of tha t same ann,

Sig n: You gain an extra digit on each limb. Th is append
age prevent s you [rom wear ing normal gloves or gauntlets,
but magic gloves and gauntlets reshape to fit you.

In fluence : When influenced byAndro malius ,you become
a devious mischief-maker who de ligh ts in causing small ca
lamiries-especially misunderstandings between friends and
incidents of mistaken identi ty. However, Andromalius can
not now abide acts of theft , 50 he forbids you to steal from a
creature, take an item from a dead body, or remove someone
else's possession from a location without permission so long
as you are under the jurisdiction of an authority whose laws
expressly forbid such activities. By the same logic,you cannot
take possession of :InY objec t that you know to be stolen.

Gr an te d Abilities:The abilities tha t And romalius grants
he lp you catch thieves and retu rn stolen goods, discover
wickedness and underhanded dealings, and pun ish wrong
doers.

Jester's .\-fir llt: As a standard action, you can cause an op
ponent to break into un controllable laugh ter. This ability
function s like a Tllsll(l '~ }lideol.l s Illll gl1 tcr spe ll (caster level
equa ls your effective binder level), except that an aff ected
creatu re can make all additional saving throw at the end of
each of its turns ro end the effect. O nce you have used this
ability, you canner do so again for 5 rounds.

Locale Item:At will , you can sense the direction of any well
known or clearly visualized object that lies within 100 feet
per effecn ve bin der level of your locat ion. If you wish to find
a specific objec t, this ability works on ly ifyou have seen the
object firsthand and can accurarely visualize its peculi arities.

Otherw ise, rhe
direcrion of the
nearest object of
the same type is
revealed, You can
sense the direc
tion of only one
item each round.
Thi s ability does
not reveal the
direc t ion to a
disguised object
such as a secret
d oor un less
you can clearly
visualize its dis
guised form ,nor
does it tell you
the distance ro
the object.



Legend: Binder scholars claim rhat Balam is all rhar
remains of the soul ofa powerfulsolar. Exactly howshe came
to exist in her curre nt sta te remains a mys tery, bu r sources
of planar lore state that several good gods tasked her with
elimi nat ing the prac tice of sacr ificing sentient beings in the
worsh ip of deities. Since such sacri fices are parr and parcel
of evil ritua ls, the task amounted to wiping ou t the wors hip
of evil gods altoge ther- a task well beyond what even the
good dei ties could manage. Need less [Q say, Salam failed
in her assig nme nt, and some believe that her foes acruallv
sacrificed her in praise ofa da rk god .

Special Re quirement: Salam req uires a sacrifice of her
summoner. In the process ofcall ing her,you must deal 1 point
of slashing damage to yours elf or ano ther sen tient creatu re
(one wirh In r 3 or higher) and place a drop ofblood from the
wound wi thin Balam's completed seal.

Manifestat ion : Balam is a horror to behold . Her bod y
is that of a great purple serpent, and her head consists of
the top ha lves
of three horned
humanoid heads
arranged evenly
around a shared
gaping ma w.
This mouth is
a tooth -stud
ded chute that
exte nds dee p
into her bod y,
and her six
horns point for
ward aro und it.
Balarn speaks in
ag rinding moan,
exhaling h ot ,
stink ing brea th
with each word .
The fangs in her
chute-mouth move in waves with the shuddering of her
throat, and the eyes of her th ree heads glow blue when she
becomes excit ed or angry.

Sign: You r voice gains a peculiar qualit y. becoming both
hollow and gurrural.

Influence: Balams influence causes you to dist rust cler ics,
paladins, and other devotees of deities. \'I;rhene\~er you enter a
temple or some other holy or unholy site, Balam requires th at
you spit on the floor and utt er an invective about th e place.

Granted Ab ilities: Balam grants you the power to predict
furure events. She also reaches cunning and finesse,and gives
you th e ability to freeze foes with a glance.

Balam'sC lI1mitlg: You can reroll one arrack, saving throw.
or sk ill check you have JUSt made . Youmust accept the result
of th e reroll, even if it is worse than the origin al. Once you
have used [his abili ty, you cannot do so again for 5 rounds.

ley Clilre: You gain a gaze arrack tha t deal s 2d6 points of
cold damage ro the target . A successful Wi ll save nega tes th is
damage,

speaks through
her dwarf head,
since both ani
mal hea ds are
in capable of
s peec h. s he
prefers to keep
the lion mu z
zled because if
she doesn't , ir
roars and causes
th e bull's head
to low in terror,
ma king ir i m
possible for he r
to hear.

Sign: Wh ile
you ho st Aym,
you bear a star

shaped brand on the palm of your lefr hand or on you r
foreh ead, as you choose at rhe time you make the pact.

Influence: Under Avm's influence, you become sringy
and gre edy. begrud ging every coi n or item of value that you
or your group must give to another. At th e same rime, she
requires tharyou give a coin (copper, silver,gold, or platinum,
as you choose) to ever y dwarf you meet within 10 rou nd s of
learning h is name .

Gra n ted Abilities: Aym grants you powers Ih:.1 1 reflect
her dwarven heritage and the ruin she brought to her ktng
dam.

DWl1rvfII Step:Youcan move at normal speed (without rhe
usual redu ction) whil e wearing medium or heavy armor,

Halo of f ire: At will , you can shroud you rself in awreath
of flame. Any opponent th at strikes yO li in melee takes ld6

points of fire damage. u nless it is using a weapon with ex
cept ion al reach . You can also deal Ids points of lire damage
with each melee touch arrack you make. You r own flame
does nor harm you, nor does it harm objec ts un less you will
il to do so.

fr?lJ1roved Sunder: You gain the benefit of rhe Im proved
$u nder feat.

Afrdium Armor Pro.~cim,y: You are proficient with medium
armor.

R~5ista ?lce to f ire:You have resista nce to fire 10.
Ruinous Attatk : You r melee attac ks deal double damage

to objects. If YOUt effective binder level is at least 10th, your
melee attacks are treated as adama ntine for th e purpose of
overcoming dam age reduction.

BALAM, THE BITTER ANGEL
Once a being of extreme good ness , Balam became a wrath 
Iu! vestige aft er tak ing on an impossib le task th at ended in
failure. She grant s her summoners the ability to foresee future
difficulries and the inte llecr to interpret what th ey see, as well
as skill with ligh r arms and a stare that chills lIesh .



CHUPOCLOPS,
HARBINGER O F FOREVER

Agreat mon ster believed ro be a harbinger of the apoca lypse,
Chupoc lops became a vestige when slain by mortals. Chu
poclop s grunts its summone r a poison ed bite and unnatura l
senses , plus the abili ty to pounce on foes, to exis t et hereall y,
and to make enemie s despa ir.

Legen d : Chu poclo ps once stood tall in rhe com pany of
Fen ris, Dendar the Night Serpent )an d othe r supposed har
bingers of th e end of existence. A titan ic spiderl.ike creature,
Chupo clops sta lked the Ethereal plane, devouring ghosts
and givi ng bi rth to mort als' nightm ares..Legend h as it rha r
the gods trapped the monst rous Chupoclops in th e realm of
ghosts to preven t it from devouring hope, bur itwas dest ined
to escape and sate its hunger during th e end times.

Because Chupoclops was a ter ror to both th e living and rhe
undead,several powerful indiv iduals event ually joined forces
to figh t it Three were great heroes, and fou r were powerful
villains. Four of these seven-one ofthe heroes and th ree of

But'r's Kn owledge:Yougam a ++bonus on Heal. Knowledge
(nature), and Surviva l chec ks, and you can make Knowledge
(nature) checks as if you were train ed. even if you have no
ran ks in that skill.

Buer's Purity : You have immunir y to disease and poison ,
and making a pact wit h Buer removes an}' existing disease
and neutralizes any poison th at afflic ts you.

Delay Dtsenscs il/lil PO;SOllS: Each ally within 30 feet of yOIl
gains temporary immunity to poison and disease.All ies wi th
in th e area make saving throws again st di sease and po ison
effects nor mally, bUI they do not incur the effec ts of failu re
as long as th ey stay within 30 feet ofyou. An ally thar leaves

the area immed iate ly suffers all th e ef
fects for any mi ssed saves.

Hal Healing:You gain the fast heal ing
1, and [he rate of heali ng increases with
your effective binder level. You gain fast
heal ing 2 at 10th level, fast healing 3 or
l3th level, fast heali ng 4 at 16th level,
and fast healing 5 31 19th level.

Ht'llllllg Gift: As a stan dard actio n!
you can cu re 1 point of damage to

yourself or an ot her creatu re. As a full 
round action, you can cure lds points
ofdamage +I poi nt per effec tive binde r
level (maximum ids-r opoints). Eith er
version requires tha r you touch the
creature to be cured. If you use the fu ll
round cure ability, you can not use your
healing gift again for 5 rounds. The
other version is usable at wi ll. Both uses
of th e abili ty chan nel positive energy
and deal a corresponding am ount of

damage to undead.
Tra cl~ ; You can track foes as [h ough you possesse d the

Track fear.

PreS(lence:Youget aglimpse of the future a moment before it
happens.This knowledge manifests as an insight bonus equal
to +1 per four effective binder levels on in itiative checks, Re
flex saves, and AC.

Weapon f inessc:You gain the benefit of the \Veapon Finesse
feat.

BUER, GRANDMOTHER HUNTRESS
Buer grants bind ers superior healing as ...vell as powers against
poisons and d iseases.

Legend : Buer tell s many d ifferent sro rtcs ;lbOUI how she
cam e to be a vestige, so her tr ue origins rem ain obscure. Jn
various popula r versions of the tales,
she is a bea uti ful elf maiden who fell
to evil satyrs, a virtuous hu man ral1g~

er killed by a chimera, or a green hag
slain by a lammasu. It's likely that Buer
herselfcannot remember who she was
in life or what brought her to her cur
rent state, and the stor ies she tells are
cobbled togethe r from the shreds of
her memory that remain. Regard less
of wh at her true form once was, most
binders believe that she possessed great
skill as a hunter and healer in life.

Specia l R e q u irement: Buer
requires that her seal be d rawn out
doo rs.

Manifestation: Bucr's form is that
of a five-branched star, or wh eel, com
posed of satyr legs. s he has two faces,
one positioned on each side of her
wheel-shaped body at the center point whe re the five legs
meet. O ne face is th at of a green hag, an d the 0 1her is a rag
ing, leonine visage with an un ruly mane an d beard . Buer
consta nt ly moves withi n her seal, rolli ng from Io cr to foot
as she traverses its circu mfe rence. She always keeps her rag
ingface outward , but she speaks from her green hag face in a
friendly man ner with a gent le voice. \x:rhen h er body rol ls in
such a way tha t her hag face can not see her sum moner, Buer
gro ws frustra ted and begi ns yellin g curses at her body.

Sign: Your feet tu rn into satyr's hooves,giving you a curi
ous tip-toein g gait. Th ese hooves prevent you from wearing
norma l boots or shoe s, but magic footwear reshapes to fit
you .

In fluence: Und er Buer's influence, you are plagued by
mom enta ry memory lapses. For an ins tant, yOll might forger
even a piece of in forma tion as familiar as the nam e of a friend
or famil y memb er. Furth erm ore, since Buer abhors the need
less death of living creatures oth er th an animals and vermin,
th e firs t melee attack yOll ma ke agai ns t such a foe mu st be
for non lethal damage. In addition. Buer requi res that you not
make any coup de grace attac ks.

Granted Abi li t ies : Buer grant s you heali ng powers, the
ability to ignore toxins and ailm en ts, and ski ll, that help you
navigate th e natural world.



You add your Stre ngth modifier to your damage rolL You
cannot use th is abil ity if you do nor show Chupoclops's
Sign .

Pounrc: I f you cha rge a foe, you can make a fu ll attack,
including a bite arrack , at the end of rhe charge ,

SOlllsi! /I$c: You notice and locate living creatu res within 10

feet as ifyou possessed the bltndsense ability. You also sense
th e streng th and type of their life forces automatica lly, as if
you had cast ci caflnuatch. Th is ability is conrinuously act ive
while you are boun d to Ch upo clops.

Bite Dama ge
1

2d8

-===l d2,__• l CQ__
l d4 _
l d6 -
l d8
2d6

Size
Diminutive or,.,F",;n..",_
Tin)':
Smal
Medium
Large,..... _

Huge
Gargantuan
Colossal

Etllf retll Wllt(hcr:A t will as a move action , y Ol l can become
etherea l (as if using the ethCl"t.'llljaunt spell; caster level equa ls
you r effective binde r level). You can remain on the Eth ereal
Plane indefinitely if you rake no actions, but you rerurn to

the Material Plan e immediately after taking a move act ion ,
a standard action, or a full-round action . O nce you have
returned to the Material Plane, you cannot use th is ability
again for 5 rounds.

Ghost TOl/ell: Your me lee attac ks can strike incorporeal
creatures, and their nor mal 50 % chance to avoid damage does
not apply ro your melee att acks.

PoiS(lll Bitt?: You gain a natural bite attack that deals dam age
according to your size, as given on the table below.

DAHLVER-NAR,
THE TORTURED ON E

Once a human binder, Dah lver-Nar now grants powers JUSt
as other vest iges do. He gives his summo ners rough ski n,
a fr ightening moan, protection s against madness, and the
abil ity to share injuries with all ies.

Legen d : Bards tell two stories of Dah lver-Nar, both linked
to the magic hems that ca rry his name- the tcel llofDalJlwr
Nnr;Some say (hat because Dahlver-Nar was antiqu ity 's most
powerful cleric, his followers treated his teeth as holy relics
after h is dea th and rhey somehow gaine d magical powers
th rough rhis veneration . O chers insist that Dahlver-Nar was
a cleric of lit tle cons equence who discovered some magic
dragon teeth in th e ruin s of a red dragon's lair. In th is version
of the story. th e teeth were named after Dah lver-Nar because
he became a terror in the region where he acquired them.

Binder scholars know a different story-that Dah lver-Na r
was a powerful cleric who forsook his deity to purs ue the
power of pact magic. The fabled leet"ofDal1 lvcY·Nar, to wh ich
all the legends attr ibute m iracu lous powers, were ne ither
hi s own nor th ose of the dragon he battled . They were (he
teeth of beings that became vestiges after death , and they

th e vill ai n s
were ghosts; the
rest were livin g.
This group set
out to mu rd er
Chupoeiops and
th us accompli sh
wh at d e iti es
could not. Th e
fu ri ou s bat t le
lasted for seven
days, and each
day en ded wid,
rhe death ofone
member of th e
group th ar had
come to kill the
grea t monster.
O n the last day,

the last hero struck down Chupoclops wirh her dy ing blow,
Chupoclops, never a creatu re defined by the nor mal rules

of the un iverse, became a vestige after irs dearh . Binder
scholars claim that adventu rers still encou nter irs enormous
corpse in the mist}' Et hereal Plane, Now that the mon ster
can no longer destroy hope. some say it will exis t forever, and
thus, so wi ll th e world.

Speci al Requ irement: You must draw Chupoclops's seal
with a handfu lofs oi l fr0111 a grave or tomb. Alternatively,you
cow place the dead body of a sentien t creature (one with lut 3
or higher) over its seal before the summon ing beg ins. In addi
tion ,Chupoclops hares Amon for some un known reason and
wi ll nor answer your call if you are already bou nd to him.

Ma n i festation: Chupoclops appears over irs seal in th e
form of a Colossal phase spider. However,on ly the part ofi rs
body dir ectly over its seal is visible ar any given t ime. In mas1

cases, Chupoc lops first appears as a massive spider leg srr ik
ing om of nowhere into the center of the seal. Th en Ir shifts
its body, slowly bring ing irs face into view and down to rhe
levelorits su mmoner. Glaring over its odd ly tusked arachnid
visage from eight all-too-hu man eyes, Ch upoc lops fumbles
an ominous growl to begin the process of pact m aking.

Sig n : Your lower jaw inc reases in size, and [ \ \ '0 long.
sharply pointe d tusks grow upward from it.

In fluen ce: W h ile under the in fluence of Chupoc lops. you
can't hel p but be pessimis tic.At best, }'OU are qu ietly res igned
[ 0 you r own failure , and at worst. yOll spread your dou bts to
othe rs, trying to convince them of the hopelessness of their
goals. In addi tion, Chupoclops requires that you volu ntarily
fail all saving throws against fear effecrs or any effec t that
imposes a morale penalty.

Gr an ted Ab il it ies: Chupoc lops gives you th e power to
linger on the Ethereal Plane, sense the living and undead,
demoralize foes. and poison enemies.

Alent oJ Despllir: Every creatu re within 10 feet of you takes a
-2 penalty on arrack rolls, chec ks, saves, and 'weapon damage
rolls. You can suppress or act ivate th is abili ty as a standard
action. Aura ofdespair is a mind-affect ing fear ability.



.\JacJ Soul: Bind ing to Dahlver-Nar grants you
im mu nity to \Visuom damage, \Visdom drai n,
madness, in sanit y, and con fusion effec ts.

."-ftltldcnillg Moan: You can emit a frightful
moan as a Stand ard action , Every crea rure with in

a 30-foOt spread mus t succeed on a \Xfill save
or bedazed for 1 round. O nce you have

used this abi lity, you ca nnot do so
again for 5 rounds. Madden ing
moan is a mi nd-affec ting son ic

ability.
N'aluYtlI Armor: You ga in an

enhancement bo nus to your natura I
armor equal toone-halfyour Consn
rut ion bonus (if any).

Silidd Self: At will as a standard
action , you can designate one crea ture
within 10 feet pe r effective binder leve l
to share the damage you rake. As long
as the subjec t creat ure rem ains w ith in
range , yOll lake on ly halfdamage from
all effects that dea l h ir poi n t damage,
and it takes the rest. Th e effect ends

immedia tely if you designate ano ther
creatu re or if either you or th e subj ec t

d ies. Any damage dcnlr to you after rhe
effecrends is no longer split between you and the

subjec t, but da mage already split'is no t reassig ned
to you. You can affect one crea lure at a time \..-ith this

abi lity. An u nw il ling rnrgcr of th is abili ry can attempt
a \V'ill save to negate th e effect.

DANTALJON,
THE STAR EMPEROR

Darualton. called the Star Emperor for
his legend and appearance, is a co mpos
ire ofmany souls. He grants binders the
ab ility to teleport short dis tances, read
thoughts, and stop foes .

Legend: Binders know li rtle of
how Darualion came to be. The mos t
common legend of hi s origin presents
bim nor as one spirit, but as a co nglom·
eration of the souls ofa royal line whose
members were cursed not to join their
deities in the afterl ife. Th is anc ien t
imperia l line is not now co nnecte d to
any living leaders. Supposed ly, however,
descendants of this fami ly still live.
ignorant ofbo th their heritage and [heir
curse.Some binders profess to be scions
of Dantalion-the true hei rs ofthe royal
line-but these claims are likely just the
fancies of romantic m inds.

Man i festati on: Danrallo n appears in a flash of red ligh t
as a tu-foot-tall hu manoid. resplende nt in crimson and gold

~'tfnlliftstdtiM of
1Jnhh « -J.Var

co uld grant abi lities simila r to th ose that the
ves tiges themselves imparted. Pact magic
treatises re late that Dahlver-Nar pu lled
out h is own teet h and replaced them w ith
th ose of th e vestiges. but that usi ng them
all drove hi m mad. What happened
thereafter is a matter of debate, but
th e texts maintain rhar Dahlver-Nar
eventually die d, and the tee th
\v'er e lost, divided up among
th e squabbli ng followers he had
man aged to gai n and then spread
across th e wo rld. Today, Dahlver
Nar exists as a vestige in his own
rig ht-perhaps brought to that
state through his close association
wi th so many others.

M urn fes mrion: Dahlver-Nar's
fr ight fu l apparition floats in the
ai r above h is seal, with arms and
legs hanging limply. Teeth and
fangs of all ki nds stud hi s ent ire
bod}', replacing eve n hi s eyes.
\"hat ski n is visible between th e
tee th appears to be the moist, pink
flesh ofgu ms . Dahl ver-Nar's mout h is
a blood y rui n rhar clearly lack s reerh,
and when he ope ns it to speak, only a moan
issues forth. Some binders believe that h is
vesti ge for m is a punishment inflic ted
by the ot her vestiges, but othe rs insist
th at he appears as he does because of
his everlasting obsession with the teeth
that bear his na me.

Sign : Several teeth grow from you r
scalp. Though they are small enough
to be hid den by a large quant ity o r
hair or a ha l, a touch reveals rhem
immediately.

Influence: You shift quickly from
distraction to extreme focus and back
again. Sometimes you stare blankly
off into space, and at other times you
gaze intently at the person or task
at hand. Since Dahlver-Nar d islikes
any task that requires more than
I rou nd of concentration (such as
some spellcas tl ng. concentration on
an effect , or any action that requires
a Concentration check). he requires
th at you undertake nosuch activ ities
wh ile under his in fluence.

Gran te d Ab ili ties : Dah lver-Nar
armors you and blends his madness
with your sanity, lending you some
of his selfish powers.



robes. Hi s head
is <1 massive con
g lomerat ion of
dozensofhuman
faces-male and
fema le, young
and old. A gold
c row n as big
aro und as a bar
rel rests 0 11 the
brow of his enor
m ous cr ani u m.
Danta lio n c ar
rie s 3 g reat tome
u nder one arm
and speaks with
t he voices of his
many fa ce s, al
ways in cry p tic

passages that he reads [rom his book. Someti mes JU Sl one
face reads from h is tome, bu r th e spea king face changes of
ten and usually in mid-sentence . Those who glance at the
book's pages see a dark sky filled with sta rs that cha nge with
each flip ofa page.

Sig n : One of Dantalion's faces appear s a ll your torso, as
though it were a vestigia l conjoined twin . It seems li feless
most of the rime, bur when }'Oll activate an ability granted
by Danral ion , it open s its eyes and mouth, reveal ing u starry
void wi th in.

lnfluence: Dant ulion's influence causes you to be aloof
and use stately gestures. Dantalion can't help but be cu rious
about t he leaders of the day, so anytime you are w ith in 100

feet ofsomeone who clearly is (or profes ses to be) a leader of
ot hers, Dan ral ion requires that you try to read th at person's
thought s. O nce you have made the atte mpt, regard less of
success or failure, you need nor try to rend thar person's
rhoughts again .

Gran ted Abilit ies: Pact magic grimoires att est to Danm
lion's profou nd wisdom and his extensive knowledge about
311 subjec ts, Because he knowsall th oughts, he can g ran! you
a port ion of that power, ;"I s well ns the ability to travel just by
think ing, You also gain a portion of his comma nding pres
en ce, which many binders ascr ibe rc his royal origins.

"IVe of Dnnhlliol1: When you invoke this abi lit y (3 move
actio n), any creatu re thor sees you is un able to attack you
or target yOll with a host ile spel l for Lrou nd. If you attempt

READING THOUGHTS
Read ing a cre atu re's sur face thou ght s reveals not only the im
me dia te thought in its mind, but also some gene ral info rma
tion that it might know. If the ta rget fails its sav ing throw, the
mind reader sho uld learn a brie f desc ript ion of its emotional
st ate in broad terms, su ch as "bo red and hungry," "ne rvous
and alert ," "angry and plotting," "skept ical and cautio us," and
so o n. The m ind reader can also de te rm ine the targe t's aware 
ness of othe r allies and enemies in the vicinity,

_ _ ~ -,r--.. 1t ~ t' ............~~_ _

<l ny hostile act ion, such as maki ng an attack roll or casting
an offens ive spell aga inst th e affecte d creature or its all ies,
the effect en ds. O nce you have used th is abilit y, you ca nn ot
do so again for 5 round s.

Dal1taliotl Knows: \'(lh ile bound to Danralion , you h ave a

+8 bonus on Knowledge checks. Thi s abili ty does not allow
you to make Knowledge checks unt rained.

Read Thollgh ts: At will as a full-round action , you can
attempt to read th e surface though ts ofany cre ature you ca n
see, as long as it is with in 5 feet per eff ective binder level you
possess. If the target makes a successfulwrnsave, you canno t
read its th ought s for '1 m inute.

Creatures of an ima l inte lligence (I ur lor 2) have simple,
instinctual t houghts tha t y Oll can pick up. I f you attempt to

read t he th oughts o f a creatu re w ith an In tell igence score 10

poin ts higher than your ow n , you automatically fail and are
stunned for 1 round . You can read a creature's thoughts for
as long as you concen trate.

Thollgllt Tmvel: As a standard action, yOll can instantly
transport yourse lf and any objects you C<l ITY (up to a heavy
load) to any locat ion you can see that is wirh in 5 feet per effec
tive binder level you possess. The desired location ca n no t he
with in <I n object or beyond a barrier un less you have some
means of see ing the exac t space you desire to occupy. I f you
can not occ upy the designated space bec ause it contains a
solid body Ins ide which you can not exist (for exam ple, ifan
invisible creature is in the square, or some magic in that 10c-3
t ion prevents d imen sion al travel, or the like), the att empt to

tra vel fails and you are stun ned for I round. O the rw ise, yOll
always arrive at th e exac t location des ired. You ca nno t use
th is abil ity wh ile blinded. Thought travel is a relep orration
effect and is usable a nu mber of tim es per day eq ua l to your
effective binde r level. O nce you have used this abili ty, you
canno t do so again for 5 rounds.

ELIGOR, DRAGON'S SLAYER
Ac h ampion both against and for evil d ragons, Eligor g rants
ma rt ial prowess
both in and out
of the sadd le, as
well as supernat
ura l streng th,

L e g end :
Supposed ly, Eli
gor was a grea t
half-elf d ragon
slayer before he
was condem ned
to a vestige's ex
is tence by th e
act ions of T ia
mat. Bel ieve rs
of thi s legend
claim that after
Eligor's d ea th,
Tiarn ut se nt her



EURYNOME,
MOTHER OF
THE MATERIAL

Gra nte dAbi li t ies: In his first life, Eligor
was a skilled horseman, an d in hi s seco nd,
he served rhe primary deity of chromatic
dragons. Thu s: th e powers he grants rend to

reflect th ose associ ations.
Cllromatic Strilu: As a free act ion, you

can charge a melee arrack (or melee touc h
attack) with acid, cold, electricity, or fire.

You r nex t melee arrack deals an ext ra td6
points ofdamage of the chosen energy type.
You ca n charge a sing le melee arrack only
once .

Eligor's skill i ll the Sadtf le: You gain [he
be nefits of th e Ride-By Atta ck and Spirited
Charge fears.

[ Iigor's Sfrmgth : You gain a +4 bonus to
Strength.

Eligor 's Rl'sil icllCc: You ga in a +3
enha ncement bonu s to natural armor.
This bo nus improves to ++ at 16th
level and to +5 at 20rh level.

Heavy 1\ 1'111 01' ProficictICy: You are
pro ficient with hea vy arm or.

Eury nome grants lo rds hip
over (he water and th e be asts of lan d,

seas, and air. She also gives those wi th
whom she bind s some of th e might of

ti tans .
Legend: Sto r ies say rhar before

reco rded time, the gods and titan s
barrled on the O uter Planes. Tired of
th e strugg le, rh e titan Eurynome fled
10 the roili ng chaos rhar made up the
Material Plane . She d ivided the world
into sky and sea, and th en she danced
alone upon th e waves. Incensed by
her im pertinence in medd ling with a
world as yer unformed, the gods struck
Eurynome down. Angered byher aban
don ment ofrheir fight, her fellow titans
refused 10 come 10 her aid. Eurvnome's
body became th e firsr island, her hlood
became the first river, and her soul
became a vestige.

Speci a l Requirement: Eurynome
hares Amon [or some unknow n reason an d will not answer
your c311 if you are already bound 10 him .

Ma n ifes t at ion : If'Bur vncme's myth is true, she has fallen
far since batr ling gods and shap ing (he deeps and the fir ma
ment. Eurynorne manife sts 35 a horr id conglomeration of
humanoid, avian, and pisci ne forms. Her arms are OCtopUS

te nt acles , he r legs are those of a hawk , and her mouth is an

dracon ic minions agains t the followers
of borh th e hu man and the elvendeities,
demand ing that t hey rele ase hi s so ul to
her , Despite Ehgor's g reat service [0

both races, the deities gave up hi s soul
[0 stave off the d ragon attack s agains t
their liv ing follower s.

Only one deity argued against th is
profo und injustice.The race and gender
of t his lon e voice of reason differ wit h
the teller, and not even binder scholars
agree on whether the deity was huma n
or elf.or even ma le or female. Whoev-
er it was, th is god set off alone to face
Tiarnat and wrest Eligor's soul from
her grasp. Upo n arrival, however, the
deity found Eligor in th e service of
Tiam ar rather th an in bondage. Un
bekn ow nst to the other gods,Tiam at
had raised him from deat h to be her
champ ion and enforcer, using his
abandonment by the other god s to

wi n h is loyalty, Eligor and th e name
less deity foug ht, and Eligor
lost his li fe yet again.
Thi s rime, no deity laid
cla im to his soul, since
doing so ha d already
caused enough trouble.

M anifes ta tion: Eligor clatt ers
alit of no th ingness on a winged ,
half-horse/ half-dragon mon strosity.
Both rid er and mount are heavily
armored, and in facr Eligo r's form
is entirely obscu red by ornate, shin
ing plate ar mo r and a grand helm.
He carri es a lance in one ha nd and
hold s a banner in the other. With
each man ifestatio n, El igor's ban ner
and mount change color, cycli ng
through rh e five different colors
of ch ro mat ic d ragon s. Alt hough
Eltgor rides wh at might well be an
evil crea ture, he always gree ts his
summo ne r warmly and treats him
wirh resp ect.

Sig n : O ne of your hands becomes
th ickly scaled. The color ofthe scales
march es the color of Eligor's mount
at the rime of h is summoning.

I nfluence: You feel pity for all outcas ts. purtlcularl y half
elves and half-orcs, and you make every effort ro befriend
any suc h beings you meet. Because Eligor desires revenge
on the deities who abandon ed him. he requires that you
attack a human, elf or dragon foe in pr eferen ce to all others
wh en ever you enter combat.



FOCALOR, PRINCE OF TEARS
Focalor has power over storms and seas. He gives those wh o
bind him the power to drown souls in sadness and sink ships
in an ocean of tears.

Legend: Account s of Focalor 's origins vary wide ly. Some
clnim he was once a demon. and others say he was an angel-

The warhammer disappe ars (until you summon it again) if
it leaves your gras p for more than 1 round .

PoiSOli Blood:\'X' hile you arc bound to Eury nome,your blood
becom es poisonous. Any creatu re tha t ingests it (by eithe r
making a bite arrack against you or swallowing you wh ole)
must immediately make a successful Forti tude save or take
td s points ofdamage. After 1 minute , th e crea ture mus t mak e
another Fortitude save at the same DC or take ano ther Id6
points ofdamage per three effective binder levels you possess
(maximum Sd6). Each bile arrack (or each round th at you
rem ain in the creature's gu llet) poisons the creatu re anew.
forcing a new round of saving throws. Your poison blood
becomes inert 1 mi nute after leaving your body.

'Water Dlmci'lg: At will, you can move on liqu id as if it were
firm ground. This ability fu nctions like th e wa te r H'al'~ spell,
except that it affects on ly you.

likely a planerar,
The cons tan tly
cryi ng spiri t has
never utt ered a
coherent word, so
bind er sch olars
must look else
where to so lve
the myst er y of
how he came to

be a vestige. All
ag ree , h owev
er, th at Focalor
was an irn rnor
tal creature th at
died of grief, and
his immen se an
guish kept h im
from bei ng ab
sorbed into h is home plane.Th e cause of his sad ness,however,
is as u nclea r as his origin .

Special Requ ire m en t: Focalor's seal must be dra wn with
a liquid med ium.

Man ifestation: Focalor man ifests slowly, appeari ng first
as a single tear tha t drops from thi n air to srrtke the ground.
Next his weepi ng eyes appe ar, and grad ually h is whole body
becomes visible. Focalor looks like a handsome hu man m ale
whose face is tw isted by grief He wears no clothes, but h e
cloaks his body in the gr iffon wi ngs th at grow from his back
and shudder with each of h is wracking sobs.

Sign : \'G'hile you serve as host to Foca lor, your eyes con
stantly weep, regardless of your mood or thoughts.

Influence: While in fluenced by Focalor, you feet some of
h is inesti mable grief and act morose, rarely smiling or find 
ing cause to laugh. \'X' henever you kill a creatu re, Focalor
demands tha t as soon as you have a peacefu l moment, you
rake a round to say a few word s of sorrow and regre t for the
life cut shor t by your actions.

GrantedAbili t ies : Focalor gives you the abilit y to breathe
water, strike foes doc.... n with lightning, blind enemies with a
pu ff of YOUt brea th , and cau se creatures to be str icken with
griefin your presence.

Aura ofSadness: You em it an au ra of depre ssion and anguish
th at overta kes even the srrongest-wi lled cre atures. Every
adjacen t creatu re is overcom e with grief, wh ich manifests as
a -2 pen alty on attack roll s, saving th rows, and skill checks,
for as long as it rema ins adjace nt to you. You can suppress or
activate th is ability as a standard action. Aura of sadness is a
mind-affecting abiliry.

Focalor'sBrellth:As a standard action , you can exhale roward
a single living target within 30 feet. Th at target is bli nd ed
for 1 rou nd unless it succeeds on a Fort itu de save. O nce you
have used this ability, you canno t do so again for 5 rounds.

Ligl11 II 1tI,J,? Strike: O nce per rou nd as a standard actio n, you
can call down a bolt of Itghmi ng that strikes any targe t you
designate, as long as It is within 10 feet per effect ive binder
level of you r pcsiricn. The' lighrni ng bolt deals 3d6 points of

Warhammer Summoned
+ J warhammer
+1anarchic warharnmer
+1anarchic adamantme
warlJammer
+3 anarchic adamantine
warham mer

Effective Binder Level
10th or lower
11th-14th
15th-1 8th

19th or higher

owl's beak . W ings shaped like grea t fish fin s exte nd from
her back, and she has no eyes-on ly Iompreylike mouths
whe re her visua l orbs should be.

Sign : Your skin becomes clammy, and you leave moist
prints on any objec t YOUT body touc hes, even if c lothing
blocks direct contact. These marks evapo rate after about 1

minure.
Influence: Eurynome's influe nce makes you pa ranoid

and ungrateful; you sec secret motives and possible betrayal s
behind ("very act ion .Eurynome requi res tha t you not attack a
foe unless an ally has alread y done so. Ifno allies are pre sent,
she makes no suc h requirement.

Gra nted Abilities: Eurynome grants you the abili ty [ 0

befriend animals, walk on water, and wield a massive hammer.
In add it ion, she turns your blood into poison and gives you
resistance to weapon blows.

Anima! Friend: All anima ls automatically have an initial
atti t ude of friend ly toward you.

Damllgc ReLluctiDI1 : You gai n damage redu ction 2/ lawful.
EUI')'IIotJJc's £\ lcm l: As a swift action , you can sum mon a

Large magic warhammer (2d6 damage, X3 cr tr). You are
proficient with thi s 'veapon and can wield it in one hand
without penalty. Your warha mmer 's exact bonus and abilt
lies depen d on your effective binder level, according \'0 the
following table.



.Man ife stat ion: Geryon arrives in a flash of sickly green
light. A strange conglomeration offorms. his body resembles
rhree ogre mages stand ing with their backs to each othe r and
melded into one bein g. He has th ree legs, each with tv....0 feet ,
and th ree arms, each with two hands. Three brut ish faces gaze
our fro m equidistant points on a single head, which sits upon
a neck ju tti ng upward fro m three sho ulders, O ne face has a
furrowed brow and looks angry, ano ther appears agit ated , wi th
wild ly rol ling eyes, and the third seems rhoughtful, often star
ing into the dista nce as though thinking of some thing else.

Geryon speaks from only one of h is three faces at any given
time, and each of t he three has a different pe rsona lity and
voice-a deep voice for the angry face , a babbling, hysterical
voice for the agita ted one, and a quiet voice for th e th ought
ful one. All three, however, are Ceryon. \'Yl henever his mood
changes, Geryon (Urns his body so that he ca n speak to his
summoner with the face that best represents his fee ling s at

the time.
Sign : Two extra pairs ofdevilish eyes wi th green lids and

yellow, catlike irises open on your head. Located at the level
ofyour-owneyes and equidistant from them , these bloodshot
orbs gra nt you theability to see allaroun d you rself. Your own
eyes take on the same appea rance as the new ones.

Influence: While influenced by Ger yon, you become
overly tru st ing of and loyal to those you see as allies, even
in the face of out righ t treachery, Because he values trust, if
you make a Sense Mo tive check or use an y abili ty to read
thoughts or detect lies, you rebel agains t Geryon's in flue nce
and in cur th e normal penalti es.

Gran te d Ab ilities: Ger yon gives you his eyes and his
baleful gaze, as well as th e ability to fly.

Acidic Gaze:The gaze of your devilish eyes can ca use foes
ro er upt w ith acid. \X'hen you use th is abi lity, eac h opponent
wi thi n 30 fee r of you must succeed on a Wi ll save or take 2d6
points of acid da mage . Opponents ca n aver t or close their
eyes to protect them selves, as normal for a gaze atta ck. You
can still rake a standard action to focus your gaze on a target
creature, as normal for a gaze arrack. You can choose not to
affec r specific creatures within range ofthe gaze arrack, such
as your allies, ifdesired. Youcannot use this abil ity if you do
not show Ce ryon's sign.

Al/-Around Vision:Your extra eyes allow you to look in an y
direcrion,granting you a ....4 bonus on Spot and Search checks.
Opponents gain no benefits when fla nk ing you, \'Q'hen con
fra nred by a crea ture with a gaze at tack, however, you cannot
aver t your eyes , though you can sti ll close the m. You can no t
use rhis ability ifyou do no r show Ge ryo n's sig n.

See in Darkness: You can see perfec tly in darkness of any
kind, even th at crea ted by a ileeper da r/messsp ell. You cannot
use this abi lity ifyou do not show Geryon's sign.

Stvlft Flight: You can fly for 1 round at a speed of 60 feet
with perfect maneuverabilit y. Acrtvaring this ability is a swift
action, O nce you h ave use d swift flight, you can not do so

again for 5 rounds.

electrici ty damage,plus an addiriona11d6 point s ofelectricity
damage for every three effective bi nder levels you possess
above 5th. A successful Reflex save halves th is damage, Thi s
abili ty functi ons outdoors. indoo rs, und erg rou nd, and even
underwater.

\'(Iat er Breath ing: You ca n breathe bot h water and ai r

eas ily.

GERYON, THE DEPOSED LORD
Once a devil of great power, Geryon now exists only as a
vestige. H e gives binders powers associa ted with hi s eyes,
as well as the abi lity to fly at a mom ent 's no tice .

Legend: Most scholars of the dark arts know ofGeryon.
As one of the legendary Lords of rhe Nine , he ru led Stygia ,
th e frozen fift h layer ofHell. During a great up heaval known
as th e Reckoning, Geryon secretly suppo rted the grea tes t of

the arc hdevils.
Asmodeus,
agai ns t hi s ri
vals, \X'hen [he
armies of the op
posin g lords met

to deci de who
would rake As

rncdeus'spower,
Ceryon blew his
horn. At h is sig
nal, the ar mies
t u rned aga inst
their leaders, the
usu rpers we re
thrown down,
and Asmodeus
reestablished his
righ t [0 rule all
Baator, Know-

ing he had taught th e usurpers a lesson they wou ld no r
soo n forget , Asmod eus returned th em to power. Rather than
reward Geryon, however, he inexplicably gave his lone sup
porter's power and position to another.

Geryo n's fate after losing his position is u nclear, bur some
bind er scholars mainrain tha t Asmodeus held one more
betrayal in store for him .T he story goes that Ceryon, bewil
dered and stun ned, lost all hope for th e fu ture. He began
to questi on the purpose of his actions and, in a moment of
weak ness, even the point of his own ex istence. It was then
th at Asmodeus struck. The ruler of th e Nine Hells had al
ways hungered for th e sou ls of those who had los t their faith,
and Geryon's powerful soul made a fin e meal.

Special Requirement: Geryon answers th e calls ofonly
those summoners who show an un derstandi ng of the rela
tionship be twe en sou ls and the planes. Thu s, you must have
at least 5 ranks in either Knowledge (religion) or Knowledge
(the planes) to summon him .
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bear to exis t in any place rha r he ld beauty ofa ny kin d. Since
every place in the planes seems beauti fu l to some being, she
could find no eterna l hom e anywhere. Ha age nri refuses to
speak on [he sub ject and becom es angry when ques rioned
about her past'.

Special Requirem en t: To summon Haagenti, you must
be either l arge or able to speak Giant.

M an ifes t ation : \X/hen Haagenrt
is summoned, a huge icicle thrusts
up from the ground withi n th e con
fines of her seal. Haagenri's blurry

wh ite form can be see n moving
wi th in the ice for a moment , then
she spreads her arms and shatters
her icy pri son. Although she

appears wit h her back to her sum
moner, her form is clearly that of

a Winge d minoraur, H aagen ri
waves her ice shield and bat
tleaxe to d isperse the cold mist
aroun d her, th en turns co[ace

her summo ner, revea ling he r
bull-like faceand icicle beard.
Her Frosr-rimed fur is pu re

white,and her horns appear co
be made ofice. Her powerfully
muscled form doesn't appear
female, bur her smooth voice
sounds quite fem inine.

Sign: You possess th e same
features as you always d id,but
they some how make you more
ugly than before. Others easily
recogn ize yOll, butsmalldiffer-

ences make you less app eal ing
to look upon. In addi tion, yo ur

bulk expands until you weigh lial fa gain
as much as you did before.

Influ ence: You feel ashamed and
occasiona lly bash fu l in th e presence of

beautiful crea tures. In addit ion , H aa
genti requires chat you give deference
(Q any crea ture you perceive as more
anracr ive or cha risma tic than you rself.
Th is deference migh t take the form
of a bow, a salute, opening a door for
the creatu re in ques tion, not speaking
unt il spoken to, or any other ges tu re
that acknowledges the crea ture as
superior to you. In any case, you must
constantly treat any such crea ture with
respect or suffer the penalty for defy ing
Haagemi's in fluence.

Gra nted Abilities:Haagenti grants
you some of Thryrn's sk ill \vith ar ms
and armor, plu s her ow n aversion to

.Af tl IJijcs/(lIioIJ if Hrlag~nfi

HAAGENTI,
MOTHER OF MINOTAURS

Haagenti tricked the god of frost g tanrs and paid a ter r ible
prtce for that de ed. She gi rds her summo ners for battle and
gives the m th e power [Q confuse foes.

legend: The tale of how minoraurs orig inated changes
accord ing to the cultu re and race of the teller! but frost
g iants blame Haagenti. Thrym,
th eir prim ar y deity, had t ried to

force a goddess of the huma ns
to marry him and failed when
her brother disgui sed himself
asThr ym's bride and disrupted
th e ceremony. The angry and
humiliated god consoled him
self wi th dall iances among his
giant worshi pers. H uagenri , a h ill

gia nt sorceress, lear ned oEhis liai

sons and used a spe ll ro transfor m
herself into a beautifu l fro st gi ant
so that she might bear Thrvm's
powerful half-god children. Her
ploy succeeded, and a year later
she gave bi rt h to twin SOilS.

Once the children of his dal
liances hadgrown oldenough,
Thrym set our to vis it and rest
I hem all. He fought each child
10 see who was the STrongest and
bravest, int ending TO invite the
most fi t TO join him in [o ru n

henn . \X' hen he sought out
Haagerni,he found her herdi ng
cattl e in rhe warrn lowland s and
became enraged whe n he saw her
true form . Burwhen he raised hisaxe ro fell
her, two horribly ugly giants leapt 10 her
defense. Thryrn realized to his disgust
that th ey were his sons.

Th rym wo uld have des troyed them
at that moment, bur he sudden ly real
ized th at Haagenti had taught him a
valuable lesson . H is failed attempt at
mar riage had bee n fouled by a beaut i
ful form created through trickery,and

nov.' he had fallen victim to rhe same
ru se again. Rather th an kill Haagenri
and her children,Thrym cursed rhem
ILl rese mble th e cartle wi th wh ich They
wallowed, turning rhem into mino
murs. Then he left, vowing ro reach
h is fros r gianr wo rshipers to dis trus t
all beauty.

How Ha agent i became a vest ige is
unclear!but binder lore holds that her
gui h at ru in ing beauty for the frost
giants was so great rhar she could nor



each gnome ciry into a prison , using the fort ificartons mea nt
co keep enemies our to trap the gnomes within. To ensure
that they overlooked no means of escape, th ey captured and
enslaved the gnomes who had designed them. Through a
combination of threats and rewards, they forced the gnomes
ro make thes e prisons even more effec tive.

Many gnome architects chose to die rather than help
rhe hobgoblins, and others secretly used their posit ions 10

help rheir kinfo lk escape rhe cit)'. Bur when the hobgoblins
th reatened rhe life of Halph ax's wife, the gre at architect
pur all his effon into crea ting the most impregnable prison
possible. l egend holds that no gno me ever escaped Halphax's
city, and it was the last goblinoid hold ing to fall in the war
that followed the Great Bet rayal.

When at last the goblinoids were defeated, the prison city
that Halphax had built was found em pty
ofall gnomes bur h im.The hobgoblins
had killed them all except Halphax and
his wife. She cou ld not hear ro be rhe
cause ofso much tragedy,however, and
rookher own life.

W hen th e gnomes attempted to

apprehend Halph ax and hold h im
responsible for his deeds, the arch itect
vanished into his city.The allled armies
tore the city down to its foundations in
their attempts ro find hi m, but he was
never seen again .

Sp eci al Requi remen t: Halphax 's
sign mus t be draw n in side a bui ldi ng,
in a corner of the structure.

Manifesta tion: When H alphax
manifests. the corne r in wh ich he was
summoned app ears to warp, grow ing
deeper and extend ing to what appears
to be an infi ni te distance beyond the

limits of the structure. In th at distance, a figure appe ars.
and sudden ly the distance closes, bri nging Halphax into
hi s seal. Halphax always takes the form of a gnome wearing
leather bree ches and a vest. both of which are covered in
pockets and loops for holding tools and items, The tools of
an engineer hang from his belt . and he usually app ears in a
posture of boredom, hands in his poc kets. Halphax's most
str iking feature is that he seems to have no flesh and bone
beneath hi s clothes- on ly broken bits of stone and masonry.
The shattered featu res of bas-reliefs and gargoy les make up
hi s face.

Sig n : Your body takes on the appearance of cracked
stone.

Influence: In hi s time as a vestige, Halphax seems to have
lost all memory of h is life as well as any feeling of guilt or
shame for his acti ons. Thus: when you are un der his in flu
ence ,you lose any normal sense of shame oremba rrassment.
However, ifsomeone threatens a hostage you care abom-be
it a creature or an item-c-Halphax requi res that you accede
to the hostage raker 's dem ands,

•

tran sformation and the ability to in flict a stare of confusion
upon others.

Confusing Touch: You can confuse by touch. The target of
your touch attack must succeed on a wi ll save or become
confused for 1 rou nd per th ree effec tive bin der levels you
possess, \'(lhen you attai n an effective bin der level of 19th ,
this ability func tions as 311 1l1U spell. Once you have used rhis
abili ty, you cannot do so again for 5 rounds.

Immunity to Transformation: No morta l magic can perma
nently affect your form while you are bou nd to Haagent i.
Effects such as polymorph or petrification mlghr force you
into a new shape, but at the star t of you r next turn, you can
immediately resume your normal form as a free action . You
remain affected by such effects on ly when you choose to
do so.

Shield Proficienc)': You are profi
cie nt with shields, including tower
sh ields.

WCI1POll Proficiency: You are profi
cient with the battleaxe, grecraxe,
handaxe, and throwing axe.

HALPHAX,
THE ANGEL TN THE
ANGLE

Gnomes rarely earn a reputation for
their milirnry might, but Halphax is
one ofthe few except ions to that rule.
He grams his summoners the abili ty
to raise a fort ress and imprison foes,as
well as the har dness of stone.

Legend: An engineer or ine sri
mabie excellence, Halphax rnade great
advances in arch itecture of all kinds.
His in fluen ce can be seen in the solid
archi tecture of rhe dwarves, the beauty of elven bui ldin gs, the
comfort of gnome dwellings, and the prac ticalit y of halJling
homes . Hi s greatest passion, however. was the architectu reof
mili tary fortifications and the an of defense. Halphax's walls
still enci rcle town s, and most of th e castles he designed are
still standing today,even though more than a thousand years
have passed since he last sketched a floor plan . Unfortu nately
for him, the great arch itect's profess ionalism became his
downfall.

In Halphax's time . gnomes were as populous as hum ans,
Th ey lived in grand cities that r ivaled those ofthe elves. and
they welcomed all civili zed races into these met ropolises to
live and trade.The hobgoblins were the first of the goblinotds
to rise out of tr ibali sm and find welcome in the gnome ciry
stares.They quick ly took to gnome soc iety, learning as much
as they could and using the ir strong backs and ha le bodies to
earn places for themselves in the mi lirary and manu al labor
trades.Then, in an act know n to gnomes as the Great Betr ayal.
the hobgoblins tu rned against their benefactors in a series of
well-coordinated attacks. The victorious goblinoids turned



castle and th e su rro undi ng lands soon gained a reputation
for being hau nted.

Binder scholars be lieve th ey know th e answer to the mys
rery of Haures's disappeara nce and th e srrange construction
of the castl e. Accord ing to th eir legen ds, Haures was no t a
hum an ar all, bur a powerful rakshasa sorce rer in disguis e.
Much of the consrrucrion he de man ded took place on the
Ethereal Plane because Haures planned to con tinue h is
existence th ere as a ghost. He wan ted h is afterli fe to be as
much like his morral life as possi ble, so he had hi s subjec ts
build a nearly exact dup licate of his castle on the Ethereal
Plane and cloaked their work sites in illusions to hide (he
rrurh .Tn th e last months of his life, Hau res bro ught many
living and undead servant s to his foggy realm, as well as all
th e comfo rts to which he had become accus tomed.

For some time after h is demise, Haures spe nt rime on both
the Material and Ethereal Planes. As a ghos t, he wou ld cloak
th e decaying castl e on the M ateri a] Plane in br ighr illusion s
so that he cou ld th row lavish part ies for the travelers attrac ted
W irs warm glow. Th en he would end th e parry sudden ly,
leaving his gues ts alone in the chi lly ruins of h is castle and
delighring in th eir terror. As (he yearspassed. fewerfolk dared
en ter his home,and Haures began to th row illusory part ies for
him self to alleviate hi s boredom . As hi s sanity deteriorated,
he became unable to di stinguish betwe en th e Ma ter ial and
the Etherea l Planes, and even be tween his illu sions and h is
own imagined experiences . At some point , Haures lost all
sense of the differen ce between reality and d reams, illu sion
and imag inarion , an d even life and uudeath. This complete
dissolu tion of these barriers propelled him int o exisrence as
a vestige.

Manlfesra tton: Haures init ially manifests as a ghos tly ti
ger stalking our of th in air. but his appea rance rapidly changes
to th at of a hand some and well-dressed middl e-aged man
who appears alive an d healthy. A moment later, that form de
cays before his sum moner's eyes, rotting in to a zombie like
state, (hen fading into ghos tly incorporeal ity and chang
ing again , rhis time into a skeletal tiger wearing a shi ning

crown and pur
ple robe. This
tiger for m soon
loses its cro wn
and rob e but
gains ghostly
flesh , becoming
a ghos tly tiger
to begi n the cy
cl e of cha nge
all ove r again.
Haures see ms
cog n iz ant o f
hi s sum mo ne r
only while he

Gran ted Powers: Halphax granrs you grea t knowledge of
me ch anical arts as well as th e power (0 imprison foes, build
rower s, and gird your body with th e hardness ofstone.

Dattlilge Reduction:You gain damage redu ction to/a daman
tine. You can not use th is abili ty ifyou do not show Halph ax's
sign.

H{llp!J{lx'sKlloiVledgt':Youcan use the Profession (siege engi 
neer) and Knowledge (architecture and eng ineer ing) skills
untrained. rn addition , you gain a ..... 16 compe tenc e bonus on
Profession (siege engineer) and Knowledge (architecture and
engin eering) checks.

Impri son: You can imprison a foe deep in rhe eart h with
only a touch. As a standard action, you can make a melee
[Ouch attack to imprison your target . If you hit, th e target
mu st make a Fortitude saving th row or be imp risoned .Th is
abil ity fu nctio ns lik e th e imprisonment spel l. except thai the
imprisonment lasts for a nu mber of rounds equa l to your
effective binder level. If you mi ss with th e touch attack, you
can use thi s abili ty on th e following round, but if a target
makes its save, you must wait ld4 rou nds before using it
again . You cannor imprison a creatu re wh ile }'OUalre ady have
another imprison ed from th e use of (his ability.

Iron \'('tlll:Asa stan dard action,you can cause a flat, ver tical
iron wall 10 spr ing int o being. 11 fu nctions as a WIlli of ircu
spell. except that il disappears after 1 mi nute. O nce you have
used th is abilit y, you can not do so aga in for 5 rounds.

Srznn- Slu Iter:At will as a standard neti on , yOll can bring a

sturdy srone building in to being at any point on the grou nd
wi th in 60 feet of you, as long as the space can accommodate its
dimensions,Th is ability sum mons a rower like [hat produced
by the Leollllll lil's ~t'CIl rt.' ~1 1C l t ('rspei l. Yo u cannot sum mon Ihis
[Ower ifyou already have one standing. You can dism iss (he
structu re as a standard action, but you can not su mmon ir
again for 5 rounds afrer d ismissing it.

HAURES, THE DREAMING D UKE
Haures grants h is summoners the power to create illu sion s.
protect th eir th oughts, and move through objects like a
gh ost.

l egend: Hum an histor y associates th e name Haures with
a powerful lord wh o rerrorized his people. From the time
he rook the rh rone unt il his deat h . he kepi his subjects at
work building his castle , addi ng constantly to irs gran deur
and might. Workers at rhe castle wou ld return with strange
tales of building a room and th en rebuildi ng it the next day
because no sign rem ained of their previous day's work.Th en
(hose who (Old such stor ies began to van ish in the cas tle,
never to be heard from again . Alth ough the castle grew with
the add ition s made to it for the first few years, th e cons tant
cons truction seemed to have no effect on irs size in later
years.

Wh en at last Haures died,his subjec ts rejoiced and attacked
th e castle, hoping to loorand set fire to th e palati al Structu re.
The mob of peasants found the castle empty, devoid even of
its furnishings. Con fused and fr ightened, rhey left, and rhe
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Although he was interested in all subjec ts, Ipos had a
part icular pas sion for discovering rhe natu re of the planes.
magic, and rhe gods. Th rou gh his stu dy of these topics, lp os
sought ro d iscover the plan ar order- the set offunda me nra l
laws withi n ,I,..hich the mulnverse opera ted .

Ipos did a magnificent job with his research, and h is d is
coveries have been passed down th rough th e ge ne ratio ns. Yet
he left such an incomplete vision ofreality rhar la ter scho lars
and explorer s had to expand upon his bo dy of work, In th e
mid st of his invest igatio ns, Ipos sru mb led acro ss vestiges
and drowned in the dep th of [h is k nowledge. He co uld not
conceive of beings that did n OI exis t in some place. or thar
could not be reached via the plane s or by deit ies. He became
obse-ssed with finding [he plane upon which t he vest iges
resided. He dropped rhe study of all other topics an d th rew
h imself inro rhe task of find ing a way to rhe rea lm of th e
vestiges. No one knows wha t happened after he made [h is
mi ssion h is focus. bur th e facr that he now exis ts as a ves
tige lends cred ence to th e idea thar he d iscovered wha r he
sought.

Special Requiremen t : Ipos refuses to answer the ca ll of
any sum moner who, in his ju dg ment, has not taken ase rio us
enough interest in occu lt s tud ies. Anyone wi sh ing TO bi nd
Ipos must have ar least 5 ra nks in Knowledge (arcana) and
5 ranks in either Know ledge (relig ion) or Know ledge (t he
plan es).

Mnnifestat icn: Ipos steps forward onto his seal as though
reappearing from Invis ibil ity, Some pact magic text s say rhat
he has the head ora vul ture or a goose, bu t th ose writers must
have been u nfam iliar with th e bald ibis . Ipos clearly has that
bi rd's long,downward-cur ving beak and mott led , featherle ss
head.Atop his warty scalp, he wears a crown ofblack iron, and
a many-layered gray cloak hides most ofhis form.Jpos'soverly
long arms end in gray-furred and cl awed me mbers th at are
more like the paws ofa lion th an th e hands of a m an . In one
pa\\-', he holds a gna rled iro n cane that he uses more often [Q

strike rhe g rou nd in emphas is th an as an aid in walking. He
kee ps his o ther
paw hidden in
one of the long
sleeves of h is
robes , bur fro m
tim e ro tim e, a n

observer can see
hirnexter xi ingi rv
long,black claws.
Despite hi s rusr
ing cro w n a nd
tattere d cloa k,
Ipos presents an
impos ing fig ure.
and h is hissing
voice an d ba le
fu! glare add
considerably to
h is menace.

is in living human form, and he spea ks on ly in those brief
mom ents.

Sign: \Vhile you are bound to Haures, your palms are
where th e backs of your hands should be,just as they are on a
raksh asa. If you Illp over yom hands so [hat th e backs are up,
your th umbs end up on [he wrong sides of your hands. This
rearr angemen t has no effec t on your Dexterity, spellcasring,
ability to wield objects, or use of skills .

Infl u ence: When influenced by Haures, you become
an eccen tric, often speaking TO you rself and to imaginary
friend s.ln addition, Hau res requ ires th at if yon encount er
and di sbelieve an illusion 110 t ofyour own ma king, you must
not volun tari ly ente r irs area.

Gra nt ed Abilit ie s : Haures shie lds your mi nd with his
madn ess, a110\\'s you to move like a ghost, gives you rhe power
to fool the senses, and grants you the abili ty to kill ot hers
wit h rheir deep est [eons.

Inaccessible Afind: You are protected fro m any effon to

de tect, influence,or read your em otions or thoughts, and you
have immunity to any mi nd-affecting spe lls and abilities, as
ifyou were protec ted by a milll' blallJ~ spell. You can suppress
or activate thi s ability as a standa rd anion.

IncOrl)Ort'al MO I.'elllfllf: \Xlhen moving, you become nearly
in corporeal and ea n ignore the effects ofd ifficult terrain. You
can even mov e th rough an enemy's space, but not through
walls or ot her solid barriers. Furt hermore, any attacks ofop
portu ni ry di rected at yOll while you move have a 50% miss
chance. You ca n supp ress or activate thi s abili ty as a stan
dard action.

Mlljor Image: You can create an il lus ion ar wi ll, as though
you h ad cast II1l1jOl" imagt' (caste r leve l eq uals your effective
binder level). A creat ure can attem pt a \X'iI] save t-oreali ze the
illu sion is false. You can never create more than one 1TI3jor
image at a time, and you can d ismiss or renew [he effect as a
standa rd action . O nce yo u have used [hi s abi lity, you can no t

do so again for 5 round s.
phlHl ffH»ll1f Killcr:This abil iry [unc tions like the phllJ ltl15111111

bllerspell except for the range and save De s (t he abiltrv still
requ ires a \X' ill save, and possib ly a Fortitu de save) ro resist.
You can target any single cre ature wi thi n 10 feet per binder
level you po ssess. O nce you have used th is ahil irv, you cannor
do so again for 5 rounds.

IPOS, PRINCE OF FOOLS
Binders call Ipos the Prin ce of Fools beca use of the crown he
wears and the sad legend of hi s rrnnsformation into a vestige.
He gra nts his suuuuoners co ld iro n claws w ith whi ch to rend
foes, the power ( 0 see creatures and objec ts as they are, and
a fraction of his char isma.

Legend: As a mor tal scholar- of dentes and the plane s, Ipos
discovered vestiges and the pro cess of bin di ng lon g before
the ir rediscover y in the cur ren t age. Although binder lore
gives conflic ting accounts of Ipos's race and nation oforigin,
the legends ag ree that he was a migh ty spe llcasrer with the
power to travel th e planes in h is pursu it of knowledge.



and h is sou l
rema ined t ied
to the Mater ial
Plane for ages,
never becom
ing a petit ioner.
Some claim that
par t of it some
how still lingers
th ere. \Xlith no
planar borne and
no deity w ho
wo uld cla im
h im , Karsus
becam e a ves
tige.

Specia l
Requ iremen t :
Karsu s refuses
to answer the call ofa binder who atte mp ts ro summon him
with in the area ofan acti ve spell, ln addition, he appears only
to asurnmoner who has at least 5 ranks in ei th er Knowledge
(arcana)or Spellcrafi. He also hares Amon for some unknown
reason and wi ll not answer your cal l if you arc already bound
co that vestige.

Manifestation: Karsus 3ppears silently and suddenly in
the form of a great red bou lder. Blood burbles up fro m rhe
rap or the stone an d flows in a rivule t" down the side faci ng
his su mmoner, then pools at the base. When Karsus spea ks,
t he blood fou ntains upward, its height vary ing based on the
volume of hi s voice.

Sig n : You bleed more than normal [rom wounds. Even a
small scra tch releases a sangui ne flood. This effect does no t
deal ex tra damage.

In fl u en ce: You take on som e of the arrogan ce for which
Karsus was famo us in his monallife. He requi res t hat you
make Bluff or Intimidate ch ecks rarher than Diplomacy
checks to in fluen ce others.

Gran te d Abilities: In life, Karsus was obsess ed wit h
magic, and his obsession con tinue s un abated in his curr ent
state. He grants you th e abili ty to see magic, destroy it w ith
J touc h, and use any magic item with ease. He even provides
increased spe llcas ring powe r.

H Cllt /)' ]t.·fagic: The save DC for each effect of every magic
item you use increases by 2.

Karsus'sSenses: You can sense magic aur as as easi ly as o thers
ca n derect odo rs, and co ncen tra ti ng on them reveals rhem
ro your sigh t. When ~'ou conce nt rate (a srandard action),
yOll auromarically de tect rhe number of di fferent magical
aura s wi thin 30 feer, and the power of th e most pote nt
aura within 30 fee r, as though you had cas r detect mllg ic on
th e area and co ncentra ted for 2 rou nds. You do no t need to

conce nt ra te to mai nta in this effect , but concent rating for
Ladd itional round reveals the locat ion and srr ength of th e
aur as in the area. A third roun d of conce nt ratio n allows you
to determine the sc hool of a particular aura auto ma tica lly.

Size ... -:Base Damage
Diminutive 1
Fine ld2
Tiny ras
Small ld4
Medium ldG
Large ld8
Huge 2d6~ __
Gargantuan 2d8
Colossal 4dG

Sign: You grow long, black, clawli ke nails.
Influence: You think highly of your intellect and show

comempt toward those who quest ion your assumptions or
conclusion s. If you enc ou nter a creat ure that shows interest
in a topic about which you have knowled ge, lpos requires
rhar you tru th fu lly edify th at individual.

Gr an ted Powers: Ipos gra nts you his discern ing sight
and commanding presence,as well as claws of cold iron with
wh ich to rend the veil of ign orance.

Cold Iron Claws: Your fingern ails harden into cold iron,
gr ant ing you one claw attack per hand. You can strike wit h
each ban d at your full atrack bonus and add your full Srrengrh
bonus to the damage you deal-The base damage for eac h claw
attack is as given on the following table.

If you already had claw attacks with your ha nds, use the claw
dam age on the table only if it's benerthan your norm al base
dam age. Yourc1aw attacks are cons idered cold iron weapons
for the purpose of overcoming damage redu ction . You can not
use rhi s abil ity if you do nor show Ipos's sign.

fi nshofJlIsigllt:As a swift action, you gain a frlle s('c illg effect
(as th e spell) for a durat ion of 1 round. On ce you have used
this abi lity, you cannot do so again for 5 rounds.

Ipos's Il1fluellcl': Youraffiliation with Ipos allows you to draw
more power from the vestiges to \vhic h you are bound . The
saving throw DC (if any) of each special abili ty granted by
your vestiges inc reases by 1.Treat your effective binder level
as one hi gh er th an no rm al for th e purpose of determining
the effect s ofvestige spec ial abi lities.

Planar Attenuatio,,: You gain prorecr ion from th e nat ural
effects of a speci fic plane. Th ese effects in clude extre mes
in temperature, lack of air, poisonous fum es, em an at ions of
positive or negative energy, or other attribu tes of the plan e
itself. You can cha nge the plane to wh ich you are att u ned as
a standard actio n.

Rl'fld: \Vhen you hi t one foe with all your claw att acks,
you auromatlcally de al double th e damage of a norm al claw
attack (incl uding your Streng th mod ifier) in addition ro your
normal damage.

KARSUS, HUBRIS IN THE BLOOD
Karsu s lived and d ied by magic, so he grants binders pow er
over th at force.

legend: Binders know Karsus asa potent mortal spellcasrer
who atte mpted IO steal the powers of a dei ty th at had ju risdic
tion over magic. He su cceeded, but realized too lare rhar his
monaIframe an d soul could nor contain the power, He died ,



herald among mortals.She taught the elves how to make and
use bows, though non e could ever come close to matching
herprowess. Legend holds tharshe killedThessala,goddessof
hyd ras, by shooting asingle arrow through all one thou sand
of be I' heads, thereby caus ing her child ren, the hyd ras. to be
du ll and crude th rough out etern ity.

One day, Leraje helped Corellon save Loith , who h ad 110t

yet fallen from grace, from an ambush set byGru umsh . Lolth
pr aised Leraje for her skills, claimin g th at not even Corellon
cou ld tire an arrow as fast or as acc urately as h is herald. Ler
aje beamed under the compliment, and <Ibemused Co rellon
challenged he r to an archery duel to sett le th e matter . \Vhen
Leraje agreed, Corel lon declared their target: her hear t.

Corellon expec ted h is servant to realize th e error of her
prid e and yield th e contest, but Leraje instead brought up her
bow, aimed an arrow at Corellon ,and pulled back th e st ri ng.
Sur pr ised, be raised hi s own bow and fired at her. Leraje re~

leased her bowstring at th at same mo ment, aim ing not at
the god bur at th e arro w [h at sped rew ard her heart, Leraje's
ar row mer that of her deity in midair and ricoche ted back.
piercing her h eart before Corellon's arrowhead even touch ed
her chest. As punishment for wasting her life for the sake
of her stubborn pr ide, Corellon Lare tlna n cast Leraje's soul
from heaven and eart h .

Spec ial Requirement:To summon Leraje ,you must break
an ar row crafted by an elf wh ile call ing ou t Le raje's na me
and title. In addi tion, Leraje h ates Amo n for some un known
reason and will not answer yourcaII ifyou are already bo und
ro h im .

M anifestation: Leraje appears before her sum mone r as
th ough she had always been rhere, bur camou flaged so well
that she could not be seen. First her du ll eyes op en , th en her
yellowed teeth come into view out of seem ing nothingn ess.
revealed in a sly smile, As Leraje moves, her body takes shape
agains t the backgrou nd, and he r clothes and skin cha nge
color to reveal her as an elf archer dressed in beautifully
decorared green leather armor. Although she was clearly

beautiful at some point . the ravages of
some toxin or disease have made her
hair limp, yellowed her eyes an d teerh,
and made her sk in pockm arked an d
sallow.

Sig n : You look sickly and diseased ,
and your skin becomes sallow and
pockmarked.

Influence: While influenced hy
Leraje. you become quie t and una s
su ming. Leraje sri.ll feels conside rable
guilt about t he actions tha t led her to
becom e a vestige, so she requires th at
you not atta ck any elf or creature of
elven blood , including half-elves and
members of the various elf subraces,
such as draw.

Granted Abilities: You gai n sup er
natural powers related ro Leraje's skil ls

Additional ro unds of concentration reveal [he schools of
o ther auras.

You cannot use thi s ability ifyou are blinded, but otherwise
it fun ctions as detectmagic for th e purposes of concea lment
and the materia ls pie rced. If you en counrer an aura of over
whelmi ng strength, however, you are dazz led so long as it
rema ins with in fange of Kursus's sen ses,

Karsus's Touch:You can produ ce a dispel. Illa g ic effect with
a touch . To do so, you must make a successful melee touch
attack against acreatu re or an objec t as a standard action that
does not provoke attack s of opportun ity. You can th en make
a dispel check (i dzo +you r effective binder level, maximum
+20) against each ongoing spell curren tly in effec t on the
object or crea tu re. Th e DC for this check is '1 '1 + the spell's
caster level. If you succee d on a part icul ar check , that spell
is dispelled; if you fail. it remain s in effect.

If you target an objec t or creature that is the effect of an
on going spe ll (such as a sum moned mons ter Of :1 conjured
object), yOlI mu st touch t he target and mak e a dispel check
to end th e spell rhar bro ug ht it in to being. Targeting a spell
effect tha t is not an object or creatu re (such as the flames of
a "'all offire) has no effect.

If th e touch ed object is J magic item , you mu st make a
di spel check (the DC is th e item's cas ter level). If you SLlC

cee d, all the item's magical properties are suppressed for
Id4 rounds, after which th e item recovers on irs 0\\'11. An
Interdi rnensional interface (such as a bagofholding) is tem 

por aril y closed by th is effect. A suppressed item become s
nonmagical for the du ration , but its physical propert ies are
u nchanged . so a suppressed magic sword is STill a master
work sword.

You can use Karsus's touch a number of times per dayequal
to your effective binder level. Once you have used This ability,
you cannot do so again for 5 rounds.

Knrsns'sW!llJ :Youcan use spell trigger items, such as wands
and staves, as if you were a wi zard of your effec tive binder
level.

LERAIE.
THE GREEN HERALD

O nce a favored servant of the pri mary
deity of the elves, Leraje allowed her
pride ro become her dow nfall. Leraje
gives her summoners the ability to

br ing a bow to hand at will, to fire it
with accu racy, and to damage a foe's
sense of self with it. 1n addition, she
gives her hosts kee n vision in darkn ess
and skill at hiding.

legend : Tales of Leraje's prowess
wit h a bow exist to th is day, although
her feats are now ascribed to dei ties
and other great heroes, and most elves
thin k he r legend is heresy. Pact magi c
trea tises mai ntain tbar Corellen Lar
etlu an called upon Leraje to be his firs t



Mantfesta
tion: Ma lph as
begin .. hi" m an
ifesta tion wi t h
a fur iou s flut
teri ng of wh ite
doves. Th e crea
ru res explode
out of thin air,
then flyaway
from each other
and fade from
view, revealing a
handsome male
elfclad in black.
Malphas has pale
sk in, black eyes,
and black feath
ers for hair. H is
smile reveals black teeth, and wh en he spe aks , his black
tongue licks [he air like a snake's. Ma lphas wears a noble's
finery in fu nerary black, and a cloak made of raven he ads
and feathers hangs fro m h is shoulde rs, Th e he ads start up
a raucous cry whenever he moves roo mu ch , so he rem ain s
largely still, making only small gestures wirh his black-gloved
hands. Malphas's hoarse voice croaks and cracks wh en he
spea ks, a quality that annoys h im greatly,

Sig n : Your teeth and tong ue turn black.
Influence: While in fluenced by Malp has, yotl fall in

love too eas ily. A kind word or a friend ly ges ture can cause
you to devore yoursel f ent irely to anothe r person . Should
that person reject you r affection, your bro ken hea rt mends
the mom em another attrac tive person shows you some
kindness. In addi tio n , if you have access to poison , Ma l
phas requires that you employ it agains t your foes at eve ry
opportunity.

Gra n ted Ab il ities: Malphas gr an ts you the abi lity ro spy
without detection, to disa ppear, to use poison safely, and to
strike vic ious blows agains t vulnerable foes.

Bini's Ere Vietving: At will, you can summon a dove or a

raven (Q aid you r powers of observation. (Use the statistics
for a raven regardless of the creat ure's form .)The bird appears
perc hed on your shoulder. You have complere comrol over
its actions, and you can see wha t it sees and hear wha t it
hear s, Use th e biro's skill checks to de termine the resu lts
of its actions and observations (for example, Bluff, Search,
Spot , listen), but use your skill bonuses to derive inform a
tion from its observations (for example, Knowledge, Sense
Motive, or Spellcraft to identify a spell ). If you have th e
trapfinding abi lity, you can use t he bi rd to find traps so long
as doing so doe sn't require it to manipulate an object. The
bird canno t talk. You can have on ly one bird summoned a t

<I time. It rem ains until you su mmo n an oth er dove or raven,
ment ally dismiss it (a standard action),or Sto p binding with
Malphas,

Invisibility: As a full-round action, you can make yourself
invisible (as with the invisi!',lily spe ll). Making an attack

in life,as well as th e abil ity to fire arrows that literally wound
your target's pride.

Hide Bonus: You gain a +4 competence b onus on H ide

ch eck s.
Low-Light Vis ion: You gain low-ligh rvision. Ifyou already

have it naturally, you gain superior low-ligh t vision and can
see three time s as far as your light source would normally
illum inate. Thus, a torc h th at illuminates a zu-foot radius
wou ld allo w }'OU to see clearly up to 60 feet and provide you
with sha dowy illum ination to a distance of 120 feet .

Precise Shot: You gain th e bene fit of t he Precise shotfeat.
Ricochet:As astandard action. you can make asingle ranged

attack against two adjacent targets. Make a single attac k roll
and apply that res ult to the Armor Class ofboth targets. Any
h it you score dea ls damage to the target normally. Ext ra
dam age fro m abilities such as sneak atta ck or sudden strike
apply to on ly one target, wh ich you must designate pr ior to

making t he arrack roll.
W'rn}lOn Proficinlcy: While bound to l eraje , you are pro

ficient with the composite longbow, compo site sho rrbow,
longbow, and shortbow. If you were already proficient with
an}' ofthese weapons, you instead gain a +1 competence bonus
on arrack roll s with them.

MALPHAS, THE TURNFEATHER
Malph as allows hi s sum moners to see wit hout being seen,
to pass th rough surrou ndings without leaving any sign, to
vanis h from sight, and to poison their enem ies.

Legend : Only elves who kno w their history well are
fami liar with the story of Malphas, a lesser scion of an
ancient elven kingdom's ruling fam ily. Malphas joined a
druidic order under press ure from hi s elders, who hoped
that en forced ded ication to nature would teach h im greater
respect for th eir tradit ions and the elven way oflife. After a
conte ntious start, the plan seemed to vcork. Malphas.nlways
the black sheep of the fami ly, soon became a model memher
of th e elven nobi lity. His trade mark, a wh ite dove's feat her,
cou ld be found at sites where good deeds had been done,
although no one ever saw him perform th em .

Th is impression was all pan of Malph as's act. \'{rh ile
studying the druidic tradit ions, he met another elfdruid-a
fem ale who won his heart wit h guile and promises of pow er.
Togerher they ha tched a plan to make Ma lpha s hei r to the
thron e. \X'hile his whi te feathers turned up wherever good
events were occurring, black feathers began to appear on th e
murdered corpses ofroyalty.Elf divi ne rs soon discovered th at
Malphas was at th e root of th eir troubles, and the trai to rous
elf was forced to flee.

Malphas flew to his lover's hideaway among [he rrees,
intending to warn her and flee wit h her. But when she heard
hi s story, she flew int o a rage, mocki ng him for his st upid
ity and h is overtures of affection. To wound hi m even mor e
deeply, she revealed her t rue form-that of a drow. When th e
elfautho rities fou nd Malphas, he lay on the gro u nd ,dead not
from magic or physical harm, bur from th e breaking of hi s
heart and th e loss of his sou l.



rebelled against their devi lish cap
tors-intending not to escape or

rake control, bur to arrack M arch csi as.
Although the devil s were loath to allow

such lawlessness, they let the
souls of the dam ned fight it out,
th in king to step in and pu nish all

the spirits when the battle was
over. Marchostas fought well,
bur he could not prevail against

so many foes ar once, and he fell
under the onslaugh t. When

the devils pulled back the
attack ers, no th ing was
lefr-Marchosias's soul

had been torn to pieces .
Special Re qu i re ment: To

sum mon Marchosias, yOll
must at some point in your
li fe have com mitt ed an
evil act for which you have
not apologized, atoned, or
mad e reparat ion s. l ying
or breakin g a con fidence
doesn't coun t, bur ot he r
small acts of ev il-such
as theft , infidelity, or van
dal ism -do fulfill the
requ irem en t.

Manifes tation: Mar
chos ias appears w ith a
blood curdling sc ream
in an explosion of fire
and black smoke. Though

much of the smoke curls away, some remains and slowly
coalesces to form a human figu re. Ma rchosias appears 3S a
kin g with body and rai ment com pose d of swirling smoke
and cinders. He wears a crown offire, beneath wh ich gleam

two glowing, hot coals where his eyes
should be.Marchosias wields a scepter
of flames, and a sword of hOI ash is
belted to hi s hip. For a m oment, he
seems exhausted by the rigor s of his
arrival, standing with h is shoulders
slumped and h is head bowed. After
J moment . he raises h is gaze to his
summoner and stands straight and tall,
adopt ing an imperious po stu re.

Sign: \X'hile you are bound to Mar
chos ias, the pupils of you r eyes glow
with a red -orange light. Anyone look
ing at your face can make a DC 12 Spot
check each rou nd to notice th is effect.
Th is light is not strong enough to illu
minate the area, and it does nor make
you any easier to see in the dark, bu t it
can he dis turbing to look upon .

~tftlH;f~st4f;o" ofMa,.cboJ;f1!
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A legendary assassin in
li fe, M arch osias now
grams his summoners his
supernatura l charm , plus the ability ro kill or paralyze with
one sta n ling attack and to disappear in a puff of smoke.

Legend : Marchosias seems to have appe ared as a vestige
qu ite recently-in facr.only a sha n t ime before Dahlver-Nar

did . In life, Marchosias was a hu man ~rE555a~~;;~~====1lI
who brought death to othe rs. H is ,
favorite targets were other assassins
and murderers. but thi s choice of foes
had not hing (0 do with moral s. Despi
c3bly evil , Marchosias was obsessed
with improving his skill as a kill er, and
endi ng the lives of other professional
slayers seeme d the best challenge he
cou ld undertake.

\X'hen at last Marchosias met h is
death , his soul traveled to the Nine
Hells. Th e devi ls gleefully accep ted
his power ful spir it, but others there
too k no te of hi s arri val and were
not pleased. The spirits of hun dreds
of thugs, slaughrerers. executioners,
and assassins banded together and

ends the invisibility (as normal). but othe rw ise. the
effect lasts a number ofroun ds equal to your effective
bind er level . You can invoke thi s abili ry
as a standard action at 5th level, as a
move action at 10th level, and as a
swift action at 15th level. On ce you
return to visibility, you cannot use
this ability again for 5 rounds.

Poison U~e: You are not at risk
of poison in g yourself when han
dling poison or applying it to a
weapon .

SlIIIJitl StYlke: Wi th your
melee attack, you deal an extra
ids points of dam age plus ids
points pe r four effective bi nde r
levels anytime your rargerwould be
den ied its Dexterity bonus
ro Armor c lass.This extra
damage appl ies to ranged
atta cks on ly if the oppo
nent is wirhi n 30 feer.
The extra damage from
sudden strike stacks with
that from sneak attack
whenever bot h would
apply ro the same target.

MARCHOSIAS,
KING OF
KILLERS



noble, bird-head
ed man , another
as ,1 dog wi th a

crane's head, an
other as a wolf
with fifty h eads
and a tail of th ree
entwined snakes,
and th e fourt h as
a heap of bodies
surrounded by
a cloud of flies.
A few fie n d
ish sages ha ve
sugges ted that
Neberius mig ht
be an aspect of
the th tee-headed,
dogli ke creatu re
thar gua rds the gates to th e Under world on the th ird layer
of Hades, but that crea ture is thought to be simplemi nded
and has never been known to speak. Naberius never admits
to havin g had older forms or names, and questions about h is
origin get only a sly sm ile in reply.

Special Requ irement: Naberius values knowledge, indus
try, and the will ingne ss to deceive. He manifests on ly for a
summo ner with at least 4 ranks in Bluff or in any Kn owledge
or Profession skill.

M anifestat ion: Naber tus's manifestation begins with a
great squawking and flutter of feathers. Moments later, a black
crane flies in an agitated fashion over the seal, the n crashes
down atop it, appare ntly dead. Nabe rius then stalks forwa rd
om of inv isibility as a three-headed hound to feast upon the
crane. He speaks hoarsely f rom whichever dog head isn't
eati ng at the mome nt. Despite his rerrtble appearance and
raucous voice, Naberius somehow manages to seem amiable
and eloquent.

Sign : Your voice deepens and acquires agravelly,growling
tone.

I n flu ence: While you are in fluenced by Naberius, you
love the soun d ofyou r own voice an d are cons tant ly pleased
by your cleverness . Wh enever you are presented with a
pulpit , a stage, a talking stick, or any other place or object
designed to give a spea ker the Door, Naberius requires that
you immediate ly seize the opport unity to spea k. Any topi c
will do, but since Naberius resents others taking control of
the discours e. he req uires that you eithe r sho ut them down
or mock them . Your spee ch must last a number of rounds
equa l to your effective bind er level to satisfy Naberius.

Gran te d Abilities : Naberius gr ants you the power to wear
any face, swiftly regain lost ability points. use skills of which
you have no knowledge, and talk your way through danger.

Disgllisc Self:You can alter the appearance of your form as a
standard act ion. Th is effect works like the disguise self spell.

Faster Ability Healing: You heal 1 poin t in each damaged
abili ty sco re every round, and 1 point in all drain ed ability
scores every hour.

Influence: Matchostas's influe nce makes you deho nair
and sly,as though you have some trick up your sleeve and the
knowledge of it makes you con fident. In addition ,Marchosias
requires th at you use the death attac k he g rants you agains t
any foe you catch unawares.

Gran ted Abilities: Marchosias gives you an assassin's
sk ill at killing, plus the ability 'to assume gaseous form and
the powe r to ch arm foes.

Death Attack: If you study a target for 3 rou nd s and the n
make a snea k att ack wit h a melee weapon that successfully
deals da mage, th e att ack either paralyzes or kill s the target
(your choice) in addition to dealing normal sneak arrack
dam age. W h ile studying the victim, you can u nder take
other ac tions so long <IS your attention stays focused on th e
target and th e target neith er dete cts you nor recognizes you
as an ene my.

If th e victi m of such an attack fails a Fortitude save against
the kill effect,she dies. If she fails against rhe paralysis effect,
she is rendere d heIpless and unable to act for Id 6 ro unds + 1

round per effective binder level. [f th e victim's saving th row
succeed s, th e att ack is jus t a nor mal sneak att ack. O nce you
have completed th e 3 rounds of study, you mu st make the
death attac k with in th e next 3 rounds.

[ f yOLI attempt a death attack and fail (the victim makes
her save), or if you do not launch the arrack with in 3 rounds
ofcompleting th e stud}',3 neev rou nds of study are requ ired
before you C:In attempt ano ther death arrack.

Fiery Retribution: You deal an extra 3d6 points of fire
damage when you strike an opponent wh o can deal extra
damage through a snea k attack, sudden str ike , or skirm ish
arrack, This extra damage applies to ranged attacks on ly if
th e oppone nt is within 30 feet.

SmoheForm: You can assume the form of a smoke cloud at
will.Th is abiliry functions like the gascollS form spell, except
that you can remain gaseous for as long as you wish. Although
you lose your supe rnatu ral abili ties wh ile gaseo us, you do
not lose th e ability to remain in gaseous form. Vestiges you
have bou nd remain so for the normal duration .Since you lose
your supernatura l death att ack abilit y, however,you cannot
study an opponent for th e purpose of ma ki ng you r death
attack whil e in smoke form . You can suppres s or act ivate th is
ability as a stan dard aerio n. Once you have returned to your
normal form from smoke form, you cannot do so again for 5
round s.

s i/Cl1tallil SlIre; You gain a +16 com petence bonu s on H ide
and M ove Silently chec ks.

NABERIUS, THE GRINNING HOUND
A cun n ing and mysterious vestige, Nabe rius can make his
sum mo ners adept with ull man ner of ar ts and scie nces, dis
guise th em , and make th em cogent speakers.

Legen d: Though Naberius's origin remains mys terious,
binder scholars knov..... that his name and for m have changed
many times over the cent uries.Ancient pact magic texts refer
to II spiri t matching Nabcnus's powers as Nnber us, Kaberon,
Cerbere, and Serberius. O ne of these spirits appeared as a



tent wind buffets
th e sum moner.
Then it stops. In
the su d de n si
lence,an un seen ,
unheard ,yet pal
pable prese nc e
slides out of the
black apert ure
and hovers heav
il ), over the seal.
Tho ugh not de
tectab le by any
sense, O n hos
is eerily extant,
and its presence
ca n be felt by
even the du mb
est of beasts.The

vestige says nothing: its summoner can on ly plead her case
and hop e that Orrhos does not impose its infl uence.

Sig n : You aIways seem to be buffeted by a breeze that no
one else can feel, even when you're indoors.The ee rie wind
makes no noise, bur it tousles your hair and belongi ngs,
frequem ly changing direct ion .

In fluence: Wh ile influenced byO rthos, you are averse (0

darkened areas and loud noises. Although you can endure
such conditions, they give you a sense of pan ic and make
yOl.I short of breath. Orthos requires thar >1(lU always carry an
active [ight source with a brightness at least equal to that of
a candle, and that you not cover it or allow it to be darkened
for more th an 1 round . Add ition ally, O rt hos requires th at
you speak only in a whi sper.

Gr an ted Abilities: Ort hos gives you blindsense, dis
placement, and a breath weapon that you can use either as a
weapon or to deliver messages.

Blil1lfsight: Yougain bli ndsight our to 30 feet.
Displacemt.'nt: At will , you can su rround yourself with a

light-bending glamer that makes it difficult for ot hers ro su r
mise your tr ue location. Any melee or ranged attack directed
at you has 350% miss cha nce unless the attacker can locate
you bysome means other than sight. A tr ill' sceil1g effect 3 1l0WS

the user to determine your position ,bur see invisibilityhas no
effect.You can suppress or activate th is abilit y as a standard
action.

w !ll-rltviHd Brcllt ll: As a standa rd action, you can exhale
a scou ring blast of wind in a 60-foor cone. Your whi rlwind
breath deals Id6 points ofdamage per binder level you pos
sess. Ever y creature in th e area can atte mpt a Reflex save (0

halve the damage,and must also succeed on a Fortitude save
or be knocked prone and moved ld4XI0 feet away fro m you
(or jus t outside the cone, whichever is a short er distance).
Once you have used this ability, you cannot do so again for
5 rounds.

Whispering Wind:At will as a standard act ion, you can send
a message on the wind as though using the wl1ispering !Vllul

spell (caster level equals your effective binder level).

NllbeYlIIS'S Skills: At the time you mnke your pact , you
can choose a number of skills equal to your Consti t ution
bonus (if any). You r choices must be skills th at can't be used
untrained and in which you have no ranks. For the duration
of the binding!you can make skill checks with your chosen
sk ills even though you are untra ined. [f your Cons titut ion
modifier decreases after you make the pact, you lose the
abili ty [Q make unt rained checks with an equal num ber of
the chose n skills. l ost skills are chose n randomly, and they
remain inaccessible to you until you make another pact with
Naberius.

PCrHhui l't' \Voflk You can direct a verbal command at a
single living target wit hin 30 feet as if using the (OUlUhHllf

spell. A successful Will save negates the effect. When your
effective bind er level reache s r-tth, your words beco me even
more persuasive and thi s ability fun ctions like the slIggestlol1
spell. Once you have used {his ability, you can not do so again
for 5 rounds.

SiltJfr Tongue: You e m take 10 on Diplomacy and Bluff
checks even ifdistracted or threnrened . In additi on, you can
make a rushed Diplomacycheek as a standa rd action and take
no penalty. (Normally, a rushed Diplomacy check requires a
full -round action and imposes a - 10 pena lty on the check.)

ORTHOS,
SOVERElGN OF THE HOWLING DARK

Ancient and unkn owable, Orthos gives its summoners the
power to sense what they cannot sec, to fool the sight of
other s, and to turn [heir breath into wiud th at can speak or
scour flesh from bones.

Legend: Orrhos might well be the or iginal vest ige- the
first being ro break the bounda ries and see past the windovv
ofreality to the noth ingness beyond. Pact magic texts always
mention th is entity,and persisten t explorers can finu its seal
represented in art or arch itecture on most planes,as wellas in
the ruins of many ancient civili zation s. Binder scholars have
a thousand theories abour Orrhos's or igins,but none is more
than mere supposition. All agree th at O rt hos is inestimably
old, and it has long since shed whatever form and persona it
might once have had, becoming an alien and distanr being.
In deference to its grea t age and the hallmark of its appear
ance, binder scholars have dubb ed Orthos the Sovereign of
the Howling Dark.

Speci al Requirement: You must su mmon Orthos within
an area of bright illumination.

Manifest ation: \X/hen Or thos begins to manifest,abreeze
seems to pass over the summoner. but it ruffles nothing ex
cept the sum moner's hair and clothes .The breeze intensifies ,
becom ing a cold wind. and a low whis tle ema nates from
the vicinity of Orrhos's seal. Directly over it appears a black
speck-a mote of shadow like a blind spot in the observer's
vision.The whistle becomes a moan th at slowly rises in pitch
and volume, eventually transforming into a howl as the dark
ness spirals outward, opening like the pupil of some great
cut'seye with an explosive rush ofwi nd.Th e howlin g grows
so loud that it pains the ear while the seemingly nonexis-



PATMON, THE DANCER
Paimon whi rls into reali ty with grace and sryle. He gives hi s
summoners the abil ity ro see combat as a dance and makes
them masters of its steps and h idde n me rer.

Legend: Most bi nders know the Dan cer's tragi c story,
although non e can be ce rtai n of its or igin. An infamou s
lorban o. Paimon deligh ted in seducing noblewomen with
his dancing and beseing their sui rors with his swordplay.
He eve ntu ally crossed pat hs and swords wi rh a par ticularly
jealou s and cru el fellow, somet imes identified as a human
and other limes as an elf. Aft er Pairnon had hu miliated th is
nobleman in front of h is peers 0 11several occasions, the fellow
enli sted some orhe r aggr ieved suitors to captu re Pairnon and
cut off his swo rd ha nd .

Pairnon was not so eas ily defeated . \"' hen he recovered,
he retu rn ed to COLIrt wea ring a bejeweled golden hand thar
he could replace w ith a rapier blade . Exhibiti ng tremendous
aplomb, Paimon again se t his rivals on rheir heels, and he
even fought and defeated the man who had wronged him.
Paimon spared h is adve rsary 's life on ly because he was
int err upted by a request to da nce bythe objec t of both their
affecti on s. 1n respo nse to th is f ur ther hu m il iation, Paint on's
foe again had him cap tured, bur th is ti me the ma n's thi rst
for reven ge was in sat iable . He and his coho rts cu t off all of
Paimon's limbs an d replaced rhem with sword blades, jeer
ing at hi m al l [he wh ile a nd da ring h im ro re rum ro cou rt

ent itled to addit ional air blast atta cks each round when you
make a full at tack. You can also make att acks of opport unity
".... ith your air blast . You can ner lise this abil iry ifyOll do not
show O tiax 's sign.

Cllmbitt Rc.llexes: You gain the benefit ofthe Com bat Reflexes
fe ar, You ca nnot use th is nbiluy if you do nor show Odax's
sign.

CtlllCt'llling M ist: You can whip rhe mist that cons tant ly
surrounds you into a conceali ng scre en th at grants you con 
ceal me nt (foes' mele e and ranged attacks have a 20% m iss
chance). You cannot lise th is concea lment to hide. You can
suppress or activate th is ability <I S a full-ro und action. A se
vere wind (either na tural or magical, suc h as a glls t Df Wilhl
spell) suppresses your conceali ng mist. You can not use th is
abil ity if you do no r show Ortax's sig n.

Open PDr la/;At will as a swift action, you can ope n (but not
close) a doo r, ches t, box, wi ndow, bag, pouch , boule, barr el!
or ot he r co ntaine r 3 5 rhough using the opcn/closespell. Thi s
abili ty has a range of 10 fee r per effective bind er level you
possess.

Unfod~: As a full-round anion, you can unlock a sing le
lock thai yO ll ca n tou ch , provided that its Open Lock DC is
less {han or equal to tw ice your effective binder level. For
example, a 10t h-level binder can use rhis ability {Q open any
lock with a DC of 20 or lower, and a 15th-level binde r could
open a lock wirh a DC of gn or lower. Th is abil ity gra n ts you
no protection from any traps rhar might be associ ated with
the lock. O nce you have used this abil ity, you can not do so
again for 5 rounds.

OTIAX , THE KEY TO THE GATE
The alien O riax gives irs summoners rhe power to open w hat
is dosed! [0 walk among the clouds, and to strike foes wit h
fog rhar lan ds like a hammer.

Legend: Otiax is a bit of a conundrum because it seems
to have or tgt nnred ou ts ide the known cos mology of the
planes. A few sou rces of pact magic lore refer to some plane
or place called the f ar Realm , but most offer no explanatlon
of O tiax's past. Some even posit th ai O tlax is somehow th e
key to reaching the Far Realm, bur that sup posit ion h 35 more
to do with Otiax's appearance th an with any rea l evidence of
its natu re. Because O riax never speaks, it can she d no ligh t
on the issue. Bindi ng with it is more a rnarrer ofmsti ncr and
will than of delibe rat ion.

Mnmfesta rion: \X'hen Oriax man ifests, a locked golden
gate appea rs w ithin its seal. Blue fog cu rls out in wispy te n
dr ils from between t he bars, obscuring what lies beyond.
Afrera moment of silencc,some un seen force crashes against
the barrier.Then the gate shakes and rattles loudly,as though
so me creatu re is desperate to open it. Ragged breath ing
becomes audible, and the fog swirls arou nd some in d istinct
yer ter rib le form . At last the raging stops, and the azu re vapor
passes through the gate. The sound of rhe tu mblers turn ing
in the lock becomes aud ible. th en the gate creaks open.

Sign: \X'hile bound ro Ona x, you are surround ed by th in
wi sps of light blue fog even in the strongest wind .

In fluen ce: O riax's mo tives remain a mys tery, bur its in flu
ence is clear. \X'hen con fron ted with I I nopened doors or gates.
you beco me agitated and nervous.Thi s emotional state lasts
until the door or gare is opened, or unt il you can no longer
see it. furtherm ore, O na x can not abide a lock remaining
secured . Thus, whenever you see a key, O tiax requ ires tha t
you use it to open the correspondi ng lock.

Granted Abilities : Orlax opens doors for you, let s you
batter oppone nts wit h wi nd , and cloa ks you in a pro rcct ive
fog rha r can actually lash out at foes.

Air Blast: You can focus the air around rou into a concen-
trated blast that bat ters opponen ts. Youca n lise your air blast

as a mel ee touch
arrack again st an
adj acent oppo
nent or one that
is up to 10 feet
away (as rhough
you were using
a reac h weap 
on). Th is arrack
deals 2d6 point s
of bludgeoning
dam age, bur you
do no t add your
St rength bonu s
to t he linmage
roll.If your base
arrack bonus is
hi g h e nou gh ,
you might be



In flu ence : l'au non 's in fluence ma kes you lasciv ious and
bold . In addi tion, Paimon requires th ai you da nce (moving
3 1 half speed) \....henever rou hear mu sic.

Grante d Abi li ties: Paimon gives you the abil ity 10 dance
in and ou t of com bat, and to make whir lin g att acks agains t
multiple foes.

Dunrr of Death: \X'hen you use th is ability. you can move up
to your speed and make a sing le arrack agai ns t any creatu re
you move past , provoking attacks of oppo r tunit y no rma lly.
When you use you r- da nce of dea rh, you forfeit any bonu s o r
ex tra attacks granted by orher feats or abili ties (such as the
Cleave feat or the llitstcspe ll). and you cannot arrack an y single
crea ture more th an once . O nce you have used this ability. you
cannot do so aga in for 5 roun ds.

Pnhueu's Blatit' s: You gain proficiency w ith the rap ier and
shorr sword, and [he benefit of the \Veapon Finesse fea rwhen
you wield such weapons.

Paim(Ill's Dexterity: You gain a +4 bonus to Dex ter ity.
Pcuncn's Sb lls: You can use th e Tumb le skill unt rained .

You gain a +4 bonus on Tumble che cks and Perform (dance)
checks.

UIl ClH11IY Dotlgt'; You retain you r Dexter-i ty bo nu s to AC
(if any) eve n if caug h r flat-footed or struck by an invis ible
at tacke r, If you have uncanny dodge fro m anot her source,
you gain improved un canny dodge in stead . Sec the rogue
class featu res on page 50 of Ihe Plllyer's Hil i lilbool~.

\Vhirl lVln ti AttClCk: You gai n the bene fit of th e \X'hirlwind
Attack feat.

RONOVE. THE IRON MAIDEN
Rnnove remained a mystery for age s, bur bin der scho lars
now believe her to have been a huma n ascetic who lived
more rhan two thousand years ago. As a vest ige , she grams
her summo ners th e powe r to move objects at a d istance, 10

strike with the skill ofa mon k, to fall " ligh tly as 3 feather,
and to run li ke the wind.

Legend: Many binder scho lars credit Ronove with
laying th e foundation for orders of monks, and indeed, her
philosophies and abil ities bea r a strong resemblance to the
training th at monks now receive. In life, Ronove wa s a char
isma tic guru wh o taught th at enligh ten me nt co mes [rom
denial-first of the need s of th e flesh , then of the pe rceived
limits of reality, and lastly of th e rules of reali ty. H er frequem
dem on strations of power served to illustr ate the vali d ity of
her ideas to others. She leapt from cliffs without harm, lifted
boulde rs with her tho ughts, and lived for mont hs without
eating or drinking.

Although Ron ove gathered many followers , no t one of her
dis ciples could manage he r grea t feats. Some bega n to ques·
rion he r methods. To prove the veraci ty of her teach ings,
Ronove secluded herself in an iro n coffin, telling her stu
den ts to bury her-and dig her up on ly when th ey received a
sign from her. Year s passed, an d no sign came. One by one,
her followers lost fa ith and deserted her. At last only one re
mained. Disillusioned , he du g up the rusted sarco phagus,
on ly to find it empty. He tracked down his fellow disciples

again . T hen they left Paimon to die while they cel ebra ted
th eir victory,

At th e nexr royal ball, Paimon's foe and his coco ns pira
tor s smirked at every mention of th eir en emy's name and
winked at one ano ther whe n o thers won dered aloud where
the charming rake might be. Then a dark figure appeared
among the dancers. Impossibly tall and sh rouded head to

foot in dark.d iaphanous cloth, the wraithli ke figure began to

spin. Dist urbed by its appearance, th e ot her dancers moved
away. When one of them spo tted naked steel ben eath the
whirling cloth. the nobles began to flee th e hall .

Enraged that h is party had been in ter rupted , Palrnon's
enemy we nt up to the figure and tore away th e cloth. For a
moment, the tortu red figureofPaimon stood before them with

blood}' blades
fo r leg s an d
arms. Someone
scre a m e d at
th e s ig h t, and
Paimon faded to

no th ing. Think
ing th ey had
see n th e ghost
of Pairnon , rhe
men immedi
ately we nr [D

fi nd their foe's
body and give it
a proper bur ial,
but it was gone.
Inst ead , t hey
found a tr ail of
blood a nd th e
marks of sword
thrust s in t he

grou nd . Apparently Paimon was alive bUI gone-banished
by the sc ream of a woma n.

M an i festatt oru Paimon appears in 3 wh irl , hi s form spin
ning lik e a top on an arm th at ends in a met al blade ins tead

ofa forearm and hand. He turns countercloc kwise so rapidly
th at hi s summoner can make lit tle sen se of what he sees.
Paimon qu ickl y switches the arm on which he spins wi th a
hop, and then he switches ro a leg, whic h also ends in a blade
ra ther than an ankle and foor. \'(.'ith each switch , Paimon

slows, u ntil at last he stands on one leg before his summoner,
balancing within the seal on its daggerlike poi nt. Paimon's
almost featureless gray body has a dancer's physique . His
face is str etched to d isfigu rem ent around the right side of
his head. and no ear s are visible. Paimon speaks in a garbled
voice [rom his tw isted mouth wh ile hopping from appendage
to appendage, making small turns as though he is imp atient
to be whirl ing again .

Sign: O ne side of your mouth bec omes wider than the
other, as though it were being stretched or pulled. Th at side
of your mouth has a tend ency to rema in slightly open, caus
ing you to drooL



to tell them of the m iracle, but none believed him. Ronove
and her nameless di sciple would haw been los t to obscu rit y,
but her lone faithful follower inscribed his story on the wall s
of a cave rn. Th e rece nt d iscovery ofthis insc rip tion explai ns
the stra nge powers and appea rance of Ronove.

Speci a l Requirement: Ronove's seal mu st be d raw n in
th e soil u nder the sky •

M antfest art on : \'\' hen Ronove ma nifests, th e grou nd
quakes,and a rusted iron sarcophagus eru pts fro m th e earth
wi thin her seal, shedding dirt and flakes of ru st as it g rates
upward. Th e metal visage of a human woman is d iscernible
on the lid. The metal bindings holdi ng the lid closed burs, in
clouds of cor roded met al, and the sarcop hag us creaks open,
relea sing a rumble of human bones and noisom e blackliquid.
Ronove does nor speak to her summon er, but the visag e on
the lid smiles or frown s du ring the pact-mak in g process.

Sig n: The flesh of your face settles int o a frown or c smil e
(a frown ifyou succeede d on your bind ing che ck, or a smile
if you did not) and retains that general expression regard less
ofyour actua l feelings.This alteratio n to your visage does nor
affect you r Charisma, Charisma-based skill checks,or other s'
ahility to make Sense Motive checks against you.

Influence : Ronove's influence m akes you think that
orhcrs doubt your abilities and compete nce. Desp ite wha t
an yone says, you feel the constan t need to pro ve you r wo rth.
In add ition, Ronove requ ires that you consume neither food
nor beverages (includ ing pot ions) fe r the enrire ti rne you
remain bound to he r.

GrantcdAbili tics: Ronove gives yOll the power to fall any
d istance without harm, lift objects with out ranch ing them,
311d run like [he wind.

Col,' lron allLI .\ fagic Altacks: Your melee attacks count as
magic for the purpose of overcom ing dam age red uc t ion.
\'(/hen you attain an eflc ctive binder level of Zrh, your melee
quacks also count as cold iron for the purpose of ove rcoming
damage reduct ion .

t ilY Hana:As a swift acti on , }'Oll can lift and move an un
attended objec t to whi ch you have line of effec r, as long as it
is within 10 feet per effective binder level of your po sition.
The force manipu lat ing the object is considered Medium in
size, and it has a Strength score equal to your effective binder
level. During th e swift action, you can move th e objec t up to

5 Ieet per effec tive binder level. If the obje ct weighs en ough
to cons titute a medium or heavy load for an ind ividua l of th e
force's Strength , you can move it on ly half the nor ma l di s
tance. If the objec t to be moved wou ld constitute a medium
or heav y load for you, act ivating thi s abi lit y is a move act ion.
If the item cou ld on ly be pushed or dragged by such a person
(rhat is, it weigh s up to five times the maximum load ), you
can move it JUS t 5 feel pe r move action. The force can no t lif t
t he object more th an 5 teet off the ground.

In any round during whi ch you do not use a swift action
to manipulate the Obj(>CI , you lose co ntro l of it. You can never
move an object outside the range of th is ability, and you lose
control of the objec t if you move too far away from it or if a

creature touch es
it. You ca n move
only one object
at a tim e in th is
fash ion .

Altern at ively,
you can use th e
telek inetic force
to push a crea
tu re as a standard
action. The force
dea ls 1d 6 point s
ofdamage 10 the
target and initi
ates a bull ru sh ,
using th e force's
Strength modi
fier and add ing a
+2 bonus. If the
bu ll ru sh is successful, th e target moves in the di rec tio n you
indicate. O nce you have used you r far ha nd in th is \Va}', it
dissipates, and you cannot use it agai n for 5 roun ds.

Fcather Fil II: You aut omaticall y fall as thou gh un der the
influe nce of a fCll ther fall spell. You can suppress or acti vate
th is abili ty as a standard action.

R(lIlOlIC'S Fists: You gain the benefi t of the Improved
Unarmed St rike feat. Your unarmed str ikes deal dam age as
those of <1 monk of a level equal 10 your effec tive binder level.
Thi s ability does no t gra nt you any other abilities or a monk,
such 3S fl urry of blows.

Sprutt: You gain a +lO-foor enhanceme nt bonus to your
base land speed.

SAVNOK, THE INSTIGATOR
O nce a servant of gods , Savnok now grants h is su mmoners
the ability to wear heavy armo r, to draw arrows fro m thin
air, to take the place ofall ies in combat. and to cau se wounds
th at do not heal.

Legend: Savnok lived be fore recorded h isto ry. H is story
contains about as much myth as it does fact, since the barrier
between truth and fiction eroded long before rhe currenr age.
According to the legen d, Savnok served Hexror and Heiro
neou s before the t\VO ha lf-brorhers ca me to blows.The gods
were charged wi th guarding their mother's arms and armor
while she me t with he r lovers. Both He xtor and Heir on eou s
were awed and tem pted byth eir mot her's implements ofwar,
but nei ther son dared di sob ey his moth er.

Seeing thei r desires w rit ten clearly upon thei r faces , how
ever,Savno k devised a means to stea l the items for his masters.
Relying on their trust in him,Savno k tri cked Hexror and Hei
ronco us in to lemng him guard their mother's armory. But
once his gaze fell on the godde ss's armor, Savnok could not
resist don ning it. Just touching the metal mad e him drunk
with power. After pu rring it on, he knew hecould never take
it off. so he fled the godly realms with the d ivi ne ar mor.



Arm or Summoned
Masterwork full plate
+1f ull plat e
+2 light fortifica tion full plate
+2 moderate f ort ificationf ull plat e
+4 moderote fo rtificationfull plo te
+4 heav yfo rtification f ull plate

Effective Binder l evel
2nd-4th
5th-8th
9th -12th
13th-16th
17th-19th
20th

prevented Savnok from wreaking srill mo rt....
havoc in the morral lands. Together, the two
god s hid Savno k's essence in 3: place even they

could nor reach. Heironeou s has regretted this
decis ion ever since.

Specia l Requ i rem ent : To
summon Savno k, you mu st have

sto len somerh ing and m ade net
ther repara tions no r apo logy
for that act.

Mantfesrutton: The fir s t
sign of Savno k's rnanifesrarion

is an arrow streak ing ou t of th in
air to strike someth ing unseen
above his seal. Then a dozen more
arrows whistl e into th e sea l, each
one land ing with a metall ic ping.
Tr ickles of blood sp out in to the
air where th e arrows ha ng, and

as more str ike horne, [he blood
gradually ou tli nes a heavily ar mored

form that see ms roo broad and power fu lly
bu ilt to be human. Savno k's features are
obsc ure d by h is plate armor and helm ,

as well as [he rivu lets of blood and (he
many arrows rhat pepper hi s
body. W hen Savnok spea ks,
he spi t's out bitter words w ith

a g ravelly voice that see ms
heavy with resentment.

Sig n : A piece of an ar row appears
under you r skin somewhere on your body. It looks as though
your skin has hea led over a broken-offarrow that h ad previ
ously wounded you. Th e arrow deals no damage, but at rimes
it causes you some discom fort . I f remo ved, it disin tegrates
immedia tely, and anothe r appea rs some where else on your
body.

Influence: Savnoks influence makes you he ads trong and
recalci tra n t. O nce you make up your m ind about a particu lar
issue, very litt le ca n change your though ts on th e matter, ln
addit ion , ,...-henevcr you don armor, emp loy a sh ield , or wcnr
any ot he r item tha t improves you r AC, Savnok requi res that
you not remove th at protection for any reason .

Gran ted AbiJ it ie s: Savnok grams you abilities associa ted
with h is death and the com mand of allies ' pos itions .

CalfAr mor: At will as a full-round action . you can summon
a suit offull plate arm or, wh ich appea rs about your body. As
you attain high er effec tive binder levels, th e ar mor's quali ty
improves, as give n on the following table.

.A141lif~SI(l(iDl1 ofSO':J!Jok

Hextor and Heironeous soo n no ticed th ai
thei r se rva nt and rhe ar mor were m issing.
\'(' hen th ey looked for Savno k, they fou nd him
at war on [he Materi al Plan e. Since no ene rgy
or mor tal weapo n cou ld pierce
t he goddess's arm or, Savnok had
decid ed to set about carv ing out
a kingdom for hi mself. Shocked"
his betrayal and hor rified by th ei r
own failure to per form the ir dunes,
Hexror and Heiron eo us appeared
before Savnok and ord ered him
to relinquish th eir mother's armor.
Their former servan t respond ed by
attacking, and althoug h he cou ld
not harm them, neith er could they
harm him.

He ironeous flew into the sky
and rore rhundcrbolrs from the
clouds to hu rl at Savnok, bu t Hextor,
reali zing rhar th ey needed deific weap
ons ro defeat the armor, fled back to

his mother's armory. There, he fou nd a
bow and grabbed :J handfu l of arrows,
then returned ro find Heironeous
still hurling lightn ing with
little effect. Hextor barely
had th e stre ng th to d raw
his mother's bow, but d raw
it he did. \X'it h each arro w he
fired, a dozen missiles strea ked down to

strike Savnok. Th ough the ar rows had litt le power behind
them, they did pierce the armor, and as Savnok raged at the
injustice th e two gods had don e him , he slowly bled I'Ddeath
from dozen s of 5111allwounds. \X/hen at !<J St 5,lV11ok laydead.
Hexror and Heiron eous rem oved the armor and de bated what
to do next. No t on ly had they faile d to gua rd their mother's
armo ry, but Hexror had also stole n her bow and arrows.

II was Hextor
w ho sugges ted
rhar t hey h ide
Sav nok and
replace rhe items,
le avi ng t he ir
rno t her none
th e wiser. Hei
ro neo us didn't
like the plan,
but he wanred to
protect his half
bro th er. After
a l], H ex ro r 's
theft had solved
a problem fo r
which Heirone
ous was partly
resp onsible and



Specia l Re 
quirement:
You mu st draw
Sh a xs sea l
w ith in sig ht of
a pond. stream,
or larger body of
water.

.M a n i f e s 
t ation: Shax
first appears as
a sem lnn ns par
ent fema le storm
gia nt stan d i ng
20 feet 1.11, H er
d re nch ed , v io
let-skinned body
is clad in a gold
breast plate and

black tunic. both ofwh ich drip seawater on the ground. Afrer
she manifests, Shax sm iles. and her hea d incl ines as though
acknowledging her summoner, but it co nti nues ro di p until
it tumbles off her neck. T he body van ishes even as the fall 
ing head becomes more solid. Ir strikes the g round upside
down with a wet thump . its face turned away fro m her sum
mon er. For a mom ent the head jusr sirs there , but th en th e
we t black ha ir coa lesces into rhic k cords rhar press again st
the earth. lifting it up. \Valk ing on her hair tentacles in a spi
de-like manner! Shax turns aro und to face her sum moner,
g laring bale fully with her yellow eyes, In . sh rill voice,Shax
dem ands to kn ow who has summoned her.

Sign: A scar appears around th e ci rcumference of your
neck. as though your head had bee n lopped offand then re
turned to your bod}'to heal.

Influence: \Vh ile under Sha x's infl uence, you becom e
possessive and stingy, pa rticu larly about ter ritory-be ir
actua l land or simply a room in an in n. In addition, her influ
ence requires you to demand com pensatio n for any service
rendered and to tax any use ofyour territory . However, you
can accep t nearly any item ofvalue- be it material goods or
a service-as payment .

Granted Abilities: Sh nx grants you th e swimm ing skill
ofa !ish and the ability to str ike foes wi rh son ic force and
elec tr icity. She also g ives you im munity to elec trici ty and
allows you to move freely despit e restraints.

Freedom0r A-fOl'm lent:As aswif action. you can give yourself
the ability to ignore rest raints.Thi s effect funct ion s like the
frc£'doltl ofmovement spell. except thar it lasts only t round .
Once you have used this abil ity, you cannot do so again for
5 rounds.

Immunity to Electricity: You ga in im mu nity to elec trici ty
damage.

StormStrike:As a swift act ion,you can charge a melee attack
or melee touch att ack with electricity and sonic power. Your
next melee att ack deals an extra Id6 points of elec tr icit y
dam age and 1d6 po ints ofsonic damage. If the att ack misses,
tha t use of storm strike is waste d.

You ca n di sm iss the ar mor with anot her full -round
action.

Heal')' Armor Proficiency: You are proficient wit h heavy
armor.

MOlle All)': Youcan instantly swap position s with any visible
will ing ally withi n ; feet per t \VO effective binder levels of
your position. Object s carried by you or your ally (up to the
maxim um load for each) go alo ng, but crea t ures do not . Th e
movem ent is instant aneous and does not provok e attacks of
oppor tu niry. Usi ng (h is ability is a standa rd actio n at first ,
though at 7th level you can lise it asa move action, and at 13th
level you can use it as a swift action. O nce you have used thi s
ab il ity , you can not" do so again for 5 rou nd s.

SIW' IO '~'S Armor: \X'hile wearing your called ar mo r, you
cnn igno re some of the da mage from attack s by nonpierci ng
weapons. \X' hen you first gain the ability to summon Savnok .
(h is ability gives you da mage reduction t/p ierctng. and the
value improves bY"'l for ever y four effective binder levels
you possess. Thu s, you have damage reduct ion 2/ piercingas
a -uh-level binder. damage reduction 3/piercing as an Sth
level binder. and so for th. \'('hen your effect ive" bi nder level
reaches t j rb, your da mage reductio n can be overcome on ly
by attacks that ar e both magic an d piercing.

SHAX, SEA SISTER
Another giant amo ng the vest iges,Sliaxgives her summoners
the . bili ty to swi m like fish, to laugh off lightning, to wriggle
free of any bonds, and to stri ke foes like. th und erbolt,

Legend; Shax once ru led over sto rm giants as a goddess of
the sea. She was born ro Annarn, (he greatest ofall g iant gods.
without h is knowledge. Becau se he was prone to blind spo ts
in his omniscience, Armam could nor hear the giant s' prayers
when they ment ion ed Sbax.nor could he see her ma ny cruel
tie" to th em . H e reali zed that some probl em might exist on ly
when th e storm giants started battling the o ther gia nt kinds!
cla iming their caves, clouds, hills. frosty mou nt ains. and
volcanic peaks as sto rm giant territory. When An nam asked
th em why they had arracked (heir fellow giants , rhe sto rm
giants point ed to rhe sea. Annum's blind Spot still prevented
him from perceiv ing Shax. so he sen r his son Thryrn to take
care of rhe problem.

Thrym. god of th e fro st gian ts. was eage r to stop storm
giant in cu rsions in to hi s followers'Jands. so he picked lip his
axe and leapt into the sea. There he met his sis ter Shux for
rhe first rime. Thrym found her both beautiful an d terrible.
He offered to well her if she would call th e storm giants to

ret urn to the sea. Shax wou ld have none of it. (hough, so th e
two fought.

In t he end Thrym wo n. beheading Shax with a clean blow
ofhi s axe, but not before she had scratched offso me pieces of
h is flesh with her nails.The strength ofShax's spirit gave her
the power to resist th e pull of the Astral Plane , th at graveyard
of the gods. so she became a vesuge. As for Thrym. he yet lives,
but th e pieces of his cold body that h is sister removed have
become icebergs that Iloar in the sea as co ns tant reminders
of the storm g iants' deb t to him.



a whi sper in the wi nd , almost impossible to hear, yet laden
with unmistakable meaning.

Sign: You seem to be stand ing in shadow even on the
brigh test day. Furthermore, your own shadow never extends
more than a few feet from your body,even ifthe ambient ligh t
suggests th at it should be much longe r. Th is effect doe s not
gram you concealment.

Influence: Whil e in fluenced by Tenebrous,you are filled
wit h a sen se of detach ment and an achi ng fe eling of loss and
abandonment .Tenebrous requ ires that you never be the first
to act in combat. If your initiative check resulr is the highest ,
you mu st delay until someone else takes a turn.

Gr anted Abilities: Tenebrous gra nts you power over
undead and shadows. He gives you the abilit y to ch ill you r
foes.

Deeper Dcrkuo s:Youcan cloak an area in shadows as though
using the deeperdarknessspell (caster level equals your effec
tive binder level), with the following exceptions. The effect
is always cente red on you, it has an unlimited duratio n, and
you can shift the range of the emanation (with in the normal
range) up or down 10 feet as a move act ion. Youcan suppress
or activate th is ability as a stan dard action.

Seeill DllrJmess: You can see perfectly through dark ness of
any kind: even that creared by a deeper darkness spe ll (or your
deeper darkn ess abi lity),

Touch of the Voil;:As a swift action , you can charge a melee
attack or melee touch arrack with cold ene rgy. Your next
melee attack deals an extra ids point s of cold damage, plus
ids point s of cold damage for every fou r effect ive bin der
levels beyond 7th rhar you possess. When you atta in an effec
tive binder level of 11th,you can cha rge your weapon for an
entire rou nd . Once you have used thi s abiliry, you can not do
so again for5 rounds.

T!lrn/Rt'bll'~ t' UutieatI: You can tu rn or rebuk e undead as
a cleric of your effective bind er level. As with a cleric, yo u

tu rn if you are good and rebuke if you are evil. If you are
neut ral, you choo se wheth er to turn or rebuke upon binding
with Tenebrous and cannot later ch ange you r mind. If you
have the ability to turn or rebuke un dead from othe r classes,
your levels in those classes stack with your effective binder
level for the purpo se of de rermi ning your ru rn ing abili t y.
Once you have used th is ability, you canno t do so again for
5 rounds.

Vessel ofEflIJ'finess: You can use the }lid~ r l' shadow magic
mystery (see page 146) as a super natura l ability once per day.
At 13th level, you can use this abili ty two tim es per day, and
at 19th level. you can use it three times per day.

ZAGAN,
D UKE OF DISAPPOINTMENT

On the cusp of deifica tion, Zagan lost all he had worked for.
As a vestige, he offers his summoners a snake's sense of smell,
the powe r to cause an enemy flee his prese nce, the abili ty to

immobilize an opponent,and more effective combat abilit ies
against snakes and the ir ilk.

Swim Spt'eti:You gain aswim speed equal to your land speed.
You can move through water at your swim speed with out
making Swim checks, and you gain a +8 racial bonus on any
Swim check made to perform some special act ion or avoid a
hazard. You can always choose to take 10 on a Swim check,
even if dis trac ted or endangered. You can also use the run
action while swimming, provided you swi m in a straight
lin e.

TENEBROUS,
THE SHADOW THAT WAS

Tenebrous, once <1 powerful demon prin ce, offers dominion
over dark ness and death .

legend: Th e gre at demo n lord arcus has long sought
divinity. Some years ago, for a brie f period , he actually
atta ined it. Slain and resurrec ted by a surge of negative
energy. the corpulent demo n arose as the gaunt Tenebrous,
a god of da rkness and undearh. Fora tim e he traveled the
planes in rh is form, slaying other god s in hi s quest to gain
more power. His ult imate goal was to rein carnate h imself
ver again because he wished to be a god as Orcus, not
Ten ebrous. Some say he was thwarted by a band of morral
heroes, bu t whatever the cause , his gra nd plan failed . a rcus
d id indeed rise agai n,but as th e demon prin ce he once was,
not as a god.

True divinity com never fade completely.The ratters ofgodI>,
power that arcus shed remained in tact. Less th an a god bur
still divine, th is bit of essence drifted in the void be rween
planes unt il it once more coalesced in to <1 bitt er sent ience.
Thus,Tenebrous yet exists as a pale reflection of what he once

was, a shado w of
a shadow.

Sp ecia l Re
qu ir em e nt :
You mu st draw
Tenebrous's seal
ar night or in
an area of deep
shadow with lit
tle or no dayltghr
expo sure .

M n n t f e s .
t ation: Upon
co mple tio n of
th e rite to sum
mon Tenebrous,
the summoner's
shadow sh ifts to

fall across the
seal. Even if the
rite occu rs in

comple te darkness , the shadow is visible as a darker spot
in the blackness. On ce the shadow crosses int o the seal, an
in ky humanoid form-impossibly gau nt, holding its limbs
at disjointed angles- rises from it .The voice ofTenebrous is



as a snake, in
creased combat
abi lity aga ins t
snakes and their
cous ins , and the
power to cause
your foes to avoid
your mere pres
ence .

Aversion: As a
stand ard action ,
you ca n cr eate
a co mp u ls ion
effect targe ti ng
a ny crea ture
wi thin 30 feet .
The target mu st
succeed on a Will
save or gai n an
aversion to you, snakes, and yuan-ri for 5 round s. An affected
creatu re must sray at least 20 feet away from you or any snake
or yuan-ti, alive or dead; if already with in 20 feet, the target
moves away. Any subjec t unable to move away or attacked by
you, a snake, or a yuan-t i is overcome w ith revu lsion . This
revulsion red uces the creature's Dexteri ty score by 4 points
un til th e effect wear s off or the subject is no longer within
20 feet of you. Thi s ability is otherwi se similar to the antipa
thy spell (PH 200), with a caste r level equal to your effective
binder level. Aversion is a mind-affecting compulsio n ability.
When you use thispower, a ghostly image of Zagan manifests
around your body and speaks you r corn maud with you before
vanishing. After using this abili ty, you must wait 5 rounds
before using it aga in.

Tmproved Grapple: You gain the benefit of the Im proved
Grap ple feat (PH 95). In addi tion, you nrc co nsidered to be
of Large size for the purpose of making gra pp le checks, and
damage you deal wit h a successful grapple check to a g rappled
toe is lethal dam age.

Scent: You gain the scent special quality (MM 314).
Constrict: You gain a g iant constr ictor's ability to crush the

life from its prey. You deal damage eq ual to tds + 1-1/2 X you r
Str mod ifier wit h a successful g rapple che ck, in addit ion to

yollt normal u narmed damage (typically td3 + Srr modifier
for a Medium humanoid find Id 2 + Str mod ifier for <1 Sma ll
hum anoid).

S' 111 1~c Bnuc: Zagan's hatred fer snakes, yuan-ti,and nil snake
lik e creatu res gives you improved combat prowess again st
their kind. You gain a +2 bonus all melee attack s against
snakes, sna kelike creat ure s (such as negas or yua n-t i), o r
creatures w ith a na tura l po ison attack, and you dea l an ex tra
2d6 points of damage agai nst such foes wh en making melee
snacks. This dam age also applies whe n you make a grapple
che ck to deal damage agai nst a snake or snakel ike enemy.in
addition to deali ng your normal unarm ed damage and your
constrict damage.

Legen d : W hen dwarves had yet ro tunnel in to their
mounrains and elves firsrwalked benea th the boughs oftrees,
Zagan ruled over thousands. A lord ina great yuan- ti empire,
he had power over h und reds of his own kind}who in tu rn
controll ed the lives ofrhon sand s ofhumano td slaves. Zagan
bu ilt h imself up as a god to these slaves , using the yuan-ri as
his em issaries to communica te wit h rhe un educated masses
over which he held sway.

Over tim e, Zogan's power became so grea t tha t he actually
aspired to become a god. He sought and finally d iscovered
the mean s to his goa l: a g rand ceremony where in he and h is
vuan-t i would gather rogerher all h is wors h ipers and slay
them . At the appointed hour on the appointed night, Zagan
collected all h is people for a celebration of his g lory. He could
feel their worship empowering him, and with each passing
minute he gained streng th and felt hi s awareness w idenin g.
Th en Zagan rang the gong that signa led t he arrack, and he
and h is yuan-ri servants fell upon the slaves, slaying them
w ith wi ld abandon. At first Zagan th ough t it g lorious, bur
rhen be felt his new powers begin to wane. \Vith each life
he crushed, he fe lt <Ibit more morr al.

Zagan attempted to call off' rhe ceremony, but in th e chaos
of the slaughter, the other yuan-ti could no t hear hi m, Sud
denly, a sword pierced Zagan's ch est [ro m behind. As he
looked down at the bloody blade, a sibilan t voice whispered
in his ear, "The \Vorld Serpent wishes you well." A cler ic

amo ng hi s own people had tr icked Zagan in to ruini ng h is
chances <It godhood on the very eve of his apotheosis. At a
point some whe re between godhoo d and mortality, Zagan
passed on in to the void.

Special Requ irement: You must kow tow before Zagan's
seal, pro stra ti ng yourself and addressing h im as a dei ty.

Man tfestarton: When Zagan begins to man ifest, severa l
snakes appear in a heap in his seal.The snakes then slithe r apart
and rise up right along the lines of the sent. Then th e crown of
a head appears, with baleful eyes glowering. An og relike head
slowly revea ls itself and after anothe r moment, shoulders and
arms appear, towhich the snakes are attached. Zagan then uses
his powerful arms to pul l the rest of his body from the groun d,
revea ling a long, serpentine form instead of legs. He reaches
toward his summoner hungri ly, his mouth gaping open in a
feral g rin,but the snakes on his bodytu rn rowurd him and hiss,
causi ng him to flinch backward. Tbe brood ing Zaga n then
addresses h is summoner wh ile calming the snakes. Binder
scholars say tha t the snakes on h is bod y are h is most loyal
lieu tenants , who were ki lled 0 11 the night of Zagan's m urder
and dragged with his soul into a vest ige's existen ce.

Sign : You gain a lisp and can' t help bu t speak in a sibilaur
manner.

Influence: \X'hi le infl uenced by Zagan, you become
domin eer ing and aggressive. Zagan req uires that you slay
nny snake or snakelike being you meet, and deface any rep·
rcseruartons of snakes or snake like beings other than Zagan
that you find.

Gran te d Abili t ies: Zagan gmnrs you a snake's abil ity to
detect creatures by scen t, th e ab ilit y to g rapple and constrict



PACT MAGIC
PRESTIGE CLASSES

Practitioners of pact magic set aside the mores of society
and th e laws of the multiverse to pu rsue a route to power
th at most others fear. Yet even among t hese dieh ard indi
vidual isrs, pat tern s appear and groups form. Such factions
often pursue simi lar goals and use similar means of gain
ing power, giving rise to prestige classes such as th ose in
this section.

"Those fools. They hunt umorenrs. It's me tlleyDug"" fo fear!"
- Raeleus)an ima mage and outlaw

Anima magesgivebinders <Ibad name.Greedy and ambitious,
they exp loit the powers ofth e vestiges to whic h th ey bind to

advance their own abilit ies. Anima mages see such displaced
en tities as mere tools, no differenr fro m spe ll component
pouch es or a wandoffirelm ll.

\X'i th the power of a vestige, an anima mage can tap a
resource all but unknown to his rivals to gain an edge against
other spellcasrers.The ani ma mage is a loner, an outsid er, and
a potent ia]enemy to both bind ers and witch slayers (see page
67). But the wayothers classi fy hi m ma tters littl e to him, for
power is at hand.

BECOMING AN ANIMA MAGE
Since an an ima mage blends pact magic with arcane magic, a
candidate needs some knowledge of vestiges and expe rience
with binding them to qualify. A few levels of either wizard
or bard are valuable too, since Knowledge (the planes) is a
class skill for both . However, th e sorcerer and the warm agc
(see Complete Arcr1l1c) are also good cho ices, since their key
abili ty for spellcasnng is Charisma.

E NTRY REQU IR EMENTS

Alignment: Any nongood
Skills: Intimidate 4 ranks, Knowledge (the planes) 4 ranks
Feat: Any meta magic feat
Spellcasting : Ability to cast 2nd-level arcane spells
Special: Ability to bind a 2nd-level vestige

CLASS FEATURES
Th e abilities you gain as an anima mage reflect a greeter
degree of control over your bound vestiges. Tbis increased
mastery of bin ding 3110\....s you to augme nt the arcane spells
you cast.

Sou l Bin ding Bonus:At each anima mage level, your soul
binding abili ty improves as if you had also gai ned a level in
the binder class. Your anima mage levels an d binder levels
stack for the pur pose of determ ining you r bonus on binding
checks, the effec tiveness of your vesuge-granred abili ties,
you r abili ty ro bind higher-level vestiges, an d the number of

vestiges you can bind. You do not , however, gain any other
bene fit a bi nder would have gained,

Spellcas t in g: At each anima mage level, you gain new
spe lls per day and an increase in caster level (and spells
known, if app licable) as if you had also gained a level in an
arcane spellcasting class to which you belonged before adding
th e prestige class level. You do not , however, gain any ot her
benefit a characrer of rharclass would have gained. Ifyou had
more than one arcane spellcasti ng class before becoming an
an ima mage, you must decide to which class co add each level
for the purpose of determining spells per day, cas ter level,
an d spells known.

Ex ploi t Vestige (5u): At 2nd level, you learn bow ro use
a bound vestige to boos t your arcan e spellcasting. With thi s
abiltry,you can choose to forego gain ing one of the vestige's
granted abilit ies in orde r to gain one additiona1arcane spell
slo t per day of any level up to the h ighest you can cast.Thus,
if you bind the vestige Danralion (see page 28), you cou ld
give up the read thoughts abilit y he grants you in exchange
for a bonu s spell slot t hat day.

You decide which ability ro give up before you make th e
binding check, and you can forego only one ability per
day in thi s man ner, even if you can bind multiple vest iges.
Vest iges react poorly to your u se of thi s abili ty, so you take a
- 5 penalty on your bindin g che ck. Ifyou m ake a good pact
despite thi s pe nalty, you gain a bonus spell slot in exchange
for the ability you gave up. If you make a poor pact (th at is!
you fail your binding ch eck), you do no t gain the extra spell
slot , and you still give up th e design ated ability for the day.

'X'hen you use thi s abi lity and make a good pact, you sever
a portion of the bound vestige's awareness of the worl d that it
would normally receive th rough you .Essent ially, your bind
ing amount s to a certain amount of trickery.The vestige being
bound expe cts to be able to experience life th rough its binder,
bur when you make <1 good pact , you partially suppre sses the
benefit th e vest ige receives, making it uncom forta ble and
angry.

Vest igial Awareness (Su): Begin ning at 3rd level, you can
force your bound vest ige to focus on alert ing you to dan ger
rather th an lett ing it revel in the sensations that ir perceives
th rou gh your pact. Wh enever you make a good pact with
a vestige, you gain a +2 bonus on ini tiative ch ecks for rhe
duration of th e pact .

Vestige Metamagic (Su) :Ar4th level, you can lise a bound
vestige to augment your spells by temporari lygiving up access
to its powers. Using vestige merarnagtc is a swifr ac tion th at
does not provoke attacks of opp ortunity.

Choose one of [he vestiges ro which you are bound when
ever you activate th is abili ty, You can the n apply the effec ts
of any metamagtc feat that you possess to aspell you cast that
round, without increas ing its spell level. However, you lose
access to all rhe abilities and powers granted by th e chosen
vestige upon activation and do not regaln the m for 5 roun ds.
You can not use this abilit y ifyOlldo not have a vest ige bou nd,
or if you do not currently have access to its abilities (through
the use ofthis ability, an alttimagicfield! or some othe r effect).



Vestige meramagic is usable on ce per day at 5th level, two
tim es per da y at 7th level, and three rimes per day at 9th
level.

Ves t ige Castin g (Su) : At 10th level, you can use a bou nd
vesti ge's po wer to cast a spell out side the normal limits of
time and magic. Once per day, y Oll can cast any spell th at
you cur ren tly have prepared (or use an available sp ell slot if
you cas t spe lls spo nta neously) as an immediate ac tion. You
cast th e spell as if it were modified by th e Silent Spell
and Srill Spel l metamagic fears, wheth er or not you
have those fears,

witch slayers (see page 67), and host ile binde rs rhar pursue
them. A h igh-level anima mage, know n as a vesse l, pe riodi
cally guides the me mbers ofhis coven to new lairs where irs
mem bers C3 11safely pursue their art.

As a member of a coven, you spend a po r tion of your time
hel ping more experienc ed members research vestiges. In th e
p rocess , you learn th e techniques of su mmo ning vestiges
and how to make rhe most of rhem once they are bou nd .

In ti me, you might grow powerfu l enough ro
ins tr uc t new anima mages, or even star t your
own coven,

PLAYING AN
ANIMA MAGE

As an an ima mage, you walk a lonely
path, but grea t rewards await you.
En em ies are every whe re, so you must
concea l your tr ue natu re even more
carefu lly th an an ordinary binder does.
RivaIs resent yOll for the power you have
and the k nowledge you possess. People
who ask [00 man y ques tions and [ho se
who see m roo int erested in how you
augment your magic are your enemies.
Eliminate them wh en you can and nee
whe n you can't.

Becau se of your wid espre ad unpopu
larity, you tend to stay on the move.
You ca n choose to work alon e, or you
ca n join one of marry groups kn own as
covens th at are made up of like-minded
spellc asters. Covens face ex termina
tion if their presen ce is revealed, so
they rarely se ttle in one city for lon g.
Instead, they move fro m commu nity
to co mmunity, t rying to stay one step
ahead of th e Seropaeneans (see page 90),

Raeleus,
" rilliJ!g asim« mage

COMBAT
Blending th e best pan s ofarcane spe llcasr

ing wi th the gra nted powers ofa bound
vest ige provides you with a plethora of
op tions in com bat. You can boost your

defenses with spells wh ile ham mer-
ing away at your opponents with the

vestige's gra nted abil it ies, or you can
exploit the vestige's nbiliries to gain an

advan tage in a nast y fight.
As you advance in this prestige class,

you ca n augmen t more of YOllr spe lls
with meram egtc feats wi t hout
affe cti ng spe ll level. Th us, you
can boost spe lls as needed with

our having roprepare them in advance
or take ex tra ti me to cast them. You
can also expa nd you r spe ll capability

by using th e explo it vesti ge ahlli ty 1'0

gain a new spell slot. though doing so
costs you a vest ige-gran ted abili ty.
W hen you reach th e pinnacle of

your power as an anima mage, you can cast
a st illed , silent spe ll as an im medi ate ac tion

once per day. This ability can be invaluable for
gerr ing out of a right spo t.

Spellcasting
+1 level of existing a rcane spellcasting class
+1 leve l of exis ting a rcane seellcas t ing c}ass
+1 leve l of exi,st!ng arcane sp,ellcastillg class
-rl level of exist ing a rcane sp ellcasting cla ss+' leve l of existing arcane spellcasting class

+' level of exist ing arcane spe llcasting clas s
+1 level of existi ng arcane spellcasttng class

+1 leve l of exist ing a rcane s pellcast ing d~ss+' leve l of existing arcane spellcasting class

HIT DIE: 04

+5
+5

+1
+1

+1

+2
+2

Ref
Save
+0
+0

+2
+2

6th
7th

8th +4
9th +4

TABLE 1-3: THE ANIM A MAGE

Base
Attack

Level Bonus
l st +0
2nd +1
3rd +1
4th +2
5th +2

10th +5 +3 +3 +7 +1 level of existing arcan e spe llcas ting class

Class Skills (2 + Int modifier per level): Bluff, Concentr ation, Craft , Decipher Script, Dipl omacy, Intimida te, Knowled ge (all
skills. ta ken ind ividually), Profe ssion , Spellc raft .



NOTABLES
An ex-slaver, sorcerer, bin der) and scholar named Agra was
the first to discover that binding avestige car ried other magi
cal consequences. Agra was a viciou s woman who saw lit tle
value in other peop le- let alone th ese wisps of persona lity
called IIp from who k nows where . She cared not at all tha t
byusing the vestiges as fuel for her spe llcasting, she lesse ned
their contact with the world through her ,

When word reache d Syfal, th e acknowledge d founder of
pact magic,he exiled Agra ,declaring her an enemy to all.Agra
left: bur not before betraying SyfaI to the Serc paen eans.

)n later years :Agra surrounded herselfwith students and
began to teach th em what she had learned, As her coven grew
more powerful, many of its members began to resent Agra for
th e knowledge she guarded, O ne night, lier st udents mur
dered her in her sleep, When the tortured vest ige inside her

more power, tu rned to pact magic to advance hi s abil iti es,
Alte rna tive ly, an entire coven of ani ma m age s m igh t be
working wi thin a wizard's gu ild, sprea d ing like a ca ncer
th rou gh th e organi zation 's ranks an d tu rn in g it inro a
force for evi l.

Anima mages can also provide an excellent way to in tro
duce pact magic in to your games.Such a cha racte r can appea r
either as an oppone nt (thereby forcing the characte rs to learn
more about'their enemy),or as an ally (who can lure PCs int o
taking up pact magic).

DAILY LIFE
Although th e life ofan anima mage is difficult, it is also filled
with scholarly wond er.Those who pursue th e stu dy ofm agic
en han ced by th e pov,,'er of vestiges spend much of their tim e
researching new spells, poring over for bidden tomes and
manu scr ipts to learn more about vestiges, an d traini ng to
master th ese un ru ly enti ties. They must rem ain constan tly
on their guard against enemies,however, because those who
wish to prevent th e spread ofpact magic cou ld descend upon
these renegades 3 1 any time,

Coven leaders, known as vessels, supervise th eir fellow
ani ma mages closely.Th ese sen ior memb ers ac t qui ckly to.
curb in ternal disputes, instill d iscipli ne in the junior ranks,
and reinforce awareness of shared dange rs,They kn ow better
tha n th e othe rs that on ly by standing together can a coven
pre-vail agains t its foes. Perhaps the most important rcspon
sibili ty of a vessel, however, is to establish and maintain a
network of spies in his adopted city. Though such a coven
organ ization is expensive to ma int ain, the se "eyes and ea rs!'
allow the an ima mages to monitor th e activities of visiting
clerics, Wi TCh slayers, and Seropaenean agent s (see page 90)
without exp osing their prese nce. No spy k nows an y other
spies in the coven's service, so the captu re of any one agent
cannot expose the network or compromise the security of the
anima mages. Many spies die mysteriously wh en a corerie of
wi tch slayers descends upon a town, but as far as the vessels
are concerned, ind ividu al lives are expendable whe n th e
safety of the coven is at stake.

Anima mages make compell ing vill ain s for a campa ign.
Th ey exploit ves tiges mercil essly, believi ng thei r power
to be an in exhaustibl e resource. An N PC an ima mage
mi ght be a for mer colleag ue of the Fif ty wh o, lu st ing [or

RESOURCES
Memb ersh ip in a coven offers many benefits.Th e other rnern

bers are fami liar with many different vestiges, so work ing
with th em allows you to broaden your op tions considerably.
likewise, all th e oth er members are spell casrers . Many pos
sess spe lls and equ ipment to whi ch you m ight not otherwise
have access, Ifyou prepare spells in advance , fr iends within
the group can provide you with add itional spells [or your
spellbook.Since many animamages also manu factu re magic
item s,you can often pick up wands. scrolls, and other useful
equipme nt at a discou nt.

Fin ally, given the number of enemies that use rs of pact
magic accu mul ate, the value of sheer numbers cannot be
und erest imated. Allie s greatly lessen the threat posed by
Seropaen eans and witch slayers ali ke . Thus, th ough your
allie s might be indifferent to you at th e sta rt, ingrat iating
yourself with them early can help to en sure your cont inue d
survi val.

ADVANC EMENT
Covens recruir new members slowly, testing candi dates for
loyalty, subtlety, and skill before revealing the secrets of
exploiting vestiges. Attain ing the first level in thi s prestige
class represen ts earning the basic I rust ofyour com rades. At
th is point, you are recognized as possessing valuable talent
an d offered full membersbip . Now th at you know th e fun
damentals of binding a vest ige and coercing it to augmen t
your spellcasring abilities, y Oll have taken th e first step on
th e dark road to becoming an anima mage.

Even th ough you have earned a place in the coven, the
othe r members might not tru sr you with their greatest secrets
for some time. Initially) y Oll must spend most of your tim e
training- lear ning the variou s tactics and techniques [or
coe rci ng vest iges. ln the few hours remaining in a day, the
coven expec ts you to prac tice what you have learned . The
sen ior members insist upon th is rigorous tra ining because
the y kn ow th at their enemies,always qu ick to dest roy ani ma
mages, will seize upon any weakn ess you display.

\'(7ith mastery of these techn iques comes th e freedom to
undertake your own missions and expand your arcane knowl
edge as you see fit, so long as yOll never reveal th e origins
of your tr ain ing , Failure (Q safeg uard th e coven constitutes
gro u nds for lethal puni sh ment.

As you advance in th e an ima mage prest ige class)consider
investi ng some skill points in Spelicrafr and Concentration}
whi ch increase your ability to cast spells under pressu re and
counte r those directed at you.

ANIMA MAGES IN THE WORLD
"Ree/dess fools!They knol\lHot W/Hlt Iltey do."

-c-Alabrnsr von Vegre , bind er



was released , it laughed to see rhe firs t anima mage drowning
in her ow n blood .

ADAPTATION
Anima mages nee dn't exploit vestiges to gain powerc-- rhe
vestiges co uld volun teer the add ed powers [ 0 an ani ma
mage in recog nit ion of his spel lcasting abili ty. You could
also rel ax the prerequis ites to oren this prestige class to any
spellcaster-or eve n a psionic character.

A more sin ister version of the ani ma mage could bind
fiend s or celes tia ls instead ofvestiges. To do so, the character
would use the soul binding ability as described on page 10.
An ani ma mage who succeeds in coercing suc h an outsider
(DC equa ls the creature's CR + irs HD) gains a bonus spell
slot, as noted in the expl oit vesti ge ability descr iption, bur
no special abili ties.

ANIMA MAGES IN THE GAME
like other pract itioners of pac t magic , anima mage s hide
from th e world. A typical anima mage appears to be an
ord ina ry sorcerer o r wi zard, bu t he harbors a da rk sec ret,
practicing his forbi dden magic on ly in the safety ofhis horne
o r laboratory.

This prestige class appeals to player s who like to run darker
charac ters. Because th e morali ty beh ind the ani ma mage's
an is question able, players who enjoy roleplaying Internal
conflic t read ily seize on th is class. \'Vhen you have an anima
mage in your campaig n. you can propel the story line forward
simply by populating you r world with recurring villains who
exist only to capture or kill th ese charac ters. If you ado pt
such an appro ach, however, lei th e an ima mages catch sigh t
of their pursue rs before slipping away.Such staging tends to

e nhance the sense tha t the characters have made a nar row
CSC3pe. Reward players who make an effort to conceal their
characters' iden tities and talent s by giving th em plenty of
opportunities to in te rac t with th ose hu ntin g them.

DC 25: The se strange spe llcasrers gather in covens and
coex ist alongside othe r people. An yon e, anywhere. could be
an anima mage.

An y PC trying to co ntac t an ani ma mage or a coven mu st
succeed on a DC 25 Gather In formation chec k [Q locate the
approp riate int ermedi ary for th e gro up. Ani ma mages rarely
reveal th emselves in public.

SAMPLE ENC OUNTER
pes ex plori ng an anci ent ruin m igh t en counter a coven of
anima mages looking for old rnanuscripts.Al rernatively, a cell
of ani ma mages might be working insid e a wiz ard 's school,
co rru pting the students. A group ofan ima mages m ight eve n
atrock the pes l believing that they somehow know abou r th e
coven's activities.

EL 9: Raeleus, a particu larly amb it ious an ima mage, has
a taHOOof a second face over his 0 \1,.'11 . He and hi s lover, an
erinyes (!>fM 54), ambush th e PCs, be ltevtng that th e parry
ho lds the secret to co ntact ing a particul ar vestige .

NPC REACTIO NS
Binders view rhe ex ploitation of vestiges as 3 blasph emy,
so it is 110 surprise th at their attitude reward anima mages
is host ile. Mul riclass binde rs might be unfriend ly or even
indifferent to ani ma mages, depending on t hei r views abou t
the natu re ofves tiges. .Members of the Orde r of Scropaenes
despise anima mages even mo re tha n they do binders and
usually attack the for mer on sigh t.

Few people ot he r rhan the users of pact magic and their
immed iate enemies kn ow much about anima mages-in fact,
mosr ca n't really di stinguish th em from othe r spellcasrers.
Since mos t people are indifferem toward user s of pac t magic,
the same attitude ge nerally ex tends {O anima mages. Tho se
who do know a little about pact magic tend to react poorly
when they learn how anima mages exploit vestiges. Suc h
characters are usually unfriend ly at best , altho ug h ev il ones
migh t be indifferent.

ANIMA MAGE LORE
c harac ters wi th ranks in Knowledge (arca na) ca n research
anima mages [Q learn mo re abou t them. \'(lhen a character
makes a ski ll check, read or paraphrase rhe fol lowing, Includ 
ing the informatio n [rom lower De s.

DC 10: Anima mages use a rare form of sp cllcasung th at
Iers them suddenly augment their spells.

DC 15: An anima mage's power stems from bound spirits.
DC 20: An anima mage binds an unusua l spir it ca lled a

vestige, then coe rces it into augmen ti ng his spells .Th is prac
rice is so abhorrent that even binders oppose anima mages.

ORGANIZATION
An anima mage coven consi sts offour to twelve members of
var ying levels. The hig hest-level an ima mage serves as th e
leader, or vessel. The vessel names the coven, oft en incorpo
rating the name of the vestige th at its members mos t often
bind to crea te fanc iful mo nikers such as the Fist ofAmon or
the Seekers of Damalion.

Beneat h the vessel, all members are equal in name.though
seniority rank s them in faer. Th e voices of longstand ing
members car ry more weight th an th ose of th e newcomers,
and rhe vessel always award s any contested item to th e most
sen ior member who claims it. Th ose who di sag ree with the
edicts of the vessel are free to leave and star t their ow n covens,
bur doing so ea rns th em the en m ity of th e abando ned Coven
and often results in a brutal war.

The in remal unity that vessel s maintain ens u res tha t
coven s are rarely splintere d by factionalism and con flic t is
kept to a minimum. Insread , anima mages save (heir hatr ed
for the Order ofSeropaenes (see page 90) and the witch slayers
(see page 67) who hunt them. The relentless forces arra yed
agai ns t anima mage s force them to cooperate, even when
[heir person al age ndas clash.



RAEL EUS CR 9
Male tieflin g wiza rd 5fbinde r 3fa nima mage 1
LE Medium outs ider (native)
Init +2; Senses darkvi ston 60 ft.: Listen +0, Spo t +0
Languages Com mon, Draconic, Elven, Infern al, O rc

AC 14, touch 13, flat-footed 12
hp 42 (9 H D)
Resist co ld 5. elec tricity 5, fire 5
Fort +7, Ref +6, Will +11; +2 insig ht bon us on saves against

su pernatu ral special att ac ks

Speed 30 ft. (6 squares)
Melee mwk dagger +4 (ld4-1 f 19- 20)
Ranged light crossbow +6 (l d8f19- 20)
Base Atk +4: Grp " 3
Special Actions disguise se lf (DC 14), Naber ius 's skills

(Tumble), persuasive words (comm and), silver tongue
Combat Gear necklace offireball, (type I) , potion offly,

wand of magic missiles (CLJrd)

Wizard Spe lls Prepared (CL5t h):
Jrd- dispel magic (2), lightning boll (DC 16)
2nd-invisibility, knock, Melfs acid arrow (ranged

touch +6) , web (DC 15)
1st - charm person (DC 14) , expeditious retreat, mage

armor, magic missile
O-daze (DC 13), detect magic, read magic, touch of

fat igue (melee touch +3, DC 13)
Spell-Like Abilities (CL9t h):

1fday- darkness
Vestige Typically Bound (EBL4th, bind ing check 1d20+8):

Naberius

Abilitie s Str 8, Dex 15, Con 12, lnt 16, Wis 10, Cha 15
SQ fa m iliar (none at present), fa s te r ability heal ing , pact

augmentat ion (+5 hit points ), soul bind ing ( l ves tige ,
2nd level), su pp ress sign

Feat s Combat Cast ing, Defense agains t the Sup ern atu ral,
Scribe Scroll', Silent Spell, Skilled Pact Making, Still
Spe ll'

Skills Bluff +11, Concentra tion +9 (+13 ca sting defe nsively),
Dec ipher Script +4, Diplomacy +6, Disguise +2 {+4
ac ting in character}, Gathe r Informatio n +4, Hide +4,
Intimidate +10, Knowledge (arcana) +13, Knowledge
(the planes) +12. Sen se Motive +2, Spe llcraft » 13,
Survival +0 (+2 on other planes)

Possessions combat gea r plus ma sterwork dagger, light
crossb ow with 10 silvered bolts . ring of protection +1,
bracers of armor+ 1, cloak of resistance +2, SO gp

Spellbook as abo ve plus O-all; 1st-animate rope, mount,
obscuring mist, ray of enfeeblement, shield, sleep: 2nd 
alter self,false life_

VESTIGEW RACK
Necroma ncy [Evil ]
Level: Blackguard 2, clerk 2, sorcerer/ w izard 2
Com pon en ts: V, S, F
Cast ing Time: I stand ard action
Range: 20 fro
Ta rg ets: One incorporeal creature o r appar ition/ leve l in a

20~ft.-ra d ius emana tion centered on you
Duration: 1 rou nd/ level (0)
Saving Throw: \XfiU negates
Spell Resistance: Yes

YOHholti flu (urvcd tillggt'r alofl,aUtl ilS rou shre it lJlro llgll tlu uir
at theinearpon'aJerellturi' Ixfon')'011, YOIl ~pt'ak It'onh of l,ou't>r that
remina it oJthelife it once Ill1d, tHlti thepllUl of its less.

Clutching acu rved blade,you make a downward cutti ng marion
th at pro duces a field of pu lsing, unholy, red Iighr around you.
Each incorporeal creature within this light must succeed on a
Fortirude save or be wracked with sensat ionsofl oss.This effect
manifests asa - 2 penalryon attac k rolls, damage rolls , skill
checks, an d saves for as long as [he creature rema ins in range,
and for tda. rou nd s afterward. In add ition, every co rpo rea l
user of pac t magic gains a +2 bon us on bind ing checks made
against any vestige with in range of th is spell.

FO(1I5: An ornate sacri ficial dagger or kukri worth 300 gpo

KNIGHT OF THE
_____----lo.ISI.l...lA~CRED...S.EAL

" I serw Paillloll,(I prince alllong 11Jl'r1lVho It'ilS ttlartyn·tl for IOl'i .

Call yOll claim yOlll" reuse to lit' so rigl1t t'O llS?"
- Gaerius, Paimou-Bound Knight of the Sac red Sea l

A knigh t of [he sac red sea l is never alone because she has
forru ed a true partnersh ip with a sing le vestige. Her oath
requires her to champion and protect her patron vest ige, ro

take its seal as her symbol. an d [0 advance its goals in the
world. As her re latio ns hip with her pa tron vestige dee pens,
a kn ight of th e sac red seal taps a well ofabilities unava ilable
to othe r binders, becoming more than she once was. Th ough
she can bind other vestiges. she chooses not to because the
co nnection she sha res with he r co mpanion offers stra nge
new powers.

NEW SPELL: VESTlGEWRACK
After a few failed attempts at binding vestiges, anima mages
devised th e spell kn own as vestigl'wreuk. Th is spell briefly
inu ndates vest iges with the sensati ons of a ph ysical form,
thereby making rhe spirits more amenable to bind ing. 1\luch
to their surprise, [he ani ma mages d iscovered th ai the spell
also affected 0 1her incorporea l creatures . such as ghos ts
and wrait hs.

BECOMING A KNlGHT OF THE
SACRED SEAL

The binder class is th e eas iest path int o [he knight of th e
sacred seal prestige class, since binders have Knowledge (the
planes) as a cla ss skill plus the required sou l bi nd ing class
feature. Muhiclass binders, espec ially those with levels in
palad in or bard, also make good kn igh ts of the sac red seaL
though suc h co mbina tio ns limit the cha rac ter 's options fo r
binding powerful vestiges. Charisma (for contacting vesti ges),
St reng th (fo r melee co mba t). and Co n sritut ion (for hit points)
arc key abili ties fo r a knigh t of th e sacred seal.



ENTRY REQUIREMENTS
Alignment: Any nonchaotic
Base Attack Bonus : +4
Skills: Knowledge (arcana), Knowledge (rel igion) , or
Know ledge (the planes) 5 rank s
Feat: Weapon Focus (any weap on)
Special: Soul binding class feat ure

TABLE 1-4:
THE KNICHT OF THE SACRED SEAL HIT DIE: 010

Base
Attack Fort Ref Will

level Bonus Save Save Save Special
1s t +1 +2 +0 +0 AligneCJ strike. patron

vestige, so ul binding s-l
2nd +2 +3 +0 +0 Soul bind ing +2.

vestige's protection
3rd +3 +3 +1 +1 Soul binoi ng +3-

ves tige's protec tion
au ra

41h +4 +4 +1 +1 Soul binding +4 ,
vesti ge's ow er

5th +5 +4 +1 +1 Apothe osis. sou l
bi nd in g +5, vestige 's
surge

Class Skills (2 + Int mod ifier per level) : Bluff, Clim b,
Concentration , Craft , Dip lomacy, Int im idate, Jump,
Knowledge (arcana), Knowledge (religion), Knowledge (the
planes) , Profession, Ride, Sense M otive, Swi m.

CLASS FEATURES
As a knig h t of the sac red scalf y Oll gain :111 improved rap
pOri with your patron vestige. Thi s deeper tie allows yo u
(0 channel the vestige's abi ltties to boost you r own combat
prowess .

\Veapon and Armor Proficiency: You gain proficiency
with all simple and marti al weapons, and with all armor and
shie lds (exce pt tower sh ields).

So u l Binding: At eac h knight of the sacred seal leve l, your

soul binding ability improves as ifyou had also gained a level
in the binder class.Thus,your knig hr of the sacred sea l levels
and binder levels stack for the purpose ofderermining your
bonus on binding checks, the effective ness of your vestige
granted abiliti es, your ability ro bind hig her-level vestiges.
and the number ofvestiges you can bind.You do not,however.
gain an y other benefit a binder wou ld have gained.

Aligned St r ike (Ex): Your natu ral weapons as well
as an y weapon s you wield are treated as aligned for th e
purpose of overco mi ng damage reduct ion. Th e alig n ment
of your weapons matches you r own to as great a degree as
possible. Thus, if you're lawfu l good, your weapon s strike
as both lawful -align ed and good-aligned for the purpose of
overcomin g damage reduction, but if you're neutr al good.
they strike on ly as good-alig ned. If you are neutral, your
weapon strikes as one alignment component ofyour choice:
chacnc, evil , good , or lawful. You mu st make thi s choic e
upon entering th e prestige class and can not thereafter
change it.

Patron Vestige (S u ): W hen I'0U becom e a knight of the

sacred seal,you select anyone vestige that you have previously
bound as your patron . You develop a stronger than normal
relat ion ship with thi s vestige th at gram s you several ben
efits as you advance in th is prestige class. If you expe l your
patron vestige by means of the Expel Vestige feat or do not

ren ew your pact with it on any given day, you lose access to

all supernatura l class featu res gained from th is prestige class
unt il such tim e as you con tact that vestige again. You can
bind othe r vestiges in the inte rim, as normal for the binder
class, but you gain no additio nal benefits from those pacts.
You are never at risk ofmaking a poor pact with your pat ron
vestige.

Vestige's Protection (Su): \'(/hen you attain 2nd level.your
relationship wit h your patron vest ige deepens, prompting
it to take steps to ensure your protect ion. As a swift action,
you can acquire an insight bonu s to your Armor Class equ al
to your Charisma bonus (minimum 1). The same bonus also
applies on your Reflex saves. Both of these benefits last for 1

rou nd. Once you use [his abili ty. you cannot do so again for
5 roun ds.

Vestige's Protection Aura (5\1): \X/hen you atta in 3rd level,
you r patron vest ige extends its protectio n to all creatures
adjacent to you whom you designate as friends. Whenever
you activate your vestige'S pro tection class featu re, those
benefits apply 10 all desig nated allies adjacent to you.

Vestige's Pow er (Su): At 4th level, you can draw upon
the power of your patron vestige to augment your fighr ing
abiliti es as a swift acrion. You gai n a +2 bonu s to Streng th, a
+2 bonus ro Consti tu tion , a+lO-foor bonus to YOllr base land
speed, and a +4 bonus on wrn saves for L round. Once you
have used thi s ability, you cannot do so again for 5 rounds.

Apotheosis (Su): At 5th level, yo u r ty pe c ha nges to out

sider, and you gain the native subtype (see the per fect self
mon k class feature on page 42 of the Playcr's Handbt1DI~). You
also gai n damage reduction lO/ magic.

Vestige's Su rge (Su): At 5th level,once per day.when you
activate one ofyour patron vestige's powers,or your vestige's
protection or vestige's power class featu re,you can choose to

activate that abi lity again im media tely rather th an waiting
the usual 5 rounds.

Mulricl ass Note: A paladin who becomes a kn ight of the
sacred seal can conr inue advanci ng as a paladin.

PLAYING A KNIGHT OF THE
SACRED SEAL

You bear several important respon sibilities-to pro tect your
patron vestige, to treat it 35 you would have others treat you.
and to protect othe rs like yourself Ded icated to all serva nts
of the vestiges,you make it you r business to face down those
who persecute your kind. A person in your posi tion must
expect treachery at every turn, so be on the lookout for
suspicious individuals who ask too many questions abou t
you r charge. One lapse, and not on ly is your life on rhe lin e,
but so are the lives of all those who share your devotion to
the vestiges.



pes who get involved with pact magic in any form are su re
to run into a knight of the sacred seal eventually.The typical
binder safe house employs at least one or two of these war
riors, and entire units sometimes hire out as mercenari es,
concealing their abilit ies from their employers. Such an
incognito unit might be gathering in te lligence about an
enemy's movements or simply figh ting [or a cause in which
its mem bers believe. In gen eral. however, their associa tio n
with ot her users of pact magic makes knights of th e sacred
seal good resources for locarfng reclu sive binders .

DAILY LIFE
Each unit develops a code of conduct based on the ren ers
im porta nt to its patron vestige. Different units- even rhose
serving th e same vestige-might develop markedly different
codes, but one tenet rem ains the same i11any un it: Members
mu sr loyally protect binders and serve the cause of pact
magic honorably.

A knight of the sacred seal is a trustee of her parron vestige.
Sen ior members of the u nit serve as reachers for th e jun ior

to cont inue developing a rappo rt with your patron . In rirn e,
th e comma nder m ight send you 0 11 recr uiting mi ssion s to
trac k down independent binders wit h outlooks sim ila r to
your own .Once you reach that point, you have time to pursue
your own in terests and adventures in add ition to your regular
dut ies.

Your Sense Mo tive sk ill is vital for detect ing suspicious
individuals and wou ld-be spies, so keep improving it as
you atta in higher levels. Lik e other mart ial charac te rs, yO ll

shou ld spen d your gold pr imarily to improve your weapons
and armor, th ough potions and oils are always usefu l. Don 't
neglect combat feats that can make you a powerful com batant
wh en used with you r vest ige's surge ability.

RESOURCES
Memb ership in a unit offers several benefits, but perhaps th e
most import ant is that you always have official help availa ble
whe n u ndertaking missi ons for th e commander. Fellow
knights in the same unir have starting att itudes of he lpful,
so th ey pit ch in whenever th ey can , and all are trained an d
capable warriors.

In addition, all knights of the sacred seal who belong to th e
same unit have access to irs equipment and cash reserves.The
com mander makes loan s from th e unit's treasur y to ensu re
her un it's success in protectin g its members' in tere sts and
the interests of th ose they pro tect. But while the k nig hts
have access to a reasonable amounr offu nding, thei r cons tant
movement is an expen se in itself, so even common items are
nor always available.

KNIGHTS OF THE SACRED SEAL
lNTHEWORLD

"Few warriorS" areas J1O IJ orahleas thest' Iw ights. It's a shlml!? tllat
we I1I mt destroy them."

- Sir Michael Ambrose, wi tch slayer

As a knight of th e sacred seal, you rarely \~;ork alone . Upon
choosing your patro n! yOll have the op por tu nity to join a
gr oup called a uni t,wherein each knigh t binds the same ves
tige as you do.The uni t's shared appreciation for thi s vestige
allows its members to buttress th eir reso lve in th e face of a
worldhostile to their beliefs. Most units also work with other
binders, acti ng as guardians for the users ofpac t magic. Each
uni t is led by a com mander, who is always th e highest-level
knig ht of the sacred seal in the group. Her word is law, and
th e members of her unit serve he r without quest ion . The
hierarchy within th e unit is rigid, reflec ti ng th e dep th of
und ersranding and friendsh ip between an indi vidual kn ight
an d her patro n. I f the group grows too large, it breaks into
two separate un its, each with its own commander.

ADVANCEMENT
Unit s remain watchful for kindred souls who display all affin
ity fora particular vestige and an inclination toward combat.
They offer memb ership on ly to those th ey feel would make
effective defenders of their p:Hrons.

You r first level in thi s prestige class is an ind ication rhar
your chosen vest ige and th ose who already serve it approve
ofyou. As a new kn ight of th e sacred seal, you must do your
pan to stand watch over th e encla ve or safe hou se of your
unit and patrol its borders with other new recruits. Yours is a
martia l responsibility, and th ose associated wi th you depen d
on your sk ill at arms and your relatio nship with the group's
vest ige for defen se. During you r downtime,you are e).rpecred

COMBAT
Your patron vestige helps you in combat. The versatility thar
its aid provides allows you to modify your tactics depending
on th e opponent's you face. In general, you prefer a straight
up figh t rather tha n a match based on subterfuge. You prefer
to press forward into the thic k of enemies, swi nging your
weapon with a verve inspired byyour patro n vest ige. Make
sure you select effective comba t feats, such 35 Spring Attack)
Im proved Critical, and Power Attack, to make th e most of
your abilities.

In addition to your combat prowess, th e supernatural abili
ties bestowed upo n you by your vest ige provide y O ll wit h a
good mix of combat options. You r tact ics shou ld emphasize
the specific pmvers to which you normally h ave access.

As you att ain higher levels in (he prest ige class, your
patro n vest ige begins to take an active role in your defense.
The bonu s it gra nts to Armor Class and on Reflex saves can
often save your life.Eventually, the vestige also extends these
benefits to your allies, making you a central figure in any
fight.

\X' hen you gain the vestige'spower ability,you can sudd enly
augmenr you r combat prm:vess in much th e same way as th e
barbarian can with his rage ability,Th e speed bonus let s you
take bett er take advan tage of flanking opportunities, slip
past your enemies, and destroy thinly protected spellcasters.
Furt hermore, the boost to your Cons titu t ion temporarily
increases your hit poin ts, thereby improvin g you r staying
power in combat.



use of pacr magic. Unprotected binders migh t also recru it
unirs or so litary knights of th e sacred seal by monitoring
witch slayer movements. But whether binders and knights
find one anot her rh rough word of mourh, sympa thizers,
or simply luck, they reg ularly join forces against larger
threats.

\'(li rhin a unit, the comma nder has abso lute authority.
Bene ath her are one ro th ree advisors, called sergeants , each
of whom overs ees three ro five kn ights. Promoti on is based
on merit-s-t he bet ter a kni gh t's perfor mance. the higher

she cli mbs in status. Most un irs have high attr ition
rates, so opport unities for advance ment always
exist for junior members who di splay ambition and
dedi cation .

Since all members ofagiven unit bind the same
vestige, int ernal co n flic t is rare , even be tween

charac ters of differing alig nments, A knight
of th e sacred seal follows rhe
code of her unit and adhe res ro

irs st ruc ture, regardless of her
moral or eth ical outlook. Thus, a
neutral evil knight migh t serve
Agares alongside a lawfu l good
kni ght in the same uni t Both pro

teet binders and adhere
to th e ideals of [ruth and

loyalty th at th ey beli eve
Agarcs represent s, th ough

thev differ in their mean s
ro that end .
Knig hts belong ing to differ

ent uni rs mighr share a friendly
rivalry,often competing wirh one
another to prove [heir respec tive

vest iges better. However, not all
knights of th e sacred seal share rhi s sense

of cama raderie. In fact . some units
viciously oppose one another du e
to longstand ing enmity between
their vestiges-for example, th e
hat red between Karsus and Amon
put s their units irrevocably ar odds.

Such opposing knights could find
themselves drawn into blood y batt les on behalf of their
patro ns. Tru e wars between units are rare, howe ver, because
knighrs of the sacred seal qu ickly learn to stay away from
those who champion opposing vest iges.

NPC REACTIONS
Binders are gen eral ly friendly toward knights of the sacred
seal, since the two groups share a commo n interest. Toward
knights who serve as rheir guardians. th eir attitudes improve
to he lpful. However. the two groups could have disparare
views and morals that ult imately lead to conflict. In such
cases, the knights and bin ders typ ically par r rarher than fight
one anorher. Th e foes ofpact magic are many,and borh groups
prefer not to waste lives and resources with infighting.

Ky-brin.
Q d'16t7rfbight

ofII~ sacred seal

ones. inviti ng rhem to embark on th e journey [ 0 :I closer
relationship with the patron vestige . Marry also reach the
arts of war, developing their compatriots' skill s with weap
onry, armor, and tactic s, though such exercises are always
secondary to perfecting th eir understanding of a vesti ge.
When not serving as ins truc tors. knights protect their safe
houses, libraries, or other enclaves, 35 well 3S rh ose of other
pact magic users.

As the face of the unit, the commander serves as an envoy,
diplomat, recruiter. and politician. She seeks out groups of
binders and pledge s rhe service of the un it to

their enclaves. In addi tion . she en sures that th e
unit has the proper foodstuffs: equipment,
and orher resou rces to survive.
When a mission arises. the corn-
m ander derermines wh o goes ,
and when th e unir must leave a
safe hou se, she decides who stays
behind to ensu re th at the rest
can escape.

ORGANIZATION
A u ni t generally con sists of five [Q twenty members. The
high est-level knig ht of the sacred seal in the group assumes
th e role ofcommander. Many un its serve ce lls of binders as
gua rdians, soldiers , and sentries to protect find nurture th e

NOTABLES
In th e long and stor ied
hiswry of the kn ights of
the sacred seal, no indi
vidu al shine s as brig htly
as Morgunn , or Brave
\Vanior, in the tongue
of dwar ves. For many years,
Morgunn h id her abi lities
and th e vestige that she had
bound herself ro because
she knew rhat few orhers
wou ld undersrand her dedi cation .
For ma ny year s, she lived alone in a
small village ofgnomes and dwarves in
the Stark Mounds-s-a range of old mountains
that are now little more than hills.

Then the giant s came. Boiling our of the high er
peaks. th ese vic ious mon sters descended the
slopes, bent on conques r and destruct ion, As they
approached, ropes ofdrool swingi ng in time wirh
th eir tree-tru nk clubs. Mo rgu nn revealed hersel f
for what she was. Th rowi ng off her di sgu ise, she let loose a
warcry augmented by the force of her vest ige and charged the
lead giant in an act of ul rim are courage. The fleeing village
warriors rallied ar the Sight and launch ed themselves against
rheir attackers. Though the giants des troyed the village and
slew all its inhabitant s. the legend ofMorgunn rhe Possessed
stil l ri ngs in those old h ills, and in th e heart s an d minds of
those who followed in her footsteps.



Speed 20 ft. (4 squares)
Melee + l heavy mace +13f+8 (l d8+3) or
Melee +1 heavy crossbow +9 (l d10+1fl 9-20)
Base Atk +7; Grp +9
Atk Options +1 on att acks again st orcs and goblinoids,

aligned str ike (lawfu l) , earth and air mastery, Improved
Sunder, Power Attack, vestige's protect ion +2

Spe cia l Actions ea rt hsh aking ste p oncefs rounds (DC 17),
eleme ntal companion (Small), healing gift (l o r 1d8 +9
as a ful l -round action)

Combat Gear 2 potions of curemoderate wounds

KVBRIN CR 9
Female dwarf binder 7fknight of the sacred seal 2
LN Mediu m human oid
Init - 1; Senses darkvision 60 ft., Listen +1, Spot +1
Languages Common, Dwarven; empat hic link, tr ue speech

AC 22, tou ch 10, flat-footed 22; +4 against gia nts
hp 73 (9 HD); fast hea ling 1
Immune disease, fear, poison
Resist slippery mind , stability (+4 against bu ll rush and

trip)
Fort +12 (+14 against po ison), Ref +2, Will +7: +2 on saves

against spe lls and sp ell-like effects

Abilities Str 14, Dex 8, Con 16, lnt 10, Wis 12, Cha 14
SQ Buer's knowledge, Buer's purit y, delay diseases and

poison s. pact augme nta tion (+2 on attac k rolls),
patron ves tige (Agares) , sou l bind ing (2 vest iges ,
4th level), st onecunni ng (PH 15), suppress sign

Feats Cleave, Improved Sunder, Negotiator", Power Attack,
Track", Weapon Focus (heavy mace)

Skills Appraise +0 (+2 sto neworking or metal wor king),
Dipl omacy +11, Gat her Info rm ation +5, Heal +5,
Jum p - 4, Kn owledge (nat ure) +4, Knowledge
(the planes) +5, Ride +1, Sense Mot ive +7, Spellcraft +1,
Survival +5 (+7 on other planes)

Possessions co mb at gear plus +1fuJI plate, +1 heally
steel shield, +1 heavy mace, +1 heavy crossbow with
10 silver bolts , ring ofprotection + T, cloak of
resistance + 7, 15 gp

Vest iges Typically Bound (EBL9th, binding check 1d20+1l) :
Agares, Bue r

SAMPLE ENCOUNTER
When design ing an encounter wi th a knigh t of rhe sacred
seal, decide first what her code is and whether or not she
works with a unit. Beyond those cons iderat ions, the natu re
of her patron vestige shou ld ma ke a drama tic difference in
how the kn ight interact s with othe rs. For example, a knight
devoted to Aym might crusade against greed , adopt avow of
povert y, and he lp th e po or on a regu lar basis,while a knight
devo te d to Focalor might seek to comfon the grieving in
add ition to protec ting binder s.

EL 9: Ordered by her unit ro stay beh ind, Kybrln is figh ting
off a group of six palad ins sent by t he O rder of Seropaenes
when the PCs encounter her. Her foes are bent on destroy
ing th e knights simply because the latter are users o r pact
magic.

ADAPTATION
Binder s and knights of [he sacred seal need not h ave such a
close connection. Perhaps the knights of the sac red seal are
more mi lit ant in their approach to pact magic-c-or maybe
they act ively oppose witch slayers. taking the batt le directly
to their oppressors .

Even ifyou don't use pact magic in yourcampaign, you can
st ill utilize this class. Instead of bindi ng a vestige, perhaps
a knight of the sacred seal volun tarily accepts possession by
a ghost or a fiend. Such an arrangement cha nges the typ ical
align ment of th is class to evil, un less y Oll use the guidelines
for ghos ts presented in Gho5hvall~ .

KNIGHTS OF THE SACRED SEAL
IN THE GAME

H ow you int roduce pacr magic tnro yotH game best deter
mines how to incorporat e this prestige class into an ongoing
campaign . Because kn ights of the sac red seal are secretive
by necessity, you could simply decide that they have ha d a
presence in your campaign all along hu t op erated beneath
the no tice of the aut horities.

Players who like the feat ures of the paladin class but not
its alignment can turn to this presti ge class to get the best
of both worlds. A PC kn igh t of the sacred sea l is at ber best
when paired wi th another character, p refe rably a binder.
The interact ion bet ween protector a nd prot ected creat es
excellent oppor tu ni ties for roleplaying. If you have a knight
of the sacr ed seal in your game, be sure to provide plenty of
opportunities for her to express her devot ion and ded ication
to her bound vestige and its particul ar agenda.

Meet ings between knigh t's of the sacred sea l and an ima
mages are usually ten se at best, consi deri ng the relatio ns hip
be tween t he knight and her bou nd ves tige. Anima mages
believe the h atred that the knights benr them is mi sguided,
but they un derstand its source, so they ten d to avoid knights
of the sacred seal at all cos ts. When forced to in teract wi th
their nemeses, the anima mage s are un fr iendly.

Clerics, paladins, and other characters opposed to pact
magic see knigh ts of th e sacred seal as perver sions, or at least
as confuse d in d ividuals who dabble in the forbidd en . At best,
such cha racters are unfrie ndly, bur mo st lend to be host ile.

KNIGHTS OF THE
SACRED SEAL LORE

c ha racter s with ranks in Knowledge (h istory) can research
knights of the sacred seal to learn more abou t them . When a
cha racter makes a ski ll che ck, read or paraphra se th e follow
ing, incl uding the in forrnancn from lower DCs.

DC 10: Knights of the sacred seal belong to an esoteric
order of warrior s enhanced with othe rworld ly power.

DC 15:The source of their powercomes from aparticular spirit
called a vestige, wi th which they forge a deep relations hip.

DC 20 : Binders often employ knights of the sacred sea l as
guardians for their enclaves. Where you lin d a knight of th e
sacred seal, you're bound to fin d a binder.



h im. You ca n hide or show Danralion's sign as des ire d, as
though you possessed the suppress sign clas s feature (see
page n ).

\'lith each new level you rake in th e scion of Dantalion
prest ige class, Dantalto n's seal (see page 28) inclu des ano the r
face.Thus, the sign appears as two vest igial faces on your torso
at tsr level and as six faces at 5th level. \X' hen you activate an
ability g ranted by Dantalion or by the scion of Dan ralion
pres tige cla ss, t he eyes and mou ths of [he faces brie fly open
[Q reveal di stant stars set in darkness.

Sc hola rsh ip of Dantalion (Su): You r connection to Dan
talion gives you occas iona l flashes of in sight in to ,1 variety
of topics. O nce per day per scion of Dant alion level, you can
reroll any Knowledge ch eck you just made. You must abide
by the resul t of the reroll. even ifit's wor se than the original
roll .

Improved Read Though ts (Su ): At 2nd level. whenever
you use th e read th oughts abil ity granted by Danrnllon, yO ll

gain full kn owledge of the target's su rface rhoughts on th e
first round of co nce ntration, assumi ng that it fails its Wi ll
save. Nor mally, you know its surface thought s on ly afte r 3
rounds of con cenrrarion, Once you have used th is abilit y,
you C3 11not do so aga i t1 for 5 rou nds.

Swift Awe of Da n ta lion (Su): Beginn ing at 2nd level.
you can activate your awe of Dant alion ability as a swift
action ins tead of J move act ion wh enever you are bound to
that vest ige. Once you have used this abil ity, you can not do
so again for 5 rounds.

Ove rwhelmi ng Though ts (Su) : Begi nn ing a, 3rd level,
you can choose to overwhelm the thoughts of any creat u re
you targe t with the read though ts ability g ran ted by Dan
ral ion . As a standard action, you send your th oughts out to

a single cre ature whose though ts you are read ing (so it has
already failed its \V'ill save against you r read thoughts abilit y),
forcing Ir ro succeed on a will save (DC 10+ 1/2 vour effecn ve
bind erlevel +vour Cha modifier) or be dozed for Id4 rounds.
Duri ng th is time, yon can maint ain co ncentra rton on your
read though ts ability and, as a move action, continue to read
the th oughts of a crearure you have dazed on subsequen t
rounds. A successful save all ows the creatur e ro break free
ofyour though t reading.

Danta lton's Cla re (Su): From 4t h level on, you can use
3 standard act ion [Q intensify Daurallons sign and glare
through its eyes. The starry voids in the eyes of Danralion's
sign blaze for th wi th [he br ight ness of an explod ing star,
affecting all creatures in a3D-foot (Dill' . Every creatu re with in
this area mus t" succeed on a Forti tude save (DC to +1/ 2 you r
effective binder level +your e ha modifier) or be blinded for
Id4 roun ds.

You must be showing at least one face of Dantal ion's sign
to use this abi lity If the face is hidd en beneath clo th ing, you
can reveal it as a free action that does no t provoke at tacks of
oppor tunity, so long as you have 3 han d Free. If th e face is
h idden beneath arm or, YOlJ must have n free hand and use a
standard action ro reveal rhe sig n. Doing so provokes at tacks
ofoppornmhy; and you rake a - 2 penalty to AC while reveal
ing the sig n in thi s mann er.

_----cc-- - -- -

"Til,' light of the SfM EHlt'cror guillcs 111 1'. His hlfloJ runs III Uly
veins. tl1ld ram oneof ltisprinces."

-c-Breven Hu lsroff huma n binder

CLASS FEATURES
Dantalion favors his scions above all others. \\;Ihen you make
a pact w irh Danta lion , the abil it ies he gram s become more
potent, and you gain add itional powers as well- some ofwhich
you can use even v..'h en you are nor bou nd to Dan rulio n.

Soul Bi nding: At each scion ofDanr alion level, y Oll r soul
bind ing ability improves as if you had also gai ned a level in
the binder class. Th us, your scion of Danta lion levels and
binder levels stack for the purpose ofde termining your bon us
on bi ndi ng checks, the effectivene ss ofyou r vesti ge-granted
abilit ies, your abi lity to bind higher-level vestig es, and th e
number ofvestige s you can bind , You do not, however, ga in
any ot her benefit a bind er wou ld have gai ned.

Favo red of Dn ntal ion (Ex): You need neve r wor ry abo ut

succumbing to Dan mlton's Influence because you automati
cally succeed on the bind ing check when making a pact w ith

BECOMING A SCION
OF DANTALION

A scio n of Da ntal ion must be able to bind Da n talio n. Since
Know ledge (nobility and royalty) is a cross-class skill for
binders, a level of bard, \·... izar d, or pal ad in ease s en try bur
slows progress ion in the binder class, thereby delayi ng the
cand idate's contact w ith Darualion. Thus, a can didruc wit h
i1 high enough Intel ligence score to gain more than 2 skill
po ints per level shou ld remain a binder and simply devore
cross-class skill points ro Knowledge (nobil ity and royalty),
A binder who manages to ga in ex tra ranks in Knowledge
(nobili ty and royalty) might want to rake enough to gain the
+2 synergy bo nus on Diplo macy checks.

Scion s of Danralion trace thei r lineage TO an ancient , long
forgone n hu man empire-a civilization in whic h just ice.
love, and art reign ed supreme. They main tain tha t the rulers
of th is rea lm led th eir people to such a heigh t of bea uty and
rtglu eou sness that they rivaled the stars ofthe heaven s in rhe
awe they could inspi re.Th e gods saw their accomplishmen ts
and grew envious. In then-jealous rage , th ey des troyed rhe
empire and cursed its nobility, decreeing that no one from
that li ne could ever join rhem in the afterli fe.

Scions of Dan ralion believe themselves to be par t of thi s
line , cursed by rhc gods but blessed by association with
Danrallon , the vestige that is th e cong lomeration ofal l their
ances to rs' sou ls. The scions believe that thei r destiny is to
one day take up the crow n, bea r th e scepter of rulershi p, and
reb uild th e empire th at could rival th e sta rs.

E N TRY REQ UIRE ME NTS
Race: Half-elf, ha lf-ore, or huma n
Skill: Knowledge (nobility and royalty) 2 ran ks
Special: Ability to bind Oantalion



O nce y Oll have used this ability, you can not do so again
for 5 round s.

Improved Thought Travel (Su ): Begi nni ng at 4rh level,
you ca n use the thou ght travel abiliry gra n ted by Dantalion
as a move action.

Read Multiple Thoughts (Su) : When you attain 5th level,
the increased strength of your connection with Danralion
allows you to simu ltaneously target a number of creatures
equal to your Charisma modifier (minimum 2) with the read
thought s ability granted by Danr alion. Each of the targets
must be within range (5 feet per effective binder level). You
can use this ability in combinat ion vv-it h either your improved
read thoughts or your overwhelming thought s class feature,
or both.

move about a battl efield. coveri ng lots of ground without pro
yoking attacks ofopportunity. Unlike other binders, however,
you have access to the swift awe of Dantalion abil ity. which
can be qui te useful in protec ting you rself from hurm.

As you grow in pO\1..'er, your improved read thoughts a nd
overwhelming thoughts abilities come inro play. By jud i
ciously combining the use of these powers, youcan neutralize
a powerful foe-perhaps long enough for you an d you r all ies
to achieve victory.

At high levels. you can use improved thought travel to
appear amid distant foes.Once there, you can blind them wit h
Danralion's glare. Finally, rhe pinnacle ability improves your
read thoughts and overwhelm thoughts abilities by allowing
you to affecr multiple foes with them.

PLAYING A SCION OF DANTALION
You are part ofa tr u ly great royal lineage. The human kings
and queens of today are bur pale reflecrions ofyour ance stors,
who ruled avera celestial empire so magn ificent rbmeven the
gods cou ld no r bear its bril liance. The curse invoked upon
your line by those same deities prevents you fro m joining
th em in the afterlife. Instead, when you d ie, you will join
Dant al ion, rhe co nglomerat ion of all the souls in your line.
Yet destiny offers you a rep r ieve. O ne day, the scio ns of Dan
talion will rebu ild th e celest ial emp ire ~1l1 <1 free Dantalion
from the pr ison of his vestige natu re.

Because scions ofDantalion are all members ofan exte nded
royal family,you r fellow scions deser ve great respect and good
treatment from yOlI.Some scions cla im closer relatio ns hip s
to the celestial royalty than ot hers , b ut such assert ions are
largely mea ningless. The one im por tant fact is th at othe r
scio ns of Dan tal ion belong to rhe same legacy as you do,and
are li kew ise com mi tted to guiding hu ma nity toward truth ,
jus tice, and un ity. One day, your efforts , and tho se ofscio ns
like you , wi ll allow all people to u nde rstand the essential
righteousness ofknowledge, ar t, and equality among humans,
and th e cele stial empire can rise again. Unt il tha t day, you
must lead by exam ple, proving your nobili ty by your good
works and steady guida nce .

COMBAT
As a low-level scion of Oantalion, you can benefit from the
same tac tics as any other binder who makes a pact with that
vestige. In particular,you can use your th ough t travel abil ity to

ADVANCEMENT
As you advance, be sure to devote some ofyour resou rces to

increasing you r Charisma score. Doing so improves the saving
throw Des of the offensive abilities gra nted by rhe scio n of
Dan talion prestige class , as well as many abil ities granted by
other vestiges. \Vhen yOll reach the poi n t at wh ich you can
bind multiple vestiges, consider your favored co mbat strategy
when selecting a second vestige. Dantalion offers a goo d mix
ofabili ties tha t can be usefu l in both combat and noncombat
encounters , but he does no rprovide heighrened da mage-dea l
ing powers or exemplary defensive capabil ities, If you lik e
the idea of confounding foes so that your frie n ds can mo p
them up. choose ano rhe r vestige that g ives you th e power to

hamper ene mies in a dtfferenr way. I f you enjoy wadingi nro
the thi ck of ban le and taking down your foes, be sure to pick
a vestige that gra n ts you extra melee damage. I f you 're h app y
with Danral ion's abili ties but want a better de fense, selec t a
vestige rhat will give you exrra protectio n.

RESOURCES
The fact that scions share acommon plig ht and dest iny causes
them to treat one another lik e family. Thus, you can exp ec t
a helpful attitude from anothe r scion, even one of radically
differen t social class or outlook. Scions generally provide one
another with hospitality and aid of whatever ki nd rhey can
musrer. A fellow scion who believes in your personal goa ls
might go to almost any leng ths to aid you , bur if your goals
seem at odds with establishing the celes tial em pire, a bitt er
rivalry can result.

HIT DI E: 0 8

Will
Save Special

+2 Favorea of Dan tal ion, s chola r~h i p of Dantalion, sou l binding +1
+3 Imp roved read thou ght s . soul binding +2, swift awe of Danta lio n
+3 Overwhel ing thoughts, soul bind ing +3
+4 Dantalion's glare, improved thought travel, soul binding +4
+4 Read multiple thoughts, soul binding +5

+1
+1

+1

Ref
Save
+0
+0

Fort
Save
+2
+3
+3
+4
+4

+'
+2
+3
+

Level
1st
2nd
3r(j
4th
5th

TABLE 1-5: THE SCION O F DANTALION
Base

Attack
Bonus

+0

Class Skills 12 + Int modifier per level): Bluff, Concentration, Craft, Diplomacy, Gather Information, Intimidate. Knowledge
(any). Profession, Sense Motive, Spea k Language.



Breves Hill s/off, (1 btUnfUJ scion if Dentation

NOTABLES
Scions of Dan ralion often relate rales of
other scions ' exploits to one ano ther, an d
no nam e comes up more oft en th an Breven
Hulstof£. The influen ce Breven has rn an

aged to gathe r im presses othe r scions of
Darua lion, and he maintains a sterl ing
reputation for courtesy and honor. However,

lik e man y orher scions, he is more
th an he see ms.

Breve» Hulsroff worked as a
palace guard umi l he meta woman
who claimed ro be ascion ofDan
ralion. After she showed Breven

the secrets of pact magic, he
grew convi nced of hi s
own relationsh ip to the
ancien t royalty of the
celestial empire . Even
tually, Breven left the
palace guard on good
ter ms to purSL1C pact
magic. Year s later, he
re turned to help hi s
kingdo m in a time of
troubl e. Breven swiftly
worked his way up in the
rank s of the guard with
the aid of his powe rs,
cru sh ing an yone wh o
stood in h is wayand jus

tifying his actions with th e idea that he was acting on beha lf
of hurnan ity. NO\v Breven acrs as the queen's personal gu ard
and advisor. He is also secretly he r lover, and Breven hopes to

cement (hat relatio nshi p with marriage at some poi nt. Unfor
tuna tely for him , the ki ng yet lives.

nation s or JUSt ne ighborhoods.The d ifferen t mean s by which
they ap proac h their goa ls ca n cause scions to corne in to
con flic t wi th one ano ther, bu t should such d isagreements
come ro blows, scions ty pically resolve them th rou gh duels
witne ssed by th eir fellows, in the ancient dueling tradition
of th e nob ility.

ORGANIZ ATION
Scions of Dantal ion are somewha t estranged from others who
pursue pact magic.Their ex istence as outcasts among outcast s
tend s re d raw th em into closer bonds with one another. Thus,
although scions rare ly have any officia l organizat iona l srruc
rure, they often meer in small g roups to work reward some
larger goal in secre r. Ind ividual scions bring their talents an d
those of their atte ndants an d allies TO th e project, creating a
loose network of var ied folk . Th e differi ng att it udes of the
people tha t can be involved in such a group often makes
cohesive effort difficult , bu t at times, the blend provides the
perfect tools [or accomplis hing the goal.

The sc ions of Dan rall on present eno r
mou s roleplaying potenti al. Wit h their
m agnan im ou s goals of educating and
unifyi ng humanity, they can give binder s
a more sympathe tic face in th e campaign
world. At th e same time, their belief in
th ei r ow n nobil ity and their desire to steer
othe r people toward a destiny on ly th ey
perceive are ofte n viewed as d isru rbing
and th reatening.

~...lost sc ions rema in ope n to the
idea th at other humans and even
half-humans mig ht also be scions who
deser ve Dan ralion's favor and the
ch an ce at ruler ship of the celestial
empire , bur th is att itu de is conn
rerbalanced by thei r myopic focu s
on th e plight of humans. At their
best, scions can be forces ofamazing
ben eficence; at their wors t, th ey can
rake their fervor for aid ing humans to

horr ific extremes.

DAILY LIFE
Scio ns of Dantn liou gone r
ally learn of th eir herit age
and destiny in on e of
two ways. A characte r
who is already a bi ride r
might learn of Danta
lion 's legend and reel a
specia l resonance with it, or a scion of Duntalion m ight
notice a quality of nobili ty in another human (or hnlf
hu man) and draw that pe rson into both pact mag ic and
rhe "family" of Duntal ion's celestial empireo Regard less of
how scions of Dantalion co me to embrace th eir beli efs,
most seek ou r o ther me mbe rs of their "fam ily " at some
point and join for ces with them. Member s of t h is prest ige
cla ss sha re th e co m mo n goa l of elevati ng and un ifyin g
human ity, although they might differ in th eir means of
accomplishing that end. Becau se of th is mur ual goa l, rhey
tend to be more organi zed and more lik ely ro work together
[h an other bi nd er s ar e.

O n a day-to-day basis, scions of Dant alion attemp t (0

advanc e the inte res ts of human com muni ties. By inc reas
ing and sustain ing sec urity, pro spe rity, and quality of life
for humans, they hope to retu rn humanity to the greatness
of the past. Scions of Dant alion also support activ it ies that
unify disparate h um an groups , be the y humans of d ifferenr

SCIONS OF DANTALION
IN THE WORLD

"San'l imoniotlS madmen, tl1C tohole fol Of'CUI. HUUl l1 l15 l1CVt'1' hatf
are!l'stiaJ cmpirr.Still,yOIl can't Sll)' Dan/Il llo" doesn't fiwo l'them.
Hegives his scio tlS more powerthan lle'// grant me."

- Morden, dwarf binder



ADAPTATION
The scion of Danralion prest ige class was designed for hu mans
becaus e of Darualion's legend, but a small change in rh ar
legend could easily open the class to any race. Danralion co uld
jus t as eas ily wear elven faces, for exa mple, or if rhe celestial
empire was popula ted by all k inds of creatures, man y races
might be represented in his visage.

DC 25: Scions of Danr alion cnn read rhoughr s, daze you,
and move just by thinking. You wi ll kn ow one by [he faces
he carr ies on his torso. Bewa re of rhem . Th e faces can show
you stars rhar blind you.

DC 30: Charac ters who achieve th is level of success can
learn impo rta nt derails abou t the activi ties of a sp ecific sc ion
of Danralion .

scrorcs OF DANTALlON
TN THE GAME

Scions of Damalion are bes t Introduced IO the ca mpaign
afrer your players are ar least somewha t fam il iar wi rh the
concept of pact magic , If you firs t es tab lish th e norm for a
pact magic user (that is, a hinder), rhe difference s di splayed
by members of this prestige class wi ll be all the more obvi
ous and meaningful.

Establishing a norm also helps a player have more fun with a
scion of Danralion asa playercharacter. Give the scion's player
roleplayi ng and story support by provi ding opportuniries for
the character to be tte r the plight ofhu ma ni ry. Such opportu
nit ies nee d not focus solely on the scion ch aracter; a mission
to slay a maraud ing dragon also serves the humans of the
region by ensur ing [heir sa ter>'. If you want ro provide some
roleplaying tension, offer the scion player an opport unity to

help humans in a way that might harm some other humanoid
race. Another scion already involved in su ch a mission might
even see k rhe PC scion's aid in accomplish ing his goa l.

SAMPLE ENCOUNTER
Nrc scions ofDan talion can easily fill eithe r heroic or villain
ous roles in your campaign. Fer example. a scion of Dantalion
might serve as a patron ro the player characte rs, offering
them rewards for service and helping them to aid h uman
communities. Such a parron migh r not reveal his allegiance to

Dan talion or h is phi losophy until he has established a strong
bond oftrust w ith th e PCs. Such a patron co uld even be ev il
but treat th e PCs very well un til they refuse an assignment
rhar see ms immoral.

EL 15: Breven Hu lstoff fsee Notables, above) makes a great
NPC patron for pe s. His exte nsive knowledge and connecrion
to the royal family makes him a useful contact and a power
ful benefactor. However, he can also act against the pes from
behind the scenes. Depending on the situa tio n ar hand . he
cou ld use his in fluence with rhe queen to declare the pe s
outlaws.orwi th rhe COUITS to have them convicted on trumped
up charges, or with the pr ison by releasing criminals who are
likely to work agains t PC in terests. Because he keeps his use
of pac t mag ic sec ret, he is loath ro d isplay Danralion's sign.

NPC REACTIONS
~ lost folk react ro scions of Dantalion the same way they
react [0 binders because they see little d ifference between the
IWO. H um an s might rake issue w ith rh e scions' asse r tion that

their bloodline will one cia}' TUIe the race,bur just as manyare
likely to appreciate the image orthe pas t and future celestial
empire.Those who favor rhe scions' message of justice,educa
rion . and equality in human communit ies probably have a
friend ly attitude toward scions of Dan tali on ,

Like all binders, scions of Danral ion ca n encounter trouble
with relig ious organizations, but local leaders and their ser
vants are often un fri endly o r host ile to them as well. Afrer
all. th e fu ture celestia l empire wi ll res t upon the bones of
cu rren t na tions, no matter how noble I he means ofachieving

ir mig ht be.
Scions of Dantalion have a pecul iar rela tionshi p with kar

sites (see page 84). Both claim to be descended from human
ru lers of agrea t empire, and bot h clairn ro be destined ro rule
humanity. Th is simi lari ty ofbeliefs ca n bring scions and kar
sites into conflict, but it can also bring them together, Indeed,
some karsites are also scions of Dan tal ion. Scio ns who work
with karstres believe that Karsus's coun try was th e celest ial
empire, and that th ey are the descendn nrs of that soc iery's
ruling cas te, Such scions oppose deities bot h for th rowing
down Karsus and for destroying rhe wondrous soc iety their
ancestor s buil r.

Most scions of Danrulion, however, reject thi s idea that
Karsus's country was the celest ial em pire. They see their
roles less as rule rs of hu manity th an as stewards of the
celest ial empire'sgrace.The y don 't oppo se spel lcastcrs or the
god s; they want to show the gods respect while rebuildi ng
an empire th at honors bot h hu mans and deit ies. Sc ions of
Dan ta lion accept th at ma ny othe r huma ns and half-humans
mig hr be me mbers of theirfamily" whe ther or nor they show
the signs. Aft er all , a scion typicall y has numerou s blood
rel ano ns who do not pract ice pac t magic and thus bear no
sig ns of Danralion's favor at all. Karsi res, on the other hand.
believe that on ly th ose who look like them and have their
abi lities are dest ined to rule.

seton OF DANTALlON LORE
Characters wit h ranks in Know ledge (arcana), Knowledge
(nobility and royalty), Knowledge (the planes), or Know ledge
(religion) can research the scions of Dan talion ro learn more
about them. When a character makes a skiII chec k, read or
paraphrase the following, includ ing 111(' in format ion from
lower DCs. Each of the DCsbelow increases by5 for Knowledge
(nobility and royalty) and Knowledge (the planes) checks.

DC 15: Some powerfu l binders c::1! 1 themselves scions
of Danr aIion. Daut alion is one of the st range spirits they
contact.

D C 20: Scions of Dantalion gain greater power from Dan
ralion t han the average binder does. Th ey believe they receive
t h is benefit beca use the}' are desce nded from the royalty of
some ancient empire, and th at they wi ll one day rebuild and
r ule that em pire.



"Rtsc l1gnlfl, Lord of Ihe Outer nlrl,. StalhI ,lSfr itle til(' harriers
of lift7 and dealh, of Heaven and Hell, 111111 tal~c up thy mantle lU
slarer-ll1lif J~ i l1g-ofgoli s ."

- Suvas I'hond. former priest of vecna.
now aTenebrou s aposta te

No other vestige is quite li ke Tenebrous.The remnant of th e
divinity on ce possessed by Orcus, Tenebrous is perhaps th e
only vestige st ill worshiped in some places as a god, and so
tigh tly bound ro a living-ifnot mortal - being.This unique
status grants Tenebrous the ability to manipulate the world
in ways that other vestiges cannot.

Some Tenebrou s apostates revere Orcu s, seeing Tene brous
as part of their sundered god and the seed from wh ich he
willone day sprout anew. Others see [he co rpulent fiend as
the embod iment of Tenebrous's downfall. These followers
believe [ha t Ten ebrous is a sepa rate de ity who attempted to

manifest through Orcus,only to be laid low when the dem on
proved unworthy.

BECOMING A TENEBROUS
APOSTATE

Ifyou have su fficie nt mental fort itude and lack of scruples to
devote yourself to a former dem on god, you mig ht qual ify to
join th e ran ks ofTenebrou s's disciples. Th e vast majo rity of
Tenebrous apos tates are multi class bi nder/clerics . though a
rare feware binder/ blackguard s. Cha r isma is the key abi lity
for aTenebrous apos tate, since it influen ces many class abil i
tie s. Wi sdom an d Co ns ti tution are also importan t because
they affect divine spe lls and hir pOiIHS, respe cti vely.

CLASS FEATURES
As a servant of Ten ebrous! you gain pO\ver over da rk ness
and undeath.

Spellcas ring:At each level beyond ist.you gain new spells
per day and an increase in caster level (and spells known.
if app licabl e) as if you had also gained a level in a divine
spellcast ing class to which you belonged before adding the
pre st ige class level. You do not, however, gain any oth er
benefit a character of (h at class would have gained. if you
had more than one divine spe1lcasti ng class befo re becom
ing a Tenebrous apos tate, you must decide to wh ich class to

add each leve l for the purpose ofdetermin ing spe lls per day,
caster level, and spells known.

Soul Bind ing: A[ each Tenebrous apostate level beyond
1S[ , your soul binding ability improves as if you had also
gained a level in [he bin der class. Your Tenebrous upos rare

ENTRY REQUIR EMENTS

Alignment: Any nong oo d
Skills: Knowledge (religion) S ranks, Knowledge (the
planes) 8 ranks
Special: Ability to bind Tenebrous
Special: Ability to turn or rebuke undead
Special: Must worship Teneb rous as a god

Speed 20 ft. (4 squares)
Melee +1frost longsword +18{+13{+8 (1d8+S{19- 20 plus

1d6 cold) or
Melee dagger +16/+11{+6 (1d4+4fl9-20)
Ranged mwk composite long bow +14{+9{+4 (ld8+4{x3)
Base Atk +11; Grp +lS
Atk Options Cleave, Powe r Attack
Special Actions Empower Supernat ural Ability, Exte nd

Super nat ural Ability, imp roved read thoughts once{S
rounds (6S ft. , Will DC 20 negates), major image once{S
roun ds (Will DC 20 negates), overwhelming thoughts
(Will DC 20 negates), phantasmal killer once{S rounds
(130 ft., Will DC 20, Fort DC 20), Sudden Ability Focus ,
swift awe of Dantallon once/S rounds . thought trave l
once{S rounds (6S ft.)

Combat Gear potion of cureseriou5wounds

In combat, Breven prefers to let othe rs do most of th e
fighti ng. He begins a fight by usi ng improved read tho ug hts ,
followed by empowered overwhelming thoughts to stun his
foes for 4 rounds. Next, he targe ts a foe that wasn 't stu nned
with phantasma l kil ler, using the Sudde n Ability Focus feat to

increase the save DC, Breven then moves to arrack a stunned
foe, using ph antasm al killer when possible and fleeing by
means of thought travel and incorporeal movem ent sho uld
he take roo much damage.

Vestiges Typically Bound (EBl 13th, binding check
1d20 +21): Dantalion. Haures

AC26, to uch 12, flat-footed 25
hp 118 (1S HD); DR 1{-
Immune detection of thoughts or emotions, fea r, mind 

affec ting spell s and abilities
Resist slipper y mind
Fort +19, Ref +8, Will +12

Abilities Str 18, Dex 12, Con 16. Int12, Wis 8, Cha 19
SQ Dantalion knows, favored of Dantal ion, inaccessible

mind, incorporeal movement, pact augmentat ion (DR
1/ - , +1 ins ight bonus to AC. +1 insight bonus on attack
rolls), sc holarship of Dantal ion, soul binding (2
vestiges , 6th level), suppress s ign

Feats Alertness, Cleave". Empower Supernatural Ability.
Extend Supernatural Ability, Improved Sunde r,
Persuasive, Power Attac kB, Skilled Pact MakingB,

Sudden Ability Focus , Weapo n Focus (Iongsword)
Skills Bluff +13, Diplomacy +14, Disguise +4 (+6 ac ting),

Intimidate +l S, Jump -14 , Knowledge (arcana) +17,
Knowledge (nobility and royalty) +23. Knowledge
(religion) +17, Knowledge (the planes) +18, Listen +1,
Ride « S. Sens e Mo tive +8 , Spot +1

Possessions combat gear plus +2ful/plate, +2 heavy stee'
shield, +1frost longsword. maste rwork composite
lon gbow (+4 Str bonus) with 20 arrows. omule< of heolth
+2, belt ofgiont strength +4, gloves of Dexterity+2, cloak
ofresistance +3, dagger, 105 gp

BREVEN HU LSTOFF CR 15
Male human fighte r 2{binder 10{scion of Dantalion 3
NE Med ium hu manoid
Init +1; Senses Listen +1, Spot +1
languages Common, Elven



EX-TENEBROUS
APOSTATES
If you ever cease to revere
Tenebrous as a god ,you lose
your Tenebrou s apostate
clas s features as well as
mos t of your cleric class
fearu res , if any (see Ex
C le rics , page 33 of th e
Player', Halldhoo!,).

Um bra I Bod y (Su ): Begtnn ing ar-t rh level,you can tran s
form yourse lf in to pu re dark ness once per day. Th is ahi liry
fu nction s like th e umbml body shadow magic mysrery (see
page 152). You can remain in this form fora number of rounds
equal [ 0 twice you rTenebrous aposta te level or return to your
normal form early as aswift action. Once you rerurn to physi
cal form, you can no t use th is ability again for 5 rou nd s.

Blust of the Void (Su): When you attain 5th level , you
can use a turn or rebuke
at tempt to dea l Ids point s
of da mage per effec tive
tu rning leve l to every
living cre ature withi n a
30-foot cone. Thi s abil ity
is usable once per day.

PLAYING A
TENEBROUS
APOSTATE
You are co m mined to

returning Tenebrou s to

divin ity. While you might
not spend every waking
hour furth eri ng th is
agenda, it dominates your
life, taking precedence over
allot her matters. You might
serve and wors hip alone, or

as part or a rareTenebrou s-worshiping cult,or within a cult of
Orcus [hat seeks to return th e dem on prince to godhoo d.

H owever-you choose [0 serve, you must hide wh at you are
from everyone except other worshi pers of your pa tro n. In
the grea ter world, those who would not ha te you for being
::I binder would certainly pe rsecute you for your choice of

TENEBROUS AS A GOD
Although Tenebrous exists on ly as a vest ige, clerics who
worship him receive spells from somewhere. Perhaps the
rem nants of his divinity are sufficient tha t he can still gra nt
spells, or per haps the spells come from some other so urce
(much as the spells "granted" bydemon lords do), His clerk s
have access to the Chaos , Death, Evil, and Trickery domain s.
As a deit y, conside r Tenebrous to be neutral evil.

Los», a duppelgallf.er TellebrollJ apostate ill the guise of all elf,
and DIU of its ,w delld alliesturn attempts in conjunc

tion w ith divine feats, as
normal.

Vis age of the Dead (Su): When you attain 2nd level. you,
body begins to resemble that ofan undead creatu re. Your skin
darkens,appearing duskyand shadowy in dim illumination
and corpse-gray in br ight light, and you lose rough ly halfyour
bod y weight. BeGlUSeof these changes, yOll gain a +1 dodge
bonus to Armor Class and u+ l circum stance bonus on Escape
Artist and Intimidate checks. Fur thermore. mindless un dead
beli eve you to be one of them and do nor attack yOll except
in self-defense, or when ordered to do so by their creator.

Destroy/Empower Un dead (Su) : At jrd level, you gain
addi tional power over mind less un dead. You can use two turn
or rebu ke atte mp ts as a sing le standard action, each deali ng
(or healing) dam age as per the Tenebrous's reb uke ability
(see above), except that the damage app lies only to mindless
undead.

levels and binder levels stack &'1' the purpose of det ermining
your bonu son bind ing checks, the effectiveness of yourvestige
granted abilities,yournbilityto bind higher-levelvestiges,and
the number ofvesriges you can bind . Youdo no t.however.gatn
any other ben efit a binder would have gained.

Eternal Bondage (Ex): You no longer need to summon
Ten eb rous every day ; you are bou nd ro hi m cons ta nt ly. You
canno t choose to bind a di ffer ent ves t ige in h is pla ce. How
ever, you can sti ll att empt a
bi ndi ng check each day to

negate hi s influence.
Tenebrous's Rebuke

(Su) : When you use the
turn or reb uke undead
ability g ran ted by Ten
ebrous, your connection
to you r dark master allows
you to channel the energy
in a unique way. You can
use a tu rn attempt to de al
ld6 points of damage per
effec tive tu rning level you
possess [0 every undead
crea tu re w ith in 30 feet.
Each affected undead can
attempt a w ill save (DC 10
+ your effective turning
level + your Chu modifier)
for halfdamage.

If you use <I rebu ke
attempt. each undead
with in 30 fee t is instead
cu red of Id 6 points of
dam age per effective t urn
ing level.This effect occurs
instead of the norm al result
of a tu rn or rebuke attempt.
You can still use these



Class Skills (2 + Int mod ifier per leve l): Bluff. Concentration , Craft , Diplomacy, Gather Information , Int imidate , Knowledge
(arcana) . Knowledge (history), Knowled ge (the planes) , Knowledge (relig ion) , Profession , Sense Motive.

DAILY LIFE
Daily life for most Tenebrous apostates resembles that of
the ordinary people around them. Since they cannot allow
others (part icularly civil and religious authorities) to find
out th at they are binders, let alone to which vestige the y
are constantly bound, they make every effort to behave like
their neighbors. Rites to revere Tenebrous are held in secret,
often hidden chambers or underground complexes. On ly in
the most depraved societies-those in which enti ties such
as Orcus are already worsh iped openly- do followers of
Tenebrous make themselves kno wn.

Tenebrous apostates who manage IO seize political power
usually ma ke horrific dictators. Such leaders advance their
agendas by ens laving the people and forcing them to work
for the benefit of Tenebrous's CUl L The most troublesome
are sacrificed and converted into tireless undead workers
and soldiers. No non-evil rulers who adhere to the tenets

A Tenebrous apostate can help introdu ce the backstory of
Orcus and Tenebrous into your campaign, perhaps sett ing
up his divine resurrection as a futu re plorltne. Even if you
have no in tent ion of design ing an adventure aro und thi s
vestige, a Tenebrous apostate serves as a wond erful foil for
other binders. Even the binder, so widely hated and feared
himself, has reason to hate and fear the Tenebrous apostate.
This character should seem quite alien to the PCs because it
combines the abilit ies oftwo classes normallyconsidered to
be at odds. Finally,an apostate's powers and patron prove that
even the most experienced binder does not trul y unders tand
the natu re of the vestiges with which he deals.

likelyto hate you if theyever learn what you reallyare,so your
compatriots within the cult might be your only allies.

Consider acquiri ng equipment that aids you in hiding your
true allegiance, augments your abiliry to command undead,or
offers you some long-range offensive capability. In addit ion,
try coacquire some magical protection and decent we:Jponry
so that melee becomes a viable choice for you.

TENEBROUS APOSTATES
IN THE WORLD

"TIley scll their souls nolmerely to a If l1r r~ god,bul 10 a false0 11£'. 1

ca ll tl1inJzof110 aJlegil1l1fc more vi/e."
- Jozan, adventu ring cleric and servant or Pelor

ADVANCEMENT
You might have come to thi s prestige class through member
ship in an Orcus sect or a cult ofTenebrous, or you might
simply have discovered the secret nature of this vestige whi le
progressing as a binder. If you belong to a sect dedicated to
either Orcus or Tenebrous, you begin your service byserving
as the eyes of your cult in othe r organizations and communi
ties. At higher levels, you could become an enfo rcer for your
sect, or even a seeker of ancient lore.

As you attain higher levels, focus on imp roving your
Chari sma score, bur don't neglect your \Visdorn score either.
Study which monsters make the best skeletons and zom
bies-not merely from a combat perspective,bur also in terms
of stealth or speed. You r abili ty to control and posses s such
creatures opens up a wide range of strategic and tactical pos
sibiliti es for you. \'('hen you select sk ills and spells, consider
focusi ng on those that enhance your -deceptive abilities, such
as Bluff and anti-d ivinat ion spells, since you cannot afford
to be exposed 3 S a Tenebrou s apostate.

patron. This wide-ranging persecution might cause you to

resent others and even seek vengeance upon them.
If you are a member of a Tenebrous cult , you r rank is

probably based on experie nce and prior service to the sect.
Considering how small such cults are, however, ran k might
hold little meaning, since you're one of probably onlya hand
ful of people.

RESOURCES
Perhaps the greatest resource others in your sect can offer you
is support and companionship. Everyone else in the world is

CO MBAT
Upon becoming aTenebrous apostate,your best strategy is to

either hang back and use your spells to aidyour allies,or select
a lightly armored foe, close swiftly, and bring your target
down quickly in melee combat As you advance in the prestige
class, you gain much greater power over undead, and your
abilitie s rival those of single-classed clerics of comparable
character level with respect to mind less undead. \Vhen you
reach the pinnacle of your abilities as a Teneb rous apostate,
you can engage foes with littl e risk because your umbral
body form offers both pro tection from physical attacks and
unparalleled mobility.

TABLE 1-6: THE TENEBROUS ApOSTATE HIT DIE: 08

Base
Attack ForI Ref Will

Level Bonus Save Save Save Special . ~:.._~s~~~e:lI:ca~s:t~i n~g::;:::;:=;::;-::;;=-.:::-::~
1st +0 +2 +0 +2 Eternal bo ndage, Tenebrous 's rebuke...l
2nd +1 +3 +0 +3 Soul binding +1, visage of the dead
3rd +2 +3 +1 +3 -Des troy/ em power undead, sou l bind ing",;-_.._ ':"!= i"""=
4th +3 +4 +1 +4 Soul binding +3. umbrai body
5th +3 +4 +1 +4 Blast of the void, soul binding +4



TENEBROUS APOSTATES
IN THE GAME

Tenebrous apostat es might first appear in >'our campaign as
members of a religious sect opposed to the pe s, as a h idden
threat within an apparent ly normal com mu nity, oras rivals
that PC binders mu st thwart lest they do even more harm to
the class's alread y PO Of rep utation.

The Tenebrous apos tate appeals to player s who enjoy por
traying da rker ch aracte rs and prefer to focus on less di rec t
merhods ofconfrontation. So long as they are n't co nstantly
encountering situ ation s rhat render their abilities useless,
and they can portray their need to hide from others without
tu rning every game int o a "run from the 13,,/ ' situ ation, play
ers should continue to enjoy th e class.

DC 20: Tenebrous was rightly linked to the demon pri nce
Orc us, Some say the two were once one and the same, but
that they some how split into two en tities.

ADAPTATION
Tenebrous apostates need not be con nected inex tricably to
Orcus.They could be operatives of :my god or vestige ofdeath ,
althoug h ifyou choose to lift the binder prerequisite from the
prestige class, you'll need to find some other source for the
abil ities that Tenebrous wou ld nor mally grant. Alternatively,
the Tenebrous apostate class can serve as inspiration for the
crea tion of prestige classes specific to othe r vest iges.

SAMPLE ENCOUNTER
pe s facing aTenebrous apostate for the f rsr time are unlikely
to know who thei r ene my really is. Tenebrous is no t widely
know n, and those who have heard of h im believe him either
dead or wholly reverted to hi s Orcus persona. Thus, a Ten
ebrous apostate might remain cloaked in mystery for a long
time before his true natu re is revealed.

EL 15: The doppelganger Luxx learne d pact magic from
the binder \vho enslaved him. He always bristled un de r hi s
master's command because he felt that he could not achieve
his true potential whil e working in his master 's shadow,
Binding to Tenebrous, however, inspi red him to wi n his
freedom.

Lux x saw him self in Tenebrous's story, and after murder
in g hi s master, he began to worship Ten eb rous as a deit y.
Now Luxx seeks out othe r Teneb rou s wors h ipers to set
them on what he sees as the proper path -c-re ta] disengage
ment from Orcus. In disguise, he in filt rates Tene brous
cu lts and kills those who seem to sympath ize with Orcus
worshipers. Luxx is a perfectionist in all he does, and he
hates dis trac tions.

The party migh t encounter Luxx as either a member or
leader of a Tenebrous cult. He could act as an ally or as an
enemy,depending on the PCs' relationship wit h the target of
his nexr assassina tion attempt. If Luxx has been in the same
place long enough to establi sh a base, he probably alr eady
has several undead under his command. True to [he being
he worships, Luxx prefers shadows as serv itors.

ORGANIZATION
No rwo cults of Tenebrous (or Orcus, for thar matter) are set
up in th e same way. In most instances, rhe more powerfu l
members- be they clerics,Tenebrou s apostates,or members
of some other class-hold SW'lY over the oth ers,Advancement
often comes through the death of a superior. The on ly true
commonality among Tene brous sects is the burning desire
ro see the fan ne r god return to hi s divine state and rise
higher, eventually becoming the ultim ate power of death
and dark ness.

TENEBROUS APOSTATE LORE
Character s with ranks in Knowledge (the plan es) or Knowl
edge (religion) can research Tenebro us apostates to learn
more abou t the m. \X'hen a character mak es a skill check,
read or paraphrase the following, including the in formation
from lower DCs.

DC 10 : The Tenebrous apos tates are devour followers of a
spirit thar was formerly a dark god of und enh.

DC 15: Tene brous apos tates combine clerfcnl magic with
the ability to bind unholy spirits. Th ey comma nd un dead
and manipulate darkness.

of Tenebrous have ever been record ed , since few neutral
Tenebrous apostates are wi lli ng ro engage in the sort ofacts
nece ssary ro usur p control of an enti re com mun ity.

NPC REACTIONS
Most people who know the nature of Tenebrous apostates
react to them with hostility . Some hate them just for being
binders; others despise them for their worship of'Tenebrous
as well as the ir perceived connection to the demon prince
arcus.

Tenebrous sects are opposed by nearly all religi ous orga
nizations and churches (particularly but not exclusively
good -eltgned ones), by most governments, and even by some
Orcus cults. Oddly, Tenebrous apostates sometimes receive
kind treatment from devil s, and adevil knowledgeable about
the pres tige class mighr even be helpful.

NOTABLES
Within the ranks of the Tenebrous apos tates, three names
stand our.The first is SU\<Js I'hond,a convert from the worship
ofVecna who now leads a sizableTene brous culr. The second
is Urluran Kafael. apowerfulghoul. Tho ugh she belongs to no
sec t, she is perha ps the greatest un dead Tenebrous apostate.
The th ird is the mysterious Luxx, who remains an enig ma.
Legend has pain ted him as an ore, an elf, a hobgoblin, or an
ugly human, depe nding on the teller. \X' harever his true race,
Luxx is said ro have risen th rough the rank s of several Ten
ebrous cu lts and destroyed them all from Within. Despite this
history, he maintains his abilities and Tenebro us's favor,much
to the confusion of othe r aposrares, Luxx is something of a
bogeyman to the various Tenebrous cults,all of which would
dearly love to captu re h im, learn his true goals, and find out
why Tenebrous has not pun ished his transgressions.



CLASS FEATURES
As a witch slayer, you gain abilities th at he lp you fight supe r
natural agents possessing other beings.

Smite Sp ir it Sh a rer (Su ): Once per day per witch slayer
level, you can smi te a binder with a bound vesrige or any

Class Skills (4 + Int mod ifie r per level): Bluff,
Concentration, Craft, Decipher Script , Gather Informat ion ,
Intim idate, Knowledge (arcana), Knowledge (history),
Knowledge (local) , Knowledge (rel igion), Knowledg e
(the planes) , li s ten, Professio n, Search, Se nse Mot ive.
Spellcraft. Spot. Survival.

TABLE 1-7: THE W ITCH SLAYER HIT DIE: 08
Base

Attack Fort Ref Will
level Bonu s Save Save Save Special
1st +1 +2 +0 +2 Sm ite spirit sha re r
2nd +2 +3 +0 +3 Mettle
3rd +3 +3 +1 +3 L.:ocate possession
4th +4 +4 +1 +4 Slippery mind
Sth +5 ~4 +1 +4 Momenta ry disju~ction

\X/itch slayers devote the mselves to capturing and destroying
rhose who share rheir souls with other enrities. Nor conrent
with hunting on ly binders and othe r practit ioners of pact
magic, th ey seek our and dest roy anyone who gives up com
mand of his soul.To a witch slayer, it does n't mat ter whe ther
rhe target is a possess ed wizard or a virt uous binder; anyone
who harbors rwo sou ls in the same vessel is an abomination .
Though they are often found in the employ of organiza tio ns
that oppose binders and demonologists, wirch slayers serve
many different kinds of masters, so long as the pay is worth
[he risk.

"All insidiousgroup, thesebinders.Th cy are dangerousand unp re

Ilirlallle, anti they pose11 significant rjsl~ to the divillcartier."
-Sybela n , Se ro pae nean Wi tc h Slayer

BECOMING A WlTCH SLAYER
The ranger class offers a good selection of class features thar
complemen t those gained from the witch slayer prestige class.
However, bot h of the ski lls requ ired for ent ry int o rhe class
are cross-class skills for a ranger. Fighters and palad ins often
become witch slayers as well , and paladins have no problem
meeting the skill requiremenrs.Clerics and \.... izards can make
excellent wirch slayers, but the class is not popular among
spellcas rers because it lacks a spcllcasung progression.

The key ability for a wirch slayer is Charisma because vari
am class feature s-including the smite ability-depen d on

it. Wisdom is also important because it impro ves both \,(/ i11
saves and awareness ski lls.

ENTRY REQUIREMENTS
Base Atta ck Bonu s: +5
Skills: Knowledge (re ligion) 4 ranks, Sense Motive 4 ranks
Special: Mus t have fought a binder or posses sed creat ure

Speed 20 ft. (4 squares)
Melee+ 1 shock hea,y mace +15/+101+5 (1d8 +2 plus ld6

electricity) or
Melee dagger +14/+91+4 (l d4 +1/19-20 ) o r
Melee s lam +14 (1d6+1)
Ranged masterwork ligh t crossbow +15 (1d8J19-20)
Base Atk +12; Grp +13
Atk Option s Supernat ura l Crusader, touch of the void
Special Action s acidic gaze (30 ft. ; 2d6 acid; Will DC 18

nega tes) , deeper darkness . detect thoughts
(Will DC 15), rebu ke undead 6/day (+5, 2d6+12, 9th) ,
swift flight oncel5 rounds, Tenebrou s 's rebuke (30 ft .,
heal l ldf to undead only), vess el of emptines s
(up to 10d6)

Combat Gear potion of displacement, potion ofinvisibility,
potion of pass without trace, potio n afshield of f aith +2

Abilitie s St r 12, Dex 13, Con 16, Int 13, Wis 14, Cha 16
SQ change shape, eternal bondage, pact aug mentation

(+1 insight bo nus on attack rolls , +1 ins ight bonus on
saves) , sou i bind ing (2 ves tiges, 5th level), soul
gua rd ian , suppress s ign, visage of the dead

Feat s Defense against the Supernatural, Dodge, Gre at
Fort itu de , Lightning Reflexes. Mobility, Spr ing Attack,
Supernatural Crusader"

Skills Bluff +15 (+19 wh en de tect ing thoughts),
Concentra tion +4, Diplomacy +8, Disguise +11
(+13 acting in character ; ....17 when detecti ng tho ught s ;
add itional +10 when us ing change shape) . Escape Art ist
- 4, Gather Informat io n +6, Int imidate +6, Knowled ge
(arcana) +3, Knowled ge (religion) +6 , Knowl edge
(the planes) +9, Liste n +6, Search +5, Sense Mot ive +6,
Spot +10

Poss ession s combat gea r plus +1 glom ered fuJI plate .
+2 heavy wooden shield. +1shock hea vy mace,
maste rwork light cros sbow with 20 bolts , amulet of
health +2, cloak ojChar;sma +2, boots ajspeed, dagge r,
31 gp

AC 28, to uch 11, nat-footed 27; Dodge
hp 120 (16 HD)
Immun e charm, fea r, fla nking. s leep
Fo rt +18, Ref +11, Will +18; +1 on saves against

s upe rn atura l ab ilities

Cleric Sp e lls Prepa red (Cl 3rd ):
2nd-desecrate (CL 4t h), invisibilityD, unde tectable

alignment
1st-cure light wounds, divine. f avor, emropic shield,

protection[ rem goodD (Cl 4th)
O-detect magic, fight, readmagic, resis tance
0 : Domain spe ll. Deity: Ten ebrous . Domains: Evil,

Trickery.
Vest iges Typica lly Bound (EBl 10th, bind ing check

l d20 +n ): Geryon, Tenebrous

Luxx CR1S
Do ppleganger binde r 8/c1eric l lTenebrous apostate 3
NE Mediu m monstrous humanoid (shapechanger)
fnit +1; Senses all-around vision, darkvision 60 ft .. see in

darkness; Liste n +6 , Spot +10
Languages Common, Elven



cre atu re possessed by another (by means of malevolence; n
dual mind,or any similar abiIity) with a no rm al melee attack.
You add your Char isma bonus (if an y) ro your artack roll and
dealt ex tra point of dam age per witch slayer level. If you
accidentally smite a creature th at is not either possessed or
bound to a ves tige, th e smite bas no effect, bur th e abil ity is
still used up for th at day.

Mettle (Su): Beginning ar znd level, you can shrug off
magical effects that cou ld harm you. [fyou make a success
ful \'('ill or Fort itu de saving throw th ai wo uld normally
reduce (rarber than negate) a spe ll or othe r magical effec t,
th e magic has no effect on you at all. An y spell t ha t is nor
mally negated by a successf ul savi n g th row is unaffected
by rhis abi lit y,

Locate Possess ion (Su) : By th e lime you attain Srd level.
you have att uned you r senses to disce rn th e presence of
possessing forces. By conce nt rati ng tor a full round , you
can de termine the presence or abse nc e of an y possessing
mind within a eu-foor cone. By concernraring for a second
full rou nd, you can determine th e location of th e possessed
creature or objec t. A pos sessing creatu re wh ose Hit Dice
are higher than your cha ract er leve l can atte mp t a \'(Till
saving throw (DC 10 -I- your wi tch s layer level + your Cha
modifier) to avoid de tectio n. An oppone n t rhar succeeds on
th e saving th row has immunit y to yo ur locate possession
ahiliry for 24 hour s.

Slip p ery Mind (Ex): At 4rh level , you gai n th e spec ial
rog ue abil ity slippery mi n d (PH 51).

Momentary D isjunction (Su): At 5th level, you can tem
pora r ily di sable the spellcasting, spe ll-like, and supernatural
abili ties ofa single creatu re within 30 feet as a sw ift acrion.If
the target fails a wrnsaving throw (DC 20 +yourCha modi
fier), it ca n not "use spells, spell-lik e obiIit ies, or supe rnat ural
abili ties of any kind , as if affected by an a"li/J1agie fic/d , for
1 round . O nce you have used this abil ity, you ca n no t do so
again for 5 rou nds.

Mulriclass Note: A pala d in wh o becomes a wi tch slayer
can co nt inue advancing as a pa lad in.

PLAYING A WITCH SLAYER
When hunring those who sha re th eir souls wi th Other beings.
you must keep your wi ts about you and your weapon handy
at all times. You take pains to look like any other mercenary
because kee ping a low pro file helps yOll track your quarry.
Be prepared ro face any challe nge . Many of rhose who house
ex tra sou ls are just fools wh o dabble in th e forbidden, but
a few choose to accom modate de mons, ghos ts, or worse in
the ir bodi es.

As a witch slayer,you perform tasks for a loosely struc tu red
organi zation rhar is an outg rowth ofthe Order ofSeropaenes
(see page 90). Th is organization is d ivided inro numerous
local gro ups called cote ries, each of which is led by th ree
senior witch slayers collectively know n as th e co unc il. In all
probability, you were recru ited by a sen ior member of one of
these coteries.

COMBAT
In you r firs t battles as a witch slayer. it's best to focus on
elim inating lackeys and minion s wit h your sword wh ile
you develop your defen ses agai ns t magic. As you advance,
you gain the abili ty to avoid many magical effects that might
otherwi se d issua de or dam age you. Your mettle and slippery
mind abili ties in particular pro tec t you from many kinds of
magica l attacks.

When you reach th e pinnacle ofyour abi lities, momentary
d isjunction becomes your most let hal weapon in a figh:
against binders or spellcas rers . Use it when you are in posi
tion to make a full arrack, or to use some ot her maneuver
that disa bles the target when its defen ses are down. Pair with
a tough melee specialis t, such as a fighter o r barbarian, to
maximize the amount ofdamage you can deal, and always try
to elimina te your opponent quick ly before she has a cha nce
to esca pe.

ADVANCEMENT
\'(Ti tch slayers hungrily recruit foll owe rs to rheir cause.
As a new rec ru it, you are expected ro perform the scur
work, cook ing, cleaning, guardi ng, and a variery of other
menial tasks for your coteri e. During th is period, you earn
the respect of your peers and pro ve you r sk ill s in combat
with eithe r sreel o r spell. Upon artain ing your first level of
witch slayer, you arc welcom ed as a ful l-fledged m ember
of the co ter ie.

As a lew-ran king member, you are assigned man y dan
gerous job s. You often work ahead of a gro up to root out
the po ssessed, or to scout a hau nred stre. All such tasks are
intended to test your mettle and help you prove you r wort h
to the group. The counci l might also di spatch you to ki ll
wanted bind ers, or possibly ro capture th em on behalf of
some employer and esco r t th em to a designated locat ion.
In time, you can freelance, taking any side jobs you wish to

suppleme nt your income and expand your experience.
Awaren ess skill s are cri tical for a witch slayer, so kee p your

listen, Search , Sense Mot ive. and Spot modifiers as high as
possible. Gather Information and Knowledge skills can give you
an edge in seeking our soul sha rers, so ir'swise to devote some
skill points to those as well. Feats that augme nr your defenses
could also pro ve useful. so pick up Combat Expertise and
Mobility ifat all possible. For equipment, purch ase items that
boost your saving throws.Cloaksofreslstanct", llerillptsofWisdom,
,UJlUlets ofhealth, and glolli's of Dcxkrity are all grea t choice s.

RESO URCES
Even the sma lles t co terie of witch slayers mai n tains a net
work of sympathizers and conracrs. The information tha t
suc h a network ca n provide abo ut kn own and suspected
binde rs is perhaps th e greates t resource a core rie can offer,
since kn owl edge of a mark's movements and habits is crtri
ca l to the success ofyour mi ssion s. Membership in a coterie
gra ms you a +2 circumstance bonus on Gather In fo rm ation
chec ks regarding users of pact magic in communities tha t
are frie nd ly to wi rch slayers.



Crei»s ,Ualler. a htlman 1vilch r/a)·t r

as the \X'hite Swords . During h is tenure with th e co te rie.
Ambrose and his allies single- handedly cap tu red or killed
nearly fift}, binders. The Whi te Swords served the Church
ofSt. Cuthbert and became famous th rough out th e civi lized
world for thei r effectiveness and righteous zeal.

However, the glory of thi s near-legend ary group did
not last. Perhaps because of his overl y zealous efforts at
exterminating binders, Mic hael event ually lost his paladin
abilities. Still he pressed on, believing rharhis god was merely
testing his faith. Slowly, Michael became less and less able
(Q dist inguish be tween the here tic and th e in noce nt , and
the atrocities he com mitted in the name of righ teousness

became infamous. At last,
the \X'hi te Swo rds cast
hi m ou t of their coterie,
les t he fam ish their name
furt her .

Appa lled , M ich ae l
joi ned the Order of Sero
paencs 50 that he cou ld
continue h is mission for
his god di rectly instead of
thro ugh intermed iar ies
who had obvious ly been
bli nded by evi l. O n occa
sion, the fac t tha t he still
can not comm unica te with
h is god d is tu rbs h im. He
remains con vin ced, ho w
ever, that this diffi culty is
merely a tes t, and tha t one
day 51. Cuthbert will show
er him with blessings.

ORGANIZATION
No two wit ch slayer cote
ries are th e same. Some
co ns is t exclus ively of
palad ins, while o thers wel
come on ly witch slayers
with clerical backgrounds,
and still others are open
to witch slayers who corne

from any class . Each co terie cons isrs of ten to forrv core
member~ (witch slayers) and up 10 one hu nd red Sl~ pport
staff, in clud ing sp ies, se rvants. craftsmen, and mercenar ies.
Each co te rie has a name that is selected on its incep tion by its
th ree founders. Coterie name s ten d to be somewhat flashy,
suc h as \'(' hite Swo rds, Rooks, Conve nticle of the Th irte en,
Crimson Moon Slayers, or the like.

Th e counci l tha t leads each cote rie is mad e up of th ree
senior wi tch slayers-one with a rog ue emphasis, one with
a mart ial emphasis, and one wi th a spe llcas u ng emphasis.
Their tides are Srealrh. \'I{ar, and Mag ic, respec tive ly. \Var
oversees the cot eri e's milir nry arm, Stealth controls espio
nage and assassination, and Magic manages the spellcasters.
As a body, the cou nci l ma kes all decis ion s about wha t jobs

In addition, witch slayer cote ries have a repurauon for get
ring th e job do ne when it counts. Thus, witc h slayers from a
part icularlywell-known gro upcan gain audiences with high
priests and influe nt ial nobles immedi ately.

Finally, coteries enjoy steady employme nt. Even mem bers
wh o do jobs on the side have an easie r time fin di ng work
th an do inde pe nde nt advent urers. A member of a co terie
receives a +2 bo nus on Gather Informa tion checks mad e to
see k employment.

Any party of PCs t hat
includ es a binder ca n
expect to face a witch
slayer at some point. But
,v·he n you need a sin is
fer group of wa rriors for
your campaign,consider a
coter ie of witch slayers. Its
members are inti midatin g
veteran s of supernatura l
battl es. harden ed by their
ex perien ces, and th ey
ma ke un relenti ng, impla
ca ble foes. Many large
religious institut ions rely
exclusively on witch slay
ers to track down heretics
and enemies of the faith.
In fact, wit ch slayers enjoy
such prominen ce in the
major churches tha t rhey
can typicall y come and go
as they please and se-t their
sight s on any targets the}'
choose.

WITCH SLAYERS IN THE WORLD
"Relftl tft'ss jackals. t've rycue."

- Maduvan, Danrahon

Bound Knight of the
Sacred Seal

DAILY LIFE
Most days, a witch slayer does not h in g bu t wa it-ei ther for
the next job, or for informat ion about a suspect [0 trick le in
from hi s spies. Th us. he has plenty of time to adven tu re and
is relatively free to undertake whatever side jobs or quests
he chooses. Even for such diversionary excurs ions. however.
witch slayers usua lly prefer missions that involve trac king
dow n undead. fiends , or rogue spe llcasters ,

NOTABLES
Oddly, th e most famous witch slayer 110 longer claim s to be
one. Michael Ambrose, a form er paladin who is now garrison
comma uder ar the Seropaenean Tower ofWoe (see page 100).

once serve d on the counci l of a witc h slayer co teri e k nown



WITCH SLAYERS IN THE GAME
\Vitch slayers are nnrural fo ils for binders. A coterie follow
ing up on a lead abo ut a coven ofanima mage s or binders can
app ear in the reg ion wh ere the cha racters are based at any
t ime. Alternatively, since witch slayers do k now the value
of di scretion, a coter ie might always h ave been present-its
mem bers might simply have chosen to act covertly unt il it

served the ir purpose to do otherwise.
A w itch slayer can be a great characte r ch oice for a player

who likes mystery and int rigue. \Vitch slayers have the inves
tigator y skills 1'0 track down thei r quarry an d the com bat
prowess to deal with foes when they find them . If you have
a witch slayer PC in your group, be sure to let h im do some
inves tigation and interact with NPCs during h is hunt.

ADAPTATION
Althoug h witch slayers are designed as opponents for binder
PCs or ~PCs, you can use th is class even if you don't use
pac t magic in your game. A w itch slayer m igh t, for example,
func tion as a maverick slayer ofevil if you sim ply cha nge th e
smite sou l sharer ability to sm ite evi l.

WITCH SLAYER LORE
Charac ters wi th t an ks in Knowledge (religion) can resea rch
wt rr-li slayers to learn mo re about th em. w hen a cha racter
makes a skill chec k, read or paraphrase the follow ing, Inclnd
ing the in for mation from lower De s.

DC 10:Wi tch slayers form groups called coteries tha t serve
various chu rches by hu nt ing dow n and killing heret ics.

DC 15: Always give deference to a witch slaye r, lest he
suspec t you of being a heretic.

DC 20 : \'X'i tch slayers are not beholden to any part icular
god . A cote r ie that serves th e Church of Vecna one week
migh t work for the Church of He ironeous the next.

D C 25: \Vitch slayers are most concerned abour creatures
that sha re thei r sou ls-both those that are possessed and
those that give up th eir sou ls w illingly.To them, both kinds
of sou l shar ing mer it death.

Contacting agroup of witch slayers is easy.A successful DC
15 Gath er Information check reveals whether a co terie exists
in a give n city. A characte r wish ing to hire a coterie gai ns a
+4 circums tance bonus on thi s check if she is a cler ic, or a
+2 bon us otherwise. Alternatively, a PC can contact a local
church of Heironeous, Wee [as, Vecn a, or St. Cu thbert, since
all these institutions tend to ke ep coteries in their employ.

SAMPLE ENCOUNTER
In an effor t to ferret out a network of spies in th e employ of
a binder, a gro up of wi tch slayer s comes to town and begins
to burn down homes an d captu re ci tizen s without exp la
nation . A witch slayer might approach the PCs for help in
locating an ev il ani ma mage, or perhaps a fugi tive binder
hires the cha rac ters to escor t him th ro ugh territory held by
rhe White Swords .

£ L 1 2 : Croius Mal ter, a witch slayer and part-time cle ric
of St. Curhberr , corn ers the PCs in an alley w ith rhe aid of

NPC REACTIONS
Most people fearwitch slayers. Commoners tend to shun them,
d isplaying an unfriendly att itude at bes t.Those few ordi na ry
fol k whodo no t go our of their way to avoid w itch slayers nev
errhe less resen t them, treating t hem with indifferen ce.

Clerics associated with the O rde r of Seropae nes are
gen erally fr iend ly toward wit ch slayers , bu r even they have
reservations abour such individuals. Overall , they consider
witch slayers an undesirable means to a good end. Clerics
not affi liated with the ord er tend to be unfr iendly because
they see witch slayers as zealot s-mercen ari es who accept
gold for th e blood of innocents.

Binders are nnorher matt er ent irely. Since witch slayers
exis t to dest roy users of pact mag ic, t hey represent a th reat
not on ly to the binder's liveli hood , but also to his freedom
and hi s life. Binders and their ilk are always hostile to w itch
slayer s.

to take, mana ges the expend iture of resources, and con firms
new candidates. Its members also represent the group
to poten tial employers-ofte n t he Orde r of Serop aenes,
th ough various churches ma ke ex tensive use ofwitch slayers
as we ll.

The three lender s parcel out jobs to members of the cote
r ie based on their skills and sen iori ty. Though th ey tend to

give new membe rs rather dangerous tasks, they know their
members' abil ities quite well and don't risk lives needlessly. I f
agiven mark is unu sually powerful, the co un cil itself mig ht
even undertake the job.

Th e counci l confers with the leaders of oth er cote ries by
means ofspe lls and messengers on matte rs that affec t wi tch
slayers at large or issues tha t cro ss boundarie s betwee n areas
of influence, but they otherwise ma in t aiu litt le con tact with
athe r coteries. O nce a year, each coter ie's council sends one of
its three members to a mee ting held at a newly chosen secret
locat ion. Th ere the leaders di scuss plans, med iate d isp utes,
det er m ine ter rito ries, and man age any oth er bu siness for the
up coming year.

Alt hough the cou nci l controls muc h or the coter ie's busi
ness, an in tricate hierarchy guides those beneath them. Each
leader has two advisors known ashands, who carry our orders
and pass along com ma nds cou nderli ngs. Ben eath each hand
arc up to five fingers, each ofwhom controls a squad ofw itch
slayers. Promotion is based on bot h merit and sen ior ity.
Senior members receive first consideration for any vacancies
in higher pos itions , but the counci l sometimes does promote
newer members wh o prove more effec tive and useful to the
larger orga n ization than the ir senio r fellows,

E 3 Ch wi tch slayer cot erie stakes a cla im (0 a parti cular
reg ion , and rivalr ies sometimes erupt wh ere te rrito ries
overlap. Rivalr ies also exist within th e coter ies th emselves,
since the members of each branch tend to see themselves as
better and more usefu l than the others. Th e counc iImembers
enco urage such competition bur are careful to prevent it from
getting our of hand.



Aura Strength
Faint
Moderate
Strong
Overwhelming

Minimum Effective
Binder Level
lst-4th
5th-9th
10th-14th
15th or highe r

Each round,you can turn to detecrvesrige-bound individuals
in a new area. The spell can penetra te most barriers, bu t 1

foot ofstone, 1 inch of com mo n metal, a thi n shee t of lead ,
or 3 feel of wood or dirt blocks it.

Divinat ion
Leve l: Cle ric 1, paladin 1, sorcere r/wizard 1
Com p onents: V, S, OF
Cas ti ng Time: 1 standard action
Ran ge: 60 ft.
Ar ea: Cone-shaped emana tion
Duration: Co ncen tration, lip to 1 minure/ level (D)
Savi n g Throw: No ne
Spell Resistance: No

You fo cus yo ur milld at1l1let jcnr senses prollt' Ihe room, lliu sfitig

lltl d seeking forany trace ofa bound vt'slige.

Abilities Str 16, Dex 13, Can 14, Int l 0, Wis 12, Cha 8
Feats Dodge. Improved Initiative, Iron Will, Lightning

Reflexes, Mobility", Spring Attack", Weapon Focus
(Iong sword) ' , Weapon Specia lization (Iongsword) '

Skills Climb - 7, Intimidate +8, Jump -13 , Ride +7
Possess ions comba t gear plus +1 halfp (ate, tower shield,

+1 longsword, lon gbow with 20 arrows, etoak ofresistan ce
+1,dagger, 5 gp

YOLI can derecr an aur a emanat ing from anyone currently
bound 10 a vestige who is wi thin the spell's area.The amount
ofi n forma tion revealed about each shared soul depends on
how long you study a particular area. as follows.

1s1 ROlllhl: Presen ce or absen ce of vestige auras.
2,111 Round: Number of vest ige auras in the area and the

streng th of the st rongest vest ige presen t.
3nl ROJltld: The srre ngrh and location ofeach vestige-bound

individua l. If an aura is outside your line of sight, then you
discern its d irec tio n but not its exact location.

Aura StrrugtltThe streng th of a vestige aura is dete rm ined
by the minimum effective binder level necessary to sum mo n
it, as given on the fol lowing table.

Speed 20 fl. (4 squares)
Melee +l/ongsword +9/+4 (ld8+6/ 19-20)
Ranged longbow +7/+2 (l d8/x3)
Base Atk +6; Grp +9
Atk Options Spring Att ac k
Combat Gear potion ofcure light wounds, potion of cure

moderate wounds, potion of shieldoffaith +3

DETECT VESTIGE

NEW SPELL : DETECT VESTIGE
Several wi rch slayer Magics worked rogerher to develop this
spell for de tect ing the presen ce of vesti ges.

CR 6

AC 22, touch 10, flat-footed 22; Dodge
hp 49 (6 HD)
Fort +8 , Ref +6, Will +6

his t hree mercena ries . He accuses a spe llcas ter in the par ty
of being a heretic and binder.

Abilities Str 15, De. 18, Ca n 14, Int 10, Wis 12, Cha 8
SQ animal companion (warhorse stabled at inn), locat e

posses sion, wild empat hy +3 (-1 magical beas ts)
feats Alertness , Endurance", Improved Two-weapon

Fightin g, Investig ator, Track", Two-Weapon Defense,
Two-Weapon Fight ingB

, Weapon Finesse, Weap on Focus
(short sword)

Skills Con centration +7, Diplomacy +5, Gather Informat ion
+10, Hide +9, Intim idate +9, Knowledg e (local) +2,
Knowledge (religion) +4, Listen +7, Move Silent ly+8,
Ride +10, Search +5, Sense Motive +11, Spot +12,
Survival +8, Use Rope +9

Possess ions combat gear plus +1 m ithral shirt, +2 hum an
ban e short sword, mas terwork short sword, long bow
with 20 arrows, gloves ofDexterity +2, eyes ofthe eagle,
dagger, 16 gp

Speed 30 ft. (6 squares)
Melee +2 human bane short sword+16/+11 /+6 (l d6+ 4/ 19

20) a nd
mwk short sword +15/+10 (ld6+1/19 -20)

Ranged longbow +15/+10/+5 (l d8/x3)
Base Atk +11 ; Grp +13
Atk Options feat of strength l /day (+3 Str fo r 1 round),

smite l /d ay (+4 att ac k, +3 damage) , favored en emy
hu ma ns +2, sm ite spirit share r Sjday (+0 attack, +S
damage)

Special Actions momentar y disju nction oncej 5 rounds
(Will DC 19 nega tes)

Combat Gear scro ll of lesser restoration, scro ll of remove
fear, scro ll of shieldoffaith

Ranger Spells Prepared (CLZnd]:
1st- speak with animals

Cleric Spe lls Prepared (CL3rd):
2nd-bull's strengthD

, zane of truth (DC 13)
1st- detect vestige*, divine fav or, em roptc shield, infl ict

light woundsD (me lee touc h +13, DC 12)
O-detect mag ic (2), light, resistance
D: Domain spe ll. Deity: SI. Cuthbe rt . Domains:

Destruct ion, Strength .
' New s pell de scr ibed at right

AC 19, to uch 14, flat-footed 15; Two-Weapon Defense
hp 119 (12 HD)
Resist mettle, s lippery mind
Fort +13, Ref +10, Will+7

MERCENARIES (3)
Male human fighter 6
N Medium humanoid
Init +5; Sen se s Listen +1, Spot +1
languages Common

CROIUS MALTER CR 12
Male hum an range r 4/c1eric 3/witch slayer 5
N Medium humanoid
Init +4; Senses Liste n +7, Spot +12
Languages Common



PACT MAGIC FEATS

Benefit
Gain one power from a c ose n l st ·level vestige
Bind on e ves tige of up to 5th level
Gain a second gowe r from a bou d vestige
+1 ins ight bonu s on saves agai nst supernatural
attacks
Emf.!owers U{2ernatural ability; l l.aay· _
Enlarge supernat ural ability l jday
Attempt to prematurely ~xp'el vest ige l j oay
l/day bind ves tige as a full-rou nd action
Extend supernatural ability l / day .
+1 binder level with s pecific vest ige
+1 DC with favored vestige abilities
Reuse abi lities of favored ves tige faste r.
Ignore special requirements whe n s ummoning
ves tiges
+2 binder level when de te rmining eligible ves tiges
+4 conus on bindi ng cheeks
+2 to DC of any supernatural att ack l jday
+1 Ins·i ght bonus on attack rolls and dam age ro lls
agai nst a crea tur e with a supernatural sp ecial att ack
Make an att ack of opportun ity agai nst creature
act ivating a supernatural ability
Wiaen supernatural ability l jday

vestige usin g be th its name and its t itl e.The ri tual fails if you
can not be heard (for exa mple , if you are within the area of a
;;ilclI((':spelI).O therwi se, 11 manilestaricn ofth e vestige appea rs
in the seal's space as soon as you finish th e ritua l. Th is image
is not the ac tu al vestige; it is merely a figment-an illusion
th at ca nnot harm or be har med by any creatu re. Creatu res
th at in te rac t with th e im age or study it carefully aut om ati
ca lly recognize i r as ill usor y.The su m moned image ignores
everyon e but you, and if you fail to add ress it [o r 1 round. it
di sappea rs whence it came. The ves tige speaks in whateve r
language you used to call it.

To m ake a pact w ith your su mmone d vest ige, you m us t
make a bind ing check udzo + you r effec tive binder leve l +
your Cha mod ifier). This process req u ires 1 min u te, but you
can choose to make a rushed bi nding check as a fu ll-round
action at a - 10 penalt y.The DC for this check is provided in
th e descri ption ofeach vestige. You mu st m ake YOllr perilous
pac t alone: othe rs ca nnot aid yOlI in any way.

W he ther th e bi nding check succeeds or fail s, you gain the
po we r g ra nredby th e vestige for 2+hou rs. Du r ing rhat t ime,
you can no t r id yourself of the vest ige u n less you possess th e
Exp el Vestige feat. If you fnil th e bind ing check, however, the
vestige influe nces you r pe rsonal ity and your ac tions , and yo u
are said to have made a poor pact. (Specifically, the ves tige's
pre sence changes you r general demea nor, an d it can fo rce
you 10 pe rfor m or refrain fro m certain ac tions. The influence
of each ves tige is descr ibed in its ind ivid ua l ent ry.) I f your
bindi ng check is successfu l, the vestige has no control over

your actions an d doe s no t in fluence your perso naltry In th is
case, yo u are said ro h ave made a go od P:1Cl.

W hile under rhe influen ce of a ves tige, you must ad here
to its requ irem ents to the best of you r abi lity. If you are con-

Bind Vest ige
Bind Vestige
Knowled ge (arcana) 2 ranks

Prereq uisites

Supernatura l Crusader

Soul binding
Base ill save +4, soul bi oi!Jg
Spe cial attack
Knowledge (arcana) 2 ranks

~u pernatural ability, 6 HD
Supernatur al ability, 4 HO
Soul binding
Expel Vestige , Intimidate 8 ranks
SURernatural aoi lity, 4 HD
Soul binding
Favored Vestige
Favored Vestige
Soul bina ing

SURerna tura l ability, 8 HD

Emp ower Sup.ernat ural Abili Yo

Enlarge Supernatural Ability
Expel Vestige
Rapid Pact Making
Extend Supernatural Ability
Favo red Vest ige

Favored Vestige Focus
Rapid Recove~

Igno re Special Requirements

Supernat ural O pportunist

Widen Supe rnatural AO llity

Improved Binding, _
ille" e ct aking

Sudden Ability Focus
Supe rnatural Crusacer

Both those who practice pac t magic and those who oppm:p irs
practitioners mus t learn a variety of specialized tech niques
and strategies. The following feats offer b inders and their
foe s m an y different ways to interact w ith pact magic. Sev
eral might also prove useful to monster s with supernarural
abiliti es.

BIND VESTTGE
You kn ow how to make pacts with othe rworld ly spirits
ca lle d ves tiges.

Ben efit : By employing a short ritual, you can con tact a
vestige an d make a pact \vith if. You are treated as a tsr-level
bin der for th is purpose, regard less of your character level.
Thus, only tar-level vestiges are available to you. and }'OU

can bind to o nly on e vestige at a rime. Furtherm ore, un like
characters wit h the soul binding class featu re, you gain on ly

one power fro m th e vestige you bind, as g iven on Table 1- 9:

Bind Vestige Fea t Abil ities.
To contact a ves tige, you m ust d raw its uni que sea l visibly

on a su rface (ge nerally [h e ground ), making t he im age at
least 5 fee t ac ross. Drawing a seal req uires [he abili ty to
m ark a su rface and 10 co nsecutive ro u nds of co nc en tr a
l ion , and the ac t p rovokes att acks of op po rt unity. A sea l not
used wi thi n 1 minut e of its drawing loses al l po ten cy, and
yo u mu st draw a new one to co ntact th e ves tige. A ves tige
m ight also have other requireme nts for con tact, as noted in
it, en try (see page is).

O nc e the seal is drawn, you must perform a ritual requ ir ing
a fu ll-rou nd action to sum mon [he correspond ing ves tige.
Du ring thi s time, you mu st touch th e seal and ca ll a lit to the

TABLE 1-8: PACT M AG tC FEATS

Gen eral Feats
Bind Vestige

Bind Vestige, Improved
Practicea BinGer

Defen se against the Supe rnatural



ENLARGE SUPERNATURAL ABlLlTY
You ca n increase the range of a supe rnatura l atrack .

Pr erequisites: 4 H D1 supernatu ral ability.
Benefit: O nce per day, you can en large a superna tural

ability. \Vhen you use an enla rged superna tural ability, its
range inc reases by 100%. You mu st declare use of this feat
before you use the ability. A con tin uous lise ability (such as
a gaze arrack) can only be en larged for 1 round. En larging a
superna tura l abili ty does not require a separate action.

Th is feat doe s nor affect the leng th of a lin e or a cone, the
diameter of an ema nation (such as a gaze attack or frigh tful
presence),or the range ofany supe rna tura l abilit y not defin ed
by dista nce .

Speci a l: Th is feat can be taken mu ltiple ti mes. Each time
ir is take n, you can en large a supernatural ability one addi
tiona l rime per day. You cannot enlarge a particu lar use ofa
supernatural abili ty more than oncc.

EXTEND SUPERNATURAL ABlLlTY
You call cause a su pernatural ability wit h a du ration to last
longer than normal.

Prerequ isit es : 4 H D, supernatural abil ity.
Benefit: Once per day, you can extend a supernatural

ability that has adura tion . W hen you use an ex tended super
natu ral ability,it lasts twice as long as norm al. Asupemarura l
abilit y that has a duration of conce ntra tion, th at happen s
instan taneously, or th at perma nently affect s a target is not
affected by this fear. You mus t declare th e use of th is fear
before you use the ahil lty, Extending a supernatural abili ty
does not requ ire a separa te action.

EXPEL VESTIGE
You can expel a vest ige to which you are bound before the
durat ion of its pact with you ha s expi red .

Prerequisite : Soul binding.
Benefit: Once per day, you can attempt to expel a vestige

to wh ich you are boun d. To do so, y Oll mus t dr aw its seal and
go throu gh the enti re process ofsummoning it again. Ifyou
succeed on the new binding check, you expel the vestige
before it .."auld no rm ally leave you, and you can sum mo n
a different one to replace ir if you wish . Regard less of your
success or failure in expe ll ing th e vestige , you take a - 10

penalty on you r next bin ding check with any vest ige, an d
apply the same pena lty on your bind ing check rhe next time
you summo n th e vestige you expelled.

Normal: Abound vest ige does not leave you unrtl za hours
have passed since its sum mon ing.

An empowered super natural ability cannot be m axi

mized.
Sp ecia l: Thi s feat can be take n multiple times. Each time

iris taken, you can empower a super natural abili ty one addi
tion aI time per day. You cannot empower a part icul ar use of
a supernatu ral abil ity more th an on ce.

DEFENSE AGAINST THE
SUPERNATURAL

Your in-depth k nowledge of supe rn atu ral forces gra ms you
greater abili ty to resist their effects.

Prerequisite: Knowledge (arcan a) 2 ran ks.
Benefit: You gain a +2 ins ight bonus on sav ing th rows

made to resisr supern atural spec ial attacks.

scions and free-willed and you encou nter a siruation in which
you cannot or will not refrain from a proh ibited action or
perform a requ ired one, you rake a - 1 penalty on attac k rolls,
saving throws, and checks un til th at vest ige leaves YO ll .

As long as yOll are bound to a vestige, you manifest a specific
physical sign of its presence, as given in its entry. This sign is
real , not an illu sory or sbapech anging effect , and someone
using true seeing pe rceives ir just as it is. You can hide a sig n
by mundane or magical means wit hout penalty.

The vcsttgc is bound to your soul by t he pact. 1£ can not be
targeted or expe lled by any means except the Expel Vestige
feat , nor can it be supp ress ed except by an (ill timagic field or
similar effect.

The Difficulty Class for a saving th row against any super
natu ral powers granted by a vestige is '10+ 1/ 2 your effec tive
bin der level 7 your e hamodifi er.

Sp eci a l: Characters wh o have the abil ity to bind vesti ges
through other mean s (such as th e soul binding class featu re)
can not take [h is feat. Ifyou becom e 8 bin der after tak ing th e
fear, you lose its ben efit.

EMPOWER SUPERNATURAL ABILITY
You can use a superna tural ability with greater effec t th an
normal.

Prerequisites: 6 HD , supernatural ability.
Benefit: O nce per day, you can empower a supern atu ral

ability. \Vh en yO ll use all empowered supernatu ral abil ity,
all variabl e, numeric effects of the super natural ability are
in creased by one-half. A n empowered su pernatu ral abilit y
deals half agai n as much damage as normal, cu res h alf again
as ma ny hit points, affec t's halfagain as ma ny target s, and so
on as appropria te. Saving throws and opposed roll s (such as
the one made when you cast dispel Ilw gic) and supern atu ral
ahilmes w n hour random var iables are not affected. You mu st
declare use of this feat before you use the ability. A conti nu
ous use ability (such as a gaze attack) can he empowered for
only 1 round. Empowering a superna tura l abi lity does not
require aseparate action.

BIND VESTIGE, IMPROVED
You can bind a wider range of vestiges.

Prerequisite: Bind Vestige.
Benefit: \Vhen you bind a vestige using t he Bind Ves

tige feat, you do so as though you were a 5th-le vel binder.
Thu s, you h ave access to ves tiges up to 3rd level, though
yOll st ill can bin d only one at a time an d gain only one
power fro m it .



Vestige
Amon
Androma lius*
Aym
Dahlver-Nar'"
Focalor*
Haagent i*

Specia l: Th is fear can be taken multi ple times. Each rime
it is taken , you can exten d a supernatural abilit y one adel l
rional time per day. You canner exte nd a particular lise of a
supernatura l abi lity more than once.

FAVORED VESTIGE
choose one vestige to which y Oli have access, You establish
a close , mystical affinity wi th that spirit.

Prerequ is ite: Soul bin di ng.
Benefit: Your effective hin der level increa ses by 1 when

you use the abil ities gran ted hy you r chosen vestige,
Special: You can take (his [ear rnulrfple ti mes. Its effects

do not stack. Each tim e you take th e feor. it app lies ro a new
vestige.

FAVORED VESTIGE FOCUS
The supernatu ral abilities of your favore d vestige are more
porent (han no rmal.

Prerequisite: Favored Vestige.
Ben efit: The DC of eac h supernatura l ability grant ed by

your favored vesrige increases by 1.

Speci al: You can rake this feat multiple limes. Its effects
do not stack. Each time you ta ke th e feat, it app lies to a new
favored vestige (for which you must have a separate Favored
Vestige feat).

IGNORE SPECIAL REQUIREMENTS
Th e strange cons traints tha rvestiges place on their summon
ing are mean ingless to y Oll .

Prerequisi te: Soul binding.
Benefit: You can ignore the specia l requirements of ves

riges with whic h you make pacts.

IM PROVED BINDING
You are so adept at bindi ng vestiges that you ca n con tact
powerful one s more easily than other so ul binders can.

Prerequis ites: Soul bin d ing, Inti m idare 4 ranks.
Benefi t :Your effect ive binder level is 2 higher than normal

for the purpose of determin ing th e level of vestige you can
bind.This ben ern does not increase your binder level in any
other ci rcumstance,

PRACTICED BINDER
\XThcn you bin d a vestige , you gain an additional power
associated wit h it.

Prerequisite: Bind Vestige.
Benefit: \X/hen you bind a vestige usi ng the Bind Vestige

feat. you gain a second power, according to Table 1- 9: Bind
Vestige Feat Abilities.

TABLE 1-9: B IND V ESTICE FEAT AB ILITIES
Bind Vestige Practiced Binder
Power Power
Darkvision Ram attack
Sense trickery See the unseen
Ruinous attack Resistance to fire
Mad so ul Naturaf armor
Aura of sad ness Water breath ing
Immun ity to Weapon proficiency
transformation

Karsus* Karsus's senses He lIy agic
Ler~ e Hide bonus Weap'on p'roOciency
Malp' as"" Poi~o n use Biri:l 's ey~ing

Naberius Naberius's skills Silver tongue
Paimon* PatmOn's s~iIls Uocanny: doage
Rono ve Feather fall Sp'rint
Savno~* Call armo r SavnoK's armo r
""These vestiges are available on ly to nonbinders who have
the Improved Bind Vestige feat.

RAPID PACT MAKING
You r skil l wi rh pac t magic lets you bind a vestige ext remely
quickly! even in the heat ofcombat.

Pre requis ites: Soul binding, Int im ida te 8 ranks, Exp el
Vest ige.

Benefit: O nce per day,you can bind a vestige as a ful l-round
action.

Nor mal: Binding a vestige nor ma lly requires 1 minute.

RAPID RECOVERY
You can use the abilit ies or your favored vestige mo re [re

quenrly.
Prerequisite: Favored Vest ige.
Benefit : You ca n activate the abili ries granted by your

favored vestige once ever y 4 rou nds rather than once every
5 rounds. You musr be bound to the vest ige to use its abilities
with th is feat .

Specia l: You can lake (his fear multiple times. It s effects
do not stac k. Each tim" you rake th e feat, ir app lies 10 a new
favored vest ige (for which you must have a separate Favored
Vestige fear).

SKILLED PACT MAKING
Your strong will serves you well wh en making pacts wi th
vest iges.

Pre requis ites : Soul binding, base \XfiUsave +4.
Benefit: You gain :1 +4 bonus on binding checks.

SUDDEN ABILITY FOCUS
One of you r specia l at tacks becomes more potent than
usuaL

Prerequisite: Special att ack.
Ben efit : O nce per day, yOll ca n increase the save DC of

any spec ial ability you have-including the special abilities
granted by a vestige-by 2.You can stil l use the Abiliry Focus
feat norm ally if you have it, and th e DC increases stac k. You
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must declare the use of th is feat be fore you lise the abili ty.
A continuous-use abil ity (such as a gaze attack) can benefi t
from th is feat fo r on ly l round,

Specia l:This feat can be taken multiple tim es. Each time
you take it, you can apply the Sudde n Abil ity Focus feat one
m ore tim e per day. You canno t apply Sudde n Abi lity Focu s

more than once to <I single use of a specia l abili ty.

SUPERNATURAL CRUSADER
You are adept at figh ting supernatural creatures.

Prerequisite: Knowledge (arca na) 2 ranks .
Benefit: You gain a +1 insight bonus on attack rolls and

\veap on da mage rolls against a creature with a superuarural
specia l abil ity.

SUPERNATURAL OPPORTUNIST
You are adept 3 [ exploiting acreature 's momen tary distraction
while it activares its supernatura l abili ries.

Pr erequisite : Supernatu ra l Crusader,
Benefit: \Vh cnever a creature [hat you threaten activates a

superna tu ral ability, you can make an arrack of op po rtun ity
aga ins t rhar crea tu re. Thi s feat does not give you the abili ty
to make more- than on e attack of opportun iry in a single
round.

WIDEN SUPERNATURAL ABILITY
You can inc rease th e area of your super natural abi lit ies.

Prerequ is ites: 8 HD, superna tu ral abi lity.
Ben efi t : O nce pe r day,you ca n wid en a sup ernatu ral abi l

ity. When you use a wide ne d superna tu ra l abili ty, its area
increases by 100 %. Thus, aw idened lin e or cone is double the
normal length, and a wide ned burst. em anation,or sprea d has
twic e the norma l diameter. You mu st declare use of th is fent
before you use the abili ty. Widen ing a superna tural ability
does nor require a separate act ion.

Special: This feat can be ta ken multiple times. Each t ime
it is taken, you can w iden a supernatura l ability one addi 
tiona l time per day. You canno t widen a particu lar use of a
supernatu ral ab ility more than once.



IMPLEMENTS OF BINDING
Impll'melllS of bindillg enhance your abilit r to bind an d
co ntro l vest ige,. They help to focu s )'our concent rat ion
du ring the binding process and provide inc ent ive for (he
spir it to be amenable to your will.

Descrip tion : Inside an intricately ca rved teak box , :'I

set of unusua l objects rest s up on a red vebvet cus h ion. Th e
items are an ivory chalice, a bronze serpentine knife, and
three perfect ly spherical crystals.

When you use implrmwts of bllhli"g, the kn ife vibra tes
and the chalice creates a sof t ringing sound, while [he
three stones glow with th e bri gh rness of ca nd les.

Prerequ isite: Only charac te rs wi th the sou l bi ndi ng
class feature can use this item .

Act iva t io n: As part of the time it takes ro draw a vest ige's
seal properl y (see page 17). you can use imJ1kments of

bintiitlg ro aid the process of pact makin g. You
musr begin by placing the th ree crystals

aro und the seal to form an Inverted
triangle. Then you use [he k n ife to
ClI[ a small incisi on in each of you r
palms. J eali ng a IOta I of [ point of
dama ge, and squeeze rhe blood in to

th e chalice.
Effect: ImplelluI/l s ofbinding provide

a +2 competence bonus on your bin ding
check [ 0 make a pact wit h a summoned

vestige. In combat, the kni fe funct ions as
a nonmagfcal masrerwork dagger.
Aura/ Ca ster Lev el : Fain t tra ns rnuta

tion . CL 3rd.
Const r uc t ion : Craft \'V'ond rous Item , soul

binding abili ty, e,'gl,", ' I'lendo r, [,130 gp, 32 XI' .
1 days .
Var iants: ... 1 on binding checks (- 600 gp), +4

on binding checks (+1.400 gp), +6 on bind ing che cks
(+6,400 gp ). +8 on bind ing checks (+11,000 gp).

We ig h t : to lb.
Price: 1,530 gpo

SO UL LENS
A SOl/l iens refines and augm ent s the abilit ies gra nted by
a vestige.

Description: A S01l1 !('II S is a sapphi re mon ocle held in side
a gold ri ng. \,\'henever the wearer uses a superna tu ral abil
ity gra nte d by a vestige and augments it with thi s item, rhe
lens flashes wi th a soft blue lig ht.

Prerequisi te: You must be bound to a vestige ro use
t his item.

Activat io n : Using a scnl Iens is not an action ; you si mply
wear the item . It fills th e goggle slot.

Effec t : \,<!hile you wear a soul lens, the save DC of any
supe rnatu ral abili ty bes towed upo n you by a ves tige
increases by 1.

l mplemr fJl J
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A chime ofSH1'llrcssioll helps you gain contro l o r an unru ly
vest ige.

Lore : During the rime of Syfa l. binder!' creat ed
and used these items to conceal th e vestiges rhey
bou nd while they were hunted by the Seropaene
ens. (Knowledge [religion] DC 15)

Descript ion:Thi s tr iangular brass in strument
is insc ribed with stra nge ru nes and feels U J1\1SlI 

ally light. One end Iearures a hinged hand le
mad e of rosewood and a chain , also brass,
[hat ends in a metal striker.

Th e runes arc the con fo und ing
seals of th e vestiges, reinforced wi th
add it ion al markings tha t sugges t
cont rol and power. \Vhen struck ,
the in st rument produces an un set 
tling, echoing chime (h al can be
heard only hr the wielde r.

Prerequisi te: Thi s item func
tion s on ly if the wielde r is bound
ro a vestige.

Act ivat ion: As a standard action,
you touch the str ike r to th e chime.
You can use a ch ime three times per day. and its effect lasts
for 1 m in ute. You can on ly target a vestige wi th in you rself
with a (limit' of5Il1'prl'SS ioll.

Effec t : A chime ofsuppression temporarily st ifles one of
your bou nd vestiges (chosen by you a t [he time of use),
forcing its will int o the da rk corners ofyour mind . For the
duration of the effect, you lose access to all the abilit ies
granted by the spir it, bur it has no influence over you. and
you do not show its sign.

Aura/ Caste r Level : Moderate abjuration , CL 7th .
Co nstruc ti on : Craft Wond rous [rem, sou l binding

abilit y"Iimlissal, 1,900 gp, 152 XP, 2 days.
Weight: 1/ 2 lb.
Price : 3,800 g po

Binders rarely possess the power to emf magic items because
pact magic is (00 dissimilar to spe llcasting for its use to

facilitat e item creation. Even so, some binde rs who become
powerful spe llcasrers choose to apply their knowledge of
arcane or divi ne magic to the creation of implements useful
in pac t magic.

PACT MAGIC ITEMS

CHIME OF SUPPRESSION



TEETH OF DAHLVER-NAR
The strange and wond rous teeth llf Dllhh1er-Nllr give you a
physical link to th e vesti ges and their power.

Lo re: The trf tli oj D'llllt'l'r-Nllr bea r rhe name of the first
human to use rhem. Rumor amo ng the ignorant holds that
the teet h lie your soul to fiendish forces, grant ing th em
cont rol over your bod y and even your thoughIS. (Knowledge
[h istory] DC 30)

No on e knows who created the teeth, or eve n how it
was done. Bind er sc hola rs de bate wherher the item s ca n
be crea ted at ail-e-many contend th at a new one simply

comes into being whe n a soul trunsfor ms into a vestige.
(Knowledge [arcana] DC 30)

Ind ividu al to- th of D1l 11 lvrr-Nlll' have occ as ionally
bee n destroyed, but a new version ofade stro yed

tooth always crops up at som e later date.
However, no more than on e vers ion of a

particular tooth ever exists at any given
time. (Knowledge [h istory] DC 35)

Severa l versions ofthe story about
the or igin of rhe teethofDtllI 1 ~er-r-.:llr
exi st. but one aspect of it rem ains
co nstant: Dah lver-Nar, a h uman
cleric, d iscovere d the tee th an d
made th em known through h is
use of their powers. (Knowledge

[h istory] DC 30)

Legend says [h at using the teet h
too oflen or using too man y of th em

at once ca n drive th e user mad or tu r n
he r in to a toot h beast (see page 88). How

much of this ta le is truth and how much is
fiction rema ins to be seen. Many binder s have
atrempred ro find OUI by collec ring all t he
teet h , but as yet no one has man aged to obrnin

all of th em at once. (Knowledge [history] DC 30)

Description: Tt'elh of Dlllll vl'r·Nar differ in appearance
according ro their assoc iated ves tiges. Many look like the
teeth of var ious humanoids; o the rs appear more unu su al.
Eurynome's tooth , for exnrnple, is a molar as big as a dwarf s
fist , Acer erak 's tooth is a ruby sha ped like a c uspid, a nd
Zaga n's too th is a snake fang the len gth of an el f's hand,
~~ch roorh is inscr ibed with the seal of a vestige- th ough
It IS unbou nd by th e ou ter ci rcle com mo n to vestige sea ls.
The teeth change size to fit the user 's mout h, but only ju st.
Chupoclops's toorh ju ts OU I of th e user 's mout h in the form
of a tusk, beside th e two created by his sign.

Activa t io n : To emp loy one of these items, you must
remove one of you r ow n teeth an d pu r the tooth ofO,lhI Vfr

.'lllr in it s place. Th is bloody process requ ires a f~ lI.round

action and dea ls I point ofdamage. Afterward, vour tooth is
permanently gone; you ca nno t later replace ir ~fter remov
ing the Joo ll! of Dahlwr-Nll r. A rt'gfll fml r spe ll replaces losr
[e.elh , so long as no h'dh oJ Dahh'er. Naroccupy th e spaces
ot m issing teeth at the time of casting. Replacing you r

Teetb ifVdhh~r-NlIr

Aura/ Caster Level : Faint tran smutation . CL 3rd.
Con st r u ct ion: Cra ft Wondrou s Item , so u l bi nding

abiliry, , ,,gl,', ,p l, tltlor,6,000 gp, 480 X P, 6 d ays.
Weight: 
Price: 12,000 gpo

SEAL OF THE SPIRIT
A stat of the spirit provides a perm an ent and reusable sea l
for sum mo ning a par ticu lar vest ige.

Lore: Each sea l is keyed to a specific sp iri t. (Knowledge
[arca na] or Knowledge [religion] DC 25: Knowled ge [th e
plan es] DC 30)

The Seropae nean O rder is desperate to acqu ire and
destroy these item s. (Knowledge [relig ton]
DC 35)

Des cript io n : This silky black
bundl e of clo th unfolds in to a
square 5 feet across . A wide ci rcle
with pec uliar li nes in side it is
embroidered on the fabric wit h
go ld th read.

When activated, a sai l ofthc
SPlYltbin ds itsel f ro a surface
and rem ain s fixed unn l rhe
binding pro cess is fin ished .
Th rou gh out the entire bind
ing proces s, rhe seal em its a
pulsing and flic ker ing red ligh r
with th e brigh lness of a torch .

Prerequisite: Only characters
with the soul bindi ng class featu re ca n
lise th is item .

Activation : As a standard ac tion, vou ac tiva te
a ~cll1 of the spirit by speaking its com'mand word
(us ually th e nam e of the spi ri t keyed [Q it) and plac ing it
on a flat and steady surface. Once activated, the seal func
tion s u nril eithe r you bind the vesrige or it leaves of its
ow n acco rd. You can use a par ticu lar se'11of tilt" spIrit once
per day.

Effect: O nce act ivated , a sClll of tIll' spin l serves as rhe
seal you wou ld otherwise draw duri ng rhe rltua l req uire d
to contact a ves rtge. Since you need nor d raw [he seal to

cont act the spiri t, th e item co ns iderably reduces th e rime
it takes to conj u re th e entity. The seal does nOI negare any
ot he r requ irement s for sum moning a particula r vestige.
For mor e in forma tion on binding ves tiges , see the binder
class de script ion (page 9),

Aura/ Caster Level : Mode rate con jura tion. CL 7th .
Co nst r uction : Craft \Vondrous "Irem , so u l binding

abil it y, mi'10r (rcllliou, 3,000 gp , 240 XP, 3 davs.
'X'ei ght: - . '
Price: 6,000 gpo
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of rhe associated vestige. The effects of the spec ific reerh
are given below, along with th eir saving th row DCs.

Aa rerak: You can use rommnllillmdt',ul th ree rim es per
day (W ill DC 14 negates). Fain t necromancy; CL 51h; Price
10,800 gpo

Agllrcs: You can use eartlJqllakeonce per day. Stro ng evo
cation ; CL i srh , Price 43,200 gpo

Amon: You can use burning '1L1l1dsat will (sd4- fire; Reflex
DC 11 hal f) . Faint evocation; C L 5th; Pr ice 9,000 g po

Antlms: You ca n use magiccirrleagll;1IS1t'llil or magiccjrcle
agaimt good (chosen when expending th e use) once per day.
Fain< abju rat ion; CL 5t h; Pri ce 5.400 g po

A'hlrolHalills: You can use ,lisrrrn 'Oc ~l tjon once per day.
St rong dtvinatton: Cll5th; Price 43,000 gpo

Apn : You can lise pro,lllrc flameonce per day.
Faint evocati on ; CL5th; Price 9,000 gpo

Balam: You can use polar my once pe r day.
Strong evocation ; CL t yrh : Price 43,200

gpo
Bucr: You can use nrutralize porson

once per day. Faint conjuration; Cl5th;
Pr ice 5.400 gpo

Chupodol's: YO LI ca n use etheri',d
jnunt once per day. Stro ng evoca

t ion; CL 13th; Price 32,760 g po
D,li11vt'r-Nar: You gain <1 +2

enhance men t bonu s to natural
armor. Fain! tr an smutation; CL
5th; Price S,OOOgp o

D.1t1Ialioll: You ca n use com
11 1111111 three limes per day (Will DC 13

negates). Faint enc han trnent; CL5th; Price
5,400 gp o

E/igor: Yougain a +4en hanceme nt bonu s
ro Strength. Moderate transmutati on ; CL
l Oth: Price 16,00 0 g po

Eurj-ncure: You can use wl1tt'r walk once per day. Faint
tra nsmutat ion; CL 5th; Price 5....00 gpo

Fcmlor: You can use (all lightlllllg once per day (Reflex DC
14 hal t). Faint evocatio n; C L Sth : Pr ice 5.400 g po

Gc)")'Ot1: You can use flronce per day. Faint tra nsmutat ion;
CL 5th; Price 5.40 0 gp o

Hl1agfltli: You can use IfHfr(onjll s;otl at will (Will DC 11
negates). Faint en chantment; CL 5th; Price 9,000 gp.

Halpha .\: : You can use imJ,risolllllenf once pe r day
(W ill DC 23 nega tes). St rong abj urat io n ; CL l Zt h : Pr ice

55.000 gpo
Hrmres: You can use p/hllltl1 S1tlll l k,II1'r three time s per day

(Wil l/For titude DC 16 negates/pa rtial). Moderate illusion;
CL l Ib; Price 30,240 gpo

Ipos:You gain a +4 enhancement bon us ro Imelligence.
Moderate t ran smutation; CL 10th ; Price 16,000 gpo

Karsus:You can use ,lispd III11g;( th ree times per day. Fain t
abjuration; CL 5th ; Price !ll,200 gpo

reerh with h'clh of Dl1hrVfr·Nar does nor affect bite dam age
or give you a bite arrack if you normally lack one .

You mu st have a tooth of Oahlva-Nl1r in your mouth for
one full day before you can use its abilit y. During th at time,
you show the sign of the associated vestige and are under
its infl uence, as described in th e Effect secrion below.

After the tooth has been in your mouth for 24 hours, you
can activate or deact ivate any con tinuous abilities it grants
as a standard action . Ot her abil it ies requ ire a standard
act ion to use. Use of an ability gra nted by th is item never
provokes an attack of opport uni ty, but effects produced
by a tooth of Dl1 lJ lL'rr·l'\ar are not superna tura l; they can
be d ispelled and suppressed in th e same way as those of
other mag ic items. A creature ca nnot target a [Oath in your
mouth for the purpose of sundering or magic effects other
th an disrd magic.The only way a foe ca n get your [Oath is
to render you helpless and physically remove it. Such a
rem oval deals no damage.

Using t,'rth of D,1 Itlvt'r~Na r doe s not give
you the abili ty ro bind a vestige for th e
purpose of meering th e prerequisite s
of a feat or a pres tige class. Ted'l of
Dl1hlt,lt' r-Ntlr do nor occupy a magic
item bod y slo t.

Effect : Placing a tooth of Dnhh-er
N IH in your mouth grants you a
spec ial magical nbilit y, but it also lin ks
your soul and body (0 the vestige with
which th e tooth is associated. \\i'hl' n rhc
tooth is in your mout h, you show the sign
of th e associa ted vestige, just as you woul d
if you had actually bound it. In addi tion, you
are automatically under its in fluence, as tho ugh
you were a binde r who had failed a bindi ng
check. If you choose to ignore the vest ige's infl u-
ence, you take the nor mal pen alty for doing so.Th e pen alty
lasts un ti l the tooth is removed . bu t you can sril l use iIS

power . As normal. the penalties of ignoring th e infl uences
of multiple vestiges stack.

These effects of a footh of Dl1hh,t'r·"·'1!" canno t be avoided
by mak ing a binding chec k, or by using the suppress sign
abi lity. If you have access to multiple INlh o.f Olthlver-Nar.
you can use as many as you wish simultaneously, but you
show the signs and are under the influence of all of them.
Although some vestiges grant natural attacks assoc iated
with their signs , you do not gain th ose at racks-c--even
though you show the same sign-unless the tooth actu ally
grants th at power.

Each loolJI of[)ll lJlt't'r-!\\H gr ant s an ability similar to one
granted by the associated vestige. The effect s of the teeth
are nor supernatu ral. They are spell-like effect s and follow
all the normal ru les for such-they can be suppressed by
a targeted ";S~lel magIc, for exampl e. A ftl\1JII oJ DI1 11 fllcr·."\"n I"

is activated by a command word- specificall y, rhe name



Leruje: YOLI ca n use gl'el1fe r Ithlgic weapon once per day
ro gra n t your we apon a +5 enha nceme nt bonus. Strong
tran smutat ion; C L zo rh: Pr ice 21,600 g po

Mal,Jlhls: You can use grctl ler iuvisi bilitl' once pe r day,
Mod erate ill usion; C L 7th; Price 10,080 g po

.\ ftlrc!Josil1s:Yougain a+4 enhancement bonus [0 Char isma.
Mod erate transmutation; CL tu rh: Price 16,000 gpo

Ntlhnius: You ca n use lesser rcstomno u th ree tim es per
day, Faint conjuration; CL Srh: Price 10,800 gp,

Orthos: You can use IHsrlllCt'U1i't1t once per d ay. Fain t illu
sion; CL 5th; Price 5,400 gpo

Ottux: You ca n use fog cloua th ree t imes per day. Faint
conjuration ; CL 5th; Price 10,800 gpo

PIWtlon: You gain a +4 enhancement bonus to Dexterit y.
Moderate transmuta tion; CL 10th; Price 16 ,0 0 0 gpo

Ronovc:You can use l'xpt',fitious n:ln'tlf at will. Fain t trans

mutat ion; CL 5th: Price 9.000 gpo
St1V"(ll~: You move at your no rmal speed even when

wear ing medium or heavy armor or when carrying a
med ium or hea vy load (u n li ke o t her cre atures, who se
spee d is re duce d in such Situat ions). Fai n t transmutation:
C L 5t h; Price 2,000 gpo

Shnx: You can use freedom of urowmeu! once per day.
Moderate abju rati on ; CL 7th; Pr ice 10,08 0 gp o

Tent,ln'ollS: You can use tlapcrallr/messonce pe r day. Fai n t
evocat io n; C L 5t h; Pr ice 51400 gpo

Zaglm: You can usc prusou three lim es per day (Fort itude DC
1+ negates). Fain t necrom ancy; Cl yth; Pric e '1 6 .200 gpo

Aura/ Caster Level: See each tooth for det ail s.
Co nst r u ct io n: The mean s of co ns truc ting lu I" of

O(lhl va ·Nar, if it was ever k now n, is lost. Eac h tool II of
o lllil ver-Nar is a uniqu e magic ite m.

W e ight: -.
Price: See the descr ipt ion of each too th for det ail s.

VESTIGE PHYLACTERY
A Vt's Jige fIlly/ar k !')' al lows you ro bi nd an alternate ves tige
so th at you ca n swap one spirit for ano the r w it hout having
ro go th rough a second ritua l. Vestigephrlaclaics are always
found e mpty.

Lore: Vesfigl"llln'll1ch-ries were the last magic items crafted
by the first followers of Syfal. They were designed to give
bi nders bet ter tools wi th which to combat their enemies.
(Knowledge [h ist ory] DC 35)

Descr ip t ion : A Vt~sfigl' pllylMtef)' is an o rnately carved
jad e cube measuring about 6 inches on 3 side. Runes of
powe r an d magical in scr ipt ions of binding cover every
surface. The box has no apparent means of ope ning.

\Vh en a ph ylac ter y houses a vestige, it shakes and moves
as i f ali ve. \Xthenever you exc hange a bound vestige for the
one in the box . it flares brightly and tu r ns tra ns lucent.
Dim inut ive figment s of the vestiges momentary grapple
as th ey cross pat hs going to and from t he phylactery,

Prerequisite : You must have the sou l binding abi li ty to
use th is magic ite m.

Activat ion: As a fu ll-round act ion. you ca n call forth
a vestige you h ave previously bound into the box , wi lli ng
ir to leave the ph ylactery and en ter your body. To bi nd a
vestige into rhe box, resolve the binding as normal. except
tha t the binding DC increases by to . You can bind a spir it
in to a tlfsligcphylacfcr)'once per day, and you can ca ll a spiri t
from it on ce per day. The box does not occ upy an irem slot.
but you mus t hold it in one hand to activate u.

Effect: Upon act ivating the phylac tery, you immediately
bind to the ves tige inside it. If doing so would cause th e
number of ves tiges bound to you to exceed your normal
limit , you expel a vest ige of you r choice (prematurely
ending its binding) releasing it to make room for the one
fro m the phylac tery. The re leased vestige does not auto
ma tically enter the phylac tery. You can only call a ves tige
from the phylactery if you bound the vestige yourself. If
you h ave not bound a ves tige into th e ph ylact ery whe n
you activate th is i tem , yo u gai n no benefit and ins tea d arc
stunned for i d-t ro unds. Once the exchange is co mplete.
yOll lose all the abili t ies granted by the departed vestige

and gain those granted by the new vest ige . You show the
vest ige's sig n (or no t) as normal. You are in fluenced by the
new ves tige if you failed you r bind ing check when you
placed it in to th e phylact er y. You remai n bound to the
vestige fro m the phylac tery based on the time you bound
it into the phy lac tery. A vestige ca n on ly be bo und into a
phylactery for a maximum of 24 hours, after wh ich time
it is auromatica llv released.

Aura/Caster Level: Moderate co njura tion, CL ruth.
Construct ion: Craft \'(!ond rou s Item, plauar hind ing or

r lan"r ,lily, 7,500 g p, 60 0 XP, 8 days.
Weig h t; 5 lb.
Price: 15,000 gpo



COMBAT
A deadly dancer neve r stops moving
in combat. It tumbles into the midst of
foes, slashes at all wi thin reach, an d then
tumbles to a differen t spot to slash at (he
same enemies again . Even whe n nor usi ng
its improved wh irlw ind arrack, a deadly
dancer ca n bala nce on one leg or ar m,
and lash OU t at foes w ith eac h of irs th ree
othe r appe nd ages.

Au gmented Cr it ica l (Ex) : Each of a
dead ly da ncer's ap pendage blades threa t
ens a critical hi t on a natural attack roll
of 18-20 and deals triple da mage on a
successful cri tica l hit.

Improved W h irl w in d Attack (Ex):
As a sta ndard action, a dea d ly dancer
ca n ma ke on e appendage blade attack
at its full base attack bonus against eac h
oppo nent wi thin reach.

Improved Unca nny Dodge (Ex):
A deadly dancer retai ns its Dex rer iry
bonus to AC when flat-footed Dr s truck
by an invisible attacker. and it canno t
be flanked except by a rogue of at least
81h level.

Ilnother, fllnlillgmrtwlh'clswillie II rotateslib~ a lop-s(l11ll'lim~s

halLHuing 0 11 11 leg IHIII 11t other times 0111111 arm. At las! , II stops
andstandserect, rewt1fing a lIthe.gray·shi/lllcil l'Olly llimost8 fed
lall,11 mOl/lhless face !Vult Mank yellow eyes, llll,11egsandanll5 that
res.:mbleswoni bladesfroUl the k,lt'cSand dbolt'sdown.

The wi ld and alie n creatu res kno wn as dead I}' dancers make
terrifying foes. Humans dubbed them dancers because of
th eir unique method of locom otion , and deadl y for their
bladelike appendages and relentless attacks.

When a deadly dance r stands erec t and still , its lit he body
approaches 8 feet in height. 'When it spins, however, it seems
closer ro 5 feet tall because of the way its bod y bends. A dead ly
da ncer has tough gray skin and pale yellow eyes, and a typica l
specime n weighs aboU1200 pounds. Its arms and legs end in
long bone blades th at see m smoo th but are ac tua lly porous.
Th is qu alit y allows dea d ly dancers to d raw in the blood that

serves as their nourishment.
Deadly dancer s need to soak their arm and leg blades
in blood at least on ce a week or starve. T hus, eve n a

shan peri od of poor hu nting can drive them to
attack hu manoid settleme nts.

Deadly dancers lack mouths, so they
cannot speak.They communicate with one

ano ther th rough complex gesru res-in
fact, [heir language takes the form of

ada nce. However, they can learn to
understand othe r lang uages.

'Drndly dancer

A gmy a nd white figure whirls in the air, Its
mpi/fly5J'il1 l1 ingformhllrdytlislingllis/1I1 ll/cas
IlIlIl1 L1lloicl lw lluseof Ihespu dal wll [ell It turns.
11 hOJlsfrom one bOIlY, bJaddikc appClltfagt' 10

Medium Aberration
Hit Dice: +d8+12 (30 hp j
Initi at ive: +6
Speed : 60 ft. (10 squares)
Armor Cla ss : 18 (+6 Dex, +2 na tural), touch 16, flat

footed 18
lIase Attack/Gra pple: +3/+5
Attack : Appendage blade +9 melee

( l d6+2/18-zo/x3)
f u ll At tack: 3 appendage blades +9

me lee ( l d6+zI 18- 20/x 3)
Space/ Reach : 5 ft./5 ft.
Special Attacks : Augmented cr iti

cal, im proved wh irlwind at tack
Specia l Qualit ies: Darkvis ion

60 ft., improved uncanny dodge
Saves : Fort +4, Ref +7,W ill +3
Abili ties: Str t+, Dex 22, Co n 17,

Int tl, Wis 8, Cha 15
Skills: Balance +8, Hide +7,

Jump +21, Liste n +1. Move
Silent ly +7, Spot +1,Tumble
+15

Feats : Alertness, \'(leapon
Finesse

Environment: \Varm land and
underground

Organization: Soli tary. pair, or
troupe (3- 8)

Ch allen ge Rating: 3
Treasure : 50% goods or items
A li gnment: O ften chao tic neutral
Advancement: 5- 8 HD (M ed iu m); 9- 12

H D (Lorge)
Level Adjustment: -

Vesti ges nibble at the edges of the world. Their Interaction
with it re-mai ns imperceptible bur ex tan t, like a presence
un seen and unheard that nevertheles s raise s hairs on the
backs of people's necks and sends chills down th eir spines .
Binders bring vestiges more full y into contact wit h real ity,
but ano ther connec tion might also exist. Cer tain creatures
bear a striking resemblance (Q vestiges, whether because they
are actual descendant s of the vesti ges' once-liv ing forms,
cre atures warped by contact wi th vestiges, or th e results of
some cosmic synchronicity. Their resemblance to vesnges
might also be no more than a strange co incide nce.

PACT MAGIC MONSTERS



An object that resemblesa scverl·dgiant's head ttmgled hI itsown
hair unexpectedlyfIil'supside dctun. Its long tresses twinetogether
to fo rm ropy tentacles., wllicJ l if uses to lift itselJ off the gl'ol1lhi.

Small Un dead
H it Dice: 10dl2 (65 hpj

I n it iat ive: +5
Speed: 20 fr. (4 squares), climb

20 fr., swim 20 ft.
Armor Class: 19 (+1 size, +1

Dex, +7 natu ral), tou ch 11,
flat-footed 17

Base At tack/Grap ple : +5/+ 15
Attack: Hair lash +it melee

(l d6+4)
Full Attack: 6 ha ir lashes +11

melee (ld6+4) and bite t S melee
(ld4+2)

Sp ace/ Re ach : 5 ft ./5 [t.
Special Attacks : Dom in ating con

tact , im proved grab
Sp ecial Q ualities: Damage reduction

to/cold iro n or good. darkvision
60 ft.,freedom of m ovement, scent,
spell resi sta nce 15, undead t raits

Saves: Fort +3, Ref +6, w ill +9
Abilities: Srr 19, Dex 13, Con - ,

Inr 16, Wi s 151 Cha 18
Sk ills: Bluff +12, Clim b +12,
Diplomacy +12, H ide +5, In timi

dare e t z. jump +2, Knowledge
(all) +17, Listen +11, Ride +7,
Sense Motive +11, Spot +11,
Swim +12
Feats: Improved Initiative,

Ligh tning Reflexes, M ultiat
tack, Weapon Focus (hair lash)

Envi ronmen t: Any
Organizat ion: Soli tary
Challenge Rat ing: 7
Treasure: Standard
Align m en t: Usu ally chaotic evil
Adv a ncement: 11- 20 H D {M edium)
Level Adjus tmen t: -

Beyond these de tails, deadly dancer culture and society
rema in mysteri ous. Few members of other races have been
able to ge t past their dancing language and violent natu res
ro discover any hard facts. Bin der scholars theor ize th at the
ancesto rs of the deadly dancers were human or elf binders
who dedicated themselves to Painton and somehow dr ew roo
much of the vest ige into th eir beings.

'J)f!athsh~ad

its troupe seems certain,
Knowing how att ache d deadly dancers are to

their troupes, some unscrupu lou s slavers have cap
lur ed the creatures for use as assassins, gladia rors,
or guards. Because deadly dancers can learn to understand
other languages, a patient slaver can teach them ro take orders,
and by holdi ng the majority of rhe troupe captive, he can
ensure t hat those individuals he releases comply precisely
wit h those orders.

Dead ly dancers revere Paimon as a deity, altho ug h none
see m to dra w any power from this worship. They ma rk their
ter r itory by scor ing rrees and ston es with Pairn on's seal, and
troupes of the m some times gather to engage in wee k-long
revelr ies. Du ring such events, rhey dance together in compli 
cated patterns designed to scribe Paim on's seal across a large
clearing. Although they have the abil ity to draw Paim c n's
sea l, none of rhem seem to be binders.

DEADLY DANCER SOCIETY
Dead ly dancer com munities are littl e more th an small
noma dic hu nting parties that hide from th e civilizations of
other races. Since they cannot easily m an ipulate object s or
build shelters . they gravitate toward warm clim ate s tha t offer
ready safe havens, such as caves. Dur ing a hu nt, every deadly
da nce r in th e troupe par ticipates, including th e young.

Deadly dancers are sexless creatu res. Each can procre
ate alone simply by breaking off an ar mblade in th e fresh
corpse of a Medium creature. The blade then grows inro a
new, fu ll-grown deadly dan cer over a
pe riod of seven ro ten days. Break
ing off an armblade is a pain ful
process for the paren t, whic h
take s zds points of damage and
loses one appendage attack from
its full arrack ro utine, as well
as th e ability to make improved
whi rlwind attac ks.The danc er can
heal th e damage natu rally, but it
does no t regain its lost attack and
th e ability to make whirlwi nd
attacks until the lost blade
fully reg rows-c-a process th at
rakes about a month. Further
more, rough ly half rhe time,
breaking off th e armblade
causes a wou nd th at con-
tinues to bleed at a rate of 1
hit poinrper minure. Since
t he deadly dancer culture has
no clerics and th e creatures
lack th e abili ty to manipulate
bandages or bind wounds , such
bleeding usually means death for
the parent. Th us, a deadly danc er
is usually willing ro procreate only
if its own death or th e destructi on of



its mount, and control its mou nt in battle ,and rhe dom ina ted
creatu re is considered a war- rraiued mount.

Aspellcasrer of 15th ro 17th level can create ' dea thshead by
casti ng acreate UIlJClld spell on the severed head ofa drowned
gtam with long hair,

Dominating Con tact (Su ): When in a grapple, a dea ths
h ead can dominate its foe as if using th e dominate mom ter
spe ll (caster level equal roits H it Dice; Will DC 19 negates) as
a standard action. O nly th e sustained contact of a grapple is
sufficient for the dcath shead to establish dominance, a simple
touch att ack has no effect. The save DC is Charisma-based.

A dearhshcad can con tro l a domi nate d crea ture on ly so
long as it maintains ph ysical contact wi th ir. Doi ng so usually
requ ires thcdearhshead to remain in the dom inated crea ture's
square arid either ride on or be carr ied by its victim. Thus,
death sheads typica lly attem pt to domi n ate very st rong or
large individuals th at can suppor t them easily unless they
intend to gain a br iefbenetlt- such as forcing a spe llcasrer
to use some spells agai nst h is all ies. A deathshead can stand
next to a domi nated creatu re and simply hold it wit h a ten
tacle, bur such an arrangement is risky in combat.

Im proved Grab (Ex):To use this ability, deathshead must
h it an oppo nent wi th a hair lash arrack It can then atte mpt
to star t a grappleas a free action without provoking an arrack
of oppo rtuniry, If it wins the g rapple chec k, it establishes a
ho ld an d can try ro dom inate rhe oppone nt in the followtng
rou nd.

A deathshead has a +10 racial bonus on gra pple chec ks,
wh ich is included in the statistics above.

Freedom of Movemenr (Su): A deathshead has a co nt inu
ously active freed om of movement abili ty, as the spe ll (cas ter
level equa ls you r effective binde r level).

Sk ills: A deathshead has a +10 racial bon us on Knowledge
checks. It also has a +8 racial bonus on Climb checks and ca n
always choo se ro trike lOon a Climb check, even ifrushed or
th reaten ed.In add ition, a death shend has a+S racia l bonus on
any Swim chec k to perform a special action or avoid a hazard.
It can always take 10 on a Swim chec k, even if distra cted
or endangered. It can use the ru n action while swim ming,
provided it swims in a straight line.

M edium Magical Beast
Hit Dice: 4d lO+12 (34 hpj
I n it ia t ive : +6
Speed : 40 ft. (8 squares)
Armor Class: 17 (+2 Dex, +5 natural), tou ch '12, 11::11-

footed 15
Base Attac k/Grapp le : +4/+8
At ta ck: Gore +9 melee (td6+4)
Fu ll Attack: Co re +9melee (l d6+4) and bit e +8 melee (l d4+4

plus poison); or bite +8 melee (l d4+4) and bi te +8 melee
(ld4+4 plus poi son)

Space/Reach : 5 ftl5 fl.
Special Attacks : Breath weapo n, poison , superior natural

weapon fighring

~ ---~.~---- - --c;-='''''"

Grinning IIJ rough rotted li'IS, iI rues 0 11 these '1l1 i r tw ta (k~ to the
luight ofa man.

Binders don't like ro admir it , burdeat hsheads were probab ly
first created by a binder necroman cer wh o had an affinirr
for the vestige calle d Shax . Now, the creatures come in ro
being through the depraved action s of evil spellcas rers and
a ritua l that invo lves the drown ing of a giant. Initi ally, the
spellcasrers who used th is ritu al were also gianr s, bur over
the years, wicked members of other race s haw learn ed the
pract ice and come to und erstand its value.

Deathsh ends are valuable to necromancers because they
possess great knowledge abou t all subjec ts »ud can ;1Ct as
orac les. In fact, a death shead shows great abilir y wi th , II
qua lities assoc tared wit h t he head . For example, each pos
sess es keen perception and <1 silver tongue in add ition ro
grea t knowledg e. \Vhile these qu alitie s make a death shead
inva luable, irs powerful mi nd can also en danger a careless
creator, since it can domi nate othe r creatures simplyby touch
ing them. A deathshead of ten cl imbs onto a dominated foe
and rides it as though it wer e a mount.

Dearhshe ads most ofte n se rve power fu l spe llcasrers, bu t
some esca pe control or survive nfrer thei r masters' death s.
\'7hen nor under an yone's ecrurol,a dcarhsheadusuallyseeks
to dominate eit her the most power ful creatu re in the area or
th e leade r of a powe rfu l group of creat ures. Alth ough most
living creatures fino undead distu rbing, many co m munities
(even those of ostensibly good-aligned creatures) willingly
sub mi t to the ru le of a denthshead to ben efit from its grea t
kno wledge. O nce in power, <1 deathshead does everything it
can to maintain an d increase thai power, incl ud ing disgu is
ing its in fluence.

A dearhshead looks like the partially rot ted head of , giant
with long ha ir matt ed into several ropeli ke tendrils.The rype
ofgiant var ies, but the hairless stone g innrs are never turned
into dea rhshe ads. By the same logic, fema le dearhsh eads <Ire
slightly more co mmon th an males, since male g iant s ofren
keep their hair shor ter than th ei r female counterparts. The
size of, dearhshead's body depen ds 0 11 the type of g ian t
head used to create it, but most range bet ween 2 and 3 feet in
dia meter. A death shead typ ically weighs about 100 pound s
an d s tand s approximately 4 feet tall on irs hai r ten tacles.

A dearhshead speaks Common ,Giant, and lip to th ree other
languages spoken byits creator.

COMBAT
Alth ough it ca n be fearsome in melee.a derubsheadgenerally
prefers to employ a foe as a vveap on aga inst other ene mies.
Typically, it dominates t he best co mbaranr sen t against it,
th en rides that ind ividual into combat again st its other
enemies. During the ensuing melee, it often tri es to capture
and dominate a spellcaster so th ai it ca n fin ish off th e o thers
or escape. Because a deathshead us ually rides foes witho ut a
saddle, ir takes a -5 penalty on Ride chec ks for rid ing bare
back. A death shcad th at dominat es its mou nt automa tically
succeeds on Ride checks made to guide wit h knees, leap, spur



Specia l Q ualities: Darkvi sion 60 it, light sensitivity, low-
light vis ion, resistance to fire to

Saves: Fort +7,Ref ...6, \Vill ....2
Abilities: Sir tB, Dex 15, Con 17, Int 2, Wis 12, Cha 7
Sk ills: Jump +B, listen +7, Move Silently +5, Search -2,

SPOt +3
Feats : Improved Initiarive, Powerful Charge". Weapon

Focus (gore)
Environ men t : Temperate and warm hills and mou nt ains
O rgan izat io n : Solitary, pair, or pack (5-1+)
Challenge Rating: {
Treasu re: None
Al ignment: Usually neut ral evil
Advan cem ent: 5- 8 HD (Medium); 9-12 HD (Large)
Level Adjustment: -

folk capitalize on their cruel natu res and keen hearing by
using them as gua rd ians .

A horned beast measu res bet ween +and 5 feet long and
weigh s about 175 pou nds . It hunts at nigh t, howling in the
d istance at the sight of prey then creeping silently tow ard
it before cha rging our of th e darkness. During the day, it
retreats in to a cave or rests in a dark cops e of trees because
it finds bright light pain ful.

Pact magic grimoires say that when Amon was a god of iighr
and law, a cad re of wise golden rams served him as messen
gers and helpmates. \'I;' hen he fell into obscurit y, his golden
ram s lived on. Over the centu ries, however, they changed
asAmon did, eventually hecoming th e horn ed beast s,Thus,
most binders refer to horned beas ts as the flock ofAm on.

Horntd bMJI

J\ billcl.:-furri'd eretdUrf lVith curling
ram's horus lOIl'ers its ht'llti 10
charge. Although it possesscs
11 gOtlt'S h ('11I"/ , i t h IlS a wolfs
po",,,f"l body ,md a blacl:
itlider fora tail.As i t begins
to rUII, 11 scrt'Cchillg /iowl
;smcsfrom its 111 1'011 1, lmd its
tajl lmst's. Fire t'scapt'sfroIII

hugl.' jaws studded willI
fnllSs foo vicious for eilher (l

goal or tVolf

Hor ned beasts are horri ble
creatures th at rove over
rock y terrain hunt ing food
and seeking new victims to
terrorize. Despit e the ir dimwit
ted nature, horned beasts enjoy
maliciou s acts and de light in
the fear and horr or th ey can
create. Packs of th ese crea tures
have been known (Q harry prey
for hours befo re attacki ng 10 kill ,
and a pack th at attacks a group of
creatures might pu rposely leave a few inj ured bur alive in
ord er to enjoy their heightened terror during th e nex t attack.
Although hor ned beasts can never be tru ly lamed, some evil

COMBAT
A horn ed beas t cha rges into
co mbat to ram its foe . Th en
it lashes out with its bite
attacks, oflen biting di f
ferent crea tures with each
att ack and th en swi tch
ing who gets bitten by
which head. W henever
possible , it employs its
powe rfu l charge against
irs ene mies, sometimes
eve n re tre at ing bri efly

from the fray so that it can
co me charging back.

Breat h Weapon (Su):
zo-foot co ne, on ce ever y td4

rounds, da mage 3d6 fire damage,
Reflex DC 15 half. The save DC is

Co nstitu tio n-base d.
Poi son (Ex): The horn ed beast 's

sna ke head del ivers poison with its
bit e arrack. Injury, For titude DC 15,
in itial and seconda ry dam age Ids Dex .

Th e save DC is Co nst itutio n-based.
Su perior Natural \Veapon Fight ing (Ex): A horned

beas t bites oppo ne nts with both its goa l head and its snake
rail. Because eac h ofits two heads co ntrols a bil e attack, both
bites are considered prim ar y natural attack s. and neither is

For Large creatures . the extra dama ge is 2d6 points; for Huge ,
3d6; for Gargantuan . 4d6 ; and for Colos sal, 6d6 .

This feat only works when the creat ure make s a charge. It
POWERFUL CHARGE does not workwhen the creature is mounted , Ifthe creat ure has
A creature with this feat can charge with extra force. the ability to make multiple att acks after a charge, it can appl y

Prerequisites : Medium or large, base attack bonus +1. thi s extra damage only to one of (hose attacks .
Benefit: When the creature charges. if its melee atta ck hits, Special: A fighter can se lect Powerful Charge as one of his

it deals an extra l d8 points of dam age (if it is of Medium Size). fighter bonus feats.
___ _ _ _.----.. _ ,-... cO .... 'n ~___________

. -..r--...............~~~N'.E .........................
POWERFUL CHARGE
The Powerfu l Charge feat ap pears on page 207 of Monster
Manuollfl. and is repr inted here for convenience .



Karsires are a subrace of humans born at random am ong the
human popula tion .

v;:rhen the vestige called Karsus yet lived as a powe rfu l

wizard, he fathered many children among his slaves and
supplicant s. Then his failed attempt to steal power fro m the
deit y ofmagic shattered hi s people's empire and spread them
across the world.Thus, over more than a thousan d years, h is
bloodline has tainted nearly every human population, and
at times it grows strong enough for a hu man [0 give birth to
a karstre. W!hen two karsires mate, they breed [rue.

Karsires appear human overall, but they have tWOd istin
guishing traits. First , each has one pale blue eye and one eye of
ano ther colorcommon to humans. A karsite also has a shock

of white hair on his head . These trai ts appear infreque n tly
among normal humans, and almost neve r at the same time.
In communities where karsires mate excl usively with one
another, ot her featu res also becom e commo n,such as srraighr
blo nd or black hair, a sharp widow's peak, and a sma ll nose
and mouth.

Karsire In fan ts appear 3S normal human s! bur as they
matu re, th eir str ange appearances and powers appear. Most
karsires gain thei r bi rth rig ht bythe tim e th ey reach pube rty,
but for some it comes soo ner or later. Supers ti t ious hu man s
often view the change in an emergi ng knrsire's appearance as
a sign of a blessin g or cu rse, bur few sus pec t t hat it is bot h.

Karsus's bloodline allows a ma ture d ka rsite to resist non
magtcal blows an d to turn spe lls cast agai nst h im into healing
mag ic, bur it also prevents him from ever cas ting any spe ll.
Karsires born among humans miglu live and d ie wi tho ut
ever knowing that th eir unusual appearance comes w ith
wondrous abili ties , bur others di scover their birrh r igh r \vhen
theyanempr to take up the path of a spe llcaster, or when vio
lence leaves them less harmed th311 it should. Commu ni ties
of karsites often seek out such "found lings" to in doct rinate

UtU/lt'afhiug his IOllg5tl'ord with a floltrislJ , tIl(' hllmall gri llS in
anticipatiollofa jight, H!inb llgat hisfoe 10egghim all. Oneof/lis
eyes is blue;1fTI' otlJrr isbrow". A sltocl~ ofwhile nuts lhrough Ill'S

lo"g, dorh It,tir.

t sr-Level Warrior
Medium Humanoid (Hum an)
H it Dice: ids-s(9 hpj
Initiative : +0
Spe ed: 20 ft. in breastplate (4 squares ); base speed 30 ft.
Armor Class: 17 (+5 breas tplate, +2 he avy shield), touch 10,

flat-footed 17
Base Attack/ Grapple: +1/+2
Attack: Longsword ez melee (lds+l/ 19-20 plus magicdrain)

or th rowtng axe +1 ranged (tds- i)
Fu ll Attack: Longsword +2 melee (ld8+ 1/ 19-20 plus magic

drain) or th rowing axe +1 ranged ( ideu )

Space/ Reach : 5 f' ./5 ft.
Speci a l Attack s: Magic-d rain in g attacks
Special Qu aliti es: Human tr aits, da mage reduction 5/ magic ,

spe ll healing, spe ll resistance t I , spe llcnsting inability
Saves: Fort +4, Ref +0, \Vill -1
Ab ilities : Str 13, Dex U , Con 14, Iu t 10, \,(/ is 9, Cha 10

Sk ills: Climb - 3, Intimidare +3, Ride +3
Fe ats: Abi lity Focus (magic-d rain ing at tacks), Toughness
E nviro n men t : Any land
Orga niza ti on:Solitary, pa ir, strike team (3-7 plus t znd-levcl

sergeant and a leader ofg rd-erh level),or elan (20-50 plus
10% non combatantsplus 1 znd-level sergeant per 5 adults,
2d4 s rh-level lie utenan ts, 1d4 Zrh-level cap tains, and 1

leader of ath-j uth level)
Ch allenge Rati ng: 1
Treasure: Sta nda rd

Ali gnment: Often neutral evil
Ad vancemen t : By characte r class
Level Adjus t m ent: -=-2

subjec t to a pena lty o n at tack or damage rolls as a secondary
artack .

light Sensitivity (Ex): A horned beast is dazzled while
in bright sunlight or within the radius of a d"yligli t spell.

Sk ills: Because ofits two he ads, a horned bea st gains a +2

rac ial bonus on Listen , Searc h an d Spot checks.

__:-- KARSITE

in his life. The karsite abilities come with a level adjustment,
howeve r, so consider th is opt ion carefully. It might not be fun
for other players to see the karsite player's PC suddenly surpass
their character 's capabilities . On the other hand , if the human
PC has fallen behind in levels, or if other party mem bers have
benefi ted from templa tes that grant level adjustments, conver
sian to a karsite might be a great way to allow a player to keep
up with his friends' characters.

Ifhumans aren't prevalent in your cam paign (or jfi ncluding a
subrace of humans doesn't appeal to you), consider giving kar
site abilities to ha lf-elves or half-orcs, or even an elf o r o re who
has a half-elf Drhalf-ore (and thus a Karsus-b looded human) in
his fami ly tree.

--" S~~r~"",~.E-"'''''''~
QUICK AND EASY KARSITES
You don' t have to build karsite NPCs fro m the ground up.
Sim ply ad d the racial traits described above to any nonspell
casting human NPC you already have . Even NPCs the player
characters have known for years mig ht secretly be karsites .
In fact, you can disp ense with changing sta tistics by simply
assum ing that the human in question has already benefi ted
from the karsite racial bonus to Co ns titutio n and Charisma .
Jus t adjust the NPC's challenge rating and add the special
abilities , and you're do ne.

Consider allowing the sa me kind of conve rsion for players
with human pe s who want to play kars ttes. Pe rhaps the char
acter has bee n a karsite all along, but his powers matured late

_ _ _ ~~......." e CD tt

.........._-------------



of arcane spellcas rers and es tablish the wo rship of Karsus
as the only god. Accomplish ing this latter goal wou ld make
the kars tres the ruling cas te of hurnan uy because of th eir
d ivine bloodl ine.

Co mmu nities of ka rsites work toward this goal in many
ways, such as d iscredi ti ng the good works of heroic spe ll
casters, preventing th e foundi ng of temples and schools of
mag ic. stea ling magic items and rui ni ng their creato rs, and
taking leade rsh ip roles in human sett leme nts. However, they
carry out all th ei r work in secret. Despite their evil natures,
karsites loathe ki ll ing o ther humans. primarily because
doing so is robbing them of their future servants, wh o after
all don't know any bett er now. However, th ey do reli sh the
opportuni ty to harm spellcasrer s of an y race.

Karsite

KARSlTES AS CHARACTERS
Most exceptional karsites are fighters or binders.Some choose
to become monks, ba rbar ians, or rogues, and a few dis cover
psionics and follow th at path. Almost no karsi te becomes
a ranger o r paladin, however. and none are clerics, druids,
sorce rers, or wizards.

Karsi re characters possess the following racial trai ts.

into [heir philosophy, hoping to swell their numbers and
advance their ev il agenda (see Karsire Society, below).

Karsites speak Common.

KARSITE SOCIETY
Over the centuries, ka rsites have d iscovered one another
and founded co mmu ni ties of rheir own ki nd. Man y of th ese
communities exist wi th in human society, and their members
pass off thei r unusual karstre appea rance as a simple fam ily
trai t. The karsires of th ese reg ions hid e th eir abili ties, their
philosophy, and their agenda wh ile doing th eir best to seem
like normal members of society.

Long ago, the human s of a forgott en nation pe rsec ute d
th e karsi te s out of fear of th ei r abi lit ies. Co un tless karsites
were hunted down and execu ted during th is period. Brought
together by this di saster, some karstrcsJoined forces and ned
the area. They found safet y in numbers, as well as a strong
feeling of camarade rie based on th eir sha red past.

In th e process of invest igat ing their history as a group,
these ka rsites discovered the legend of Karsus and the process
of bind ing vestige s. By summoning Karsu s and consulnng
wi th h im , they "discovered" th eir purpose: to rid humanity

COMBAT
A karsite advances into mel ee as quickly as possib le. He pre~

fers [0 engage foes that lack magi c weapons, bu r if at tacked
with such an item, he focuses hi s attacks on that individual.
A karsite generally saves enemy spel lcasrers for last in a fight ,
relying on hi s spell resis tance to fend off rheirspells and his
spell healing abili ty to keep him on hi s feer. He might try 10

capture ene my spellcasrers for later tort u re, but if a particu 
lar spellcaster regularly pen etrates his spell resista nce, he
changes tacti cs and attempts [0 defeat that ene my as quickl y
as possible.

Magtc-Deatnt ng Attacks (Su): A karsite 's melee att acks
can weaken a foe's magic armo r, weap on , or shield , Ifa crea
ture struck in mele e by a karsire tails a DC 12 w ill save,one
of [he combat-orien ted magic items (armor, sh ield, or weapon )
in its possession is suppresse d for 1 round. If :1 ka rsi te knows
a part icu lar weapon , ar mo r,or shield in his foe's possession is
magical. he can choose to drain that item. prov ided rharhe can
see it. O therwise, the item is chosen randomly. Drained items
still de tect as magical. but the magic appe ars suppressed.The
save DC is Charisma-based , and it includes th e +2 bon us from
the Abili ty Focus (magic-dra ining 31tacks) feat.

Sp ell Heali ng (Su ): \xrhen ever a karsire's spe ll resis tance
prevents a spe ll from affec ting h im , he heals 2 points of
damage per spe ll level. Thus, if a Zrh-levc ] spe ll fa iled 10

penet rare a karslre's spell resis tance, he would hea l 14 points
ofdamage,

Spell cas t ing Inability: A karsire ca nnot cas t ar cane or
divine spells , even if he takes levels in a class th at gra n ts
spellcasn ng abili ty. He can lise spell-like abilit ies, psionic
powers, and magic item s normally.



A (1I l"Il1IlS thumping sO lm tl-ns If
SO tl;Clll lf u'ns n mtllng. bul more rttl'ill

Clllallatt'S fro m tIlt, darklless. S",lda llr all vdll , yca ftlre rolls uno
sight. Clawsfl llS ll l15 it CtlrtJl'Iu ds t' tJl.l (lWI"elldal l fiVt' [Il r n'd It:gs.

lt turns ,15 il tumblesby, IUsf1ltlying tlt'O Il'oni l lC flucs, Ollt stIarlrug
on cllch silll' of itsslmngf, sfar-sl1l11't'tl bOIl)'.

Medium Magical Beast (Ex t rap la n ar)
Hi r Di ce : 4dlO .,S (30 hp)
Initiative: +3
Speed: 40 Ir. (S squa res), climb 20 fr.
Armor Class: 16 (+3 Dex, +3 natural), touch 13,

flat-footed 13

Base Arr ac k/Grap ple: H / .,7
Atrack: Claw es melee (JdSH)
Fu ll Attack : Claw es melee (l ds .,4)
Space/Reach : 5 ft./5 ft.
Spec ial Attack s : Tumbli ng attack 2ds.,4
Speci al Q ua li t ies: All-aroun d visio n, darkvision 60 ft .,

fast healin g 1, im muni ty to d isease and poison , low-ligh t
vision, sce nt, spe ll resistance 10

Saves: For t +6, Ref +7, will +2
Abilit ies: Srr 17, Dex 16, Con

14, In t 2, Wis 13, Cha 17
Sk ills: Balance " 12,

Cli mb +11, Jump +16,
Listen +8, Search +1,
SPOt +S, Tumble +15

Fea ts: Ski ll Focu s
(Tumble), Weapon

Focus (claw)
Environ men t: \X'arm land or

unde rgrou nd
Orga nization : Solitary, pair, or pride

(6- 10)

Chall enge Rating: 3

Treasure: None
Alignment: Neutral
Ad vancement: 5-S HD (Med iu m);

9-12 H D (Large)
Level Adjustment: -

Th ough th ey arc simple-minded magical beasts, roving ma ul
ers bear a d isrurbing resemblance to Buer, and they possess a
few ofth e abilit ies th at the vestige gra nts to her sum mone rs.
These similari t ies: have led some bind ers to th eo ri ze that
either th e creatu res are her servants, or Buer had some co n
necrion to them in life. The truth of their or igi ns, however,
rema ins a mys tery.

A roving mau ler stands abou t 5 feet tal! an~ weighs rough~y
150 pou nds. Its five legs resemble those a t a lion . Irs fur IS

brown or tan-colored ,wi th stripes that change color by season
and territory. Hunters have even repo ned green -sn-iped
rovi ng mauler s living in fo rest s.

Human Traits: Karsires possess all the traits of humans as
described in the Plnjr r's Hatl.::lbool~, except as noted here.
+2 Constitu tlon , +2 Cha r isma: Karsi tes are exce ptiona lly
hardy,and their bloodline g ives th em a co mma ndi ng pres-
cnce .
Damage Reduction : A karsire has dam age reduction 5/
magic.
Spe ll Resistance: A karsite 's spell resistance equals 10+his
class levels.
M agic Draining Att acks (Su): A karslte's
melee attacks can weaken a foe's magic
armor, weapon, or shie ld. If a creature
struck in melee by a kar sire fails a \X'ill
save (DC 10 + Cha mod ifier), one of rhe
co m bat-orie nted magic items (armor,
sh ield, or weapon ) in its possession
is su ppressed for I
round. 1£a ka rstre
knows a particu
lar weapon , ar mor,
or shield in his foe's
possession is magical,
he Can choo se to d rain that
item , provided th at he can
see it . O the rwise, the item
is chosen random ly. Drained
items sti ll detect as magi
ca l. bur th e magic appears
suppressed . The save DC is
Charisma-based.
Spell Healin g (S1I): Whenever
a karsite's spell resistance
preven ts a spell from affect
ing him , he hea ls 2 poinrs of
damage per spell level.Thus,
if a zrh-level spell failed to

pen etrate 3 karst te's spell rests
ranee, he would heal 1+ points
of damage,
Spe llcasu ng Inability: Karsitcs can not cas t arca ne or
d ivine spe lls. even if they lake levels in a class that grants
spe llcasting ability.They can use spell-like abi lities, psionic
powers, and magic items normally.
Proficiencies: Karsites are proficien t w ith ligh t and
medium armor, and w ith mart ial weapon s.
Favored Class: Binder.
Level Adjustment: ...2.
Challenge Rating: The CR of a karsite wi th levels in an
NP C class equals his charact er level. The CR of a kars ire
w ith levels in a PC class equals his cha rac ter level +1.

The karsite warrior presented here had rhe felloev·ing ability
sco res before ractal adjusrmcnrs: Srr 13, Dex I I. Co n 12, l nt
10, Wi s 9, Cha S,



A-furder of crD1VS

Tiny An i ma l (Swar m)
Hit Dice: +ds ( I S hpj
In it iative: +6

Speed : 10 ft. (2 squares), fly 40 ft. (average)
Armor Class: 14 (+2 size, +2 Dex), touc h H , Ilet-foored 12

Base Arrack/Grapple: +3/-
Attack: Swar m (ld6)
Fu ll Arrack: Swarm (rde )
Spa ce/ Reach: 10 ti./o ft.
Special Attacks: Blinding, d ist raction
Special Quali ties: Half da mage from slashing and piercing,

low-light vision , swa rm traits
Saves: Fort +4, Ref +6. \X'iIl-d

Abilities: Srr I, Dex 15, Con to , lnt 2, Wis 14, Cha 6
Sk ills: Listen +5, Spa r ~S
Fea ts: Alert ness, Improved Initiative
Environ m en t: Temperate fores ts
Organization: Solitary, pair, gathe ring (3-4 swarms), or

plague (7- 12 swarms)
Challenge Raring : 2
Treasu re: None
Alignment : Always neutral
Advancement: None
Level Adjus t m ent : -

SWARM,

Roving mau ler s live in prides like those of llons, and
the two creatures sometimes occupy the same territor y.
Both typically hunt at n ight, but roving rnaulers tend to

favor larger prey.They do not hunt lion s or any creatures
that have exceptional gra ppli ng abil ities , and they have
even been kn own to give up their kills to such creatures
when ch allenged. Nearly any other prey, however, is
fair game. In particular, roving maulers have earned
a reputation for att acking caravans and campsites at
nigh t.They usually kill only beasts ofburden, attacking
huma noids only if they imerfere. If a campsite has no
animals, however, the rovi ng rnaule rs roll out of the
darkness and rend the flesh of anyone unfortunate
enough to be in their path.

Roving maulers can track by see m , though poorly,
and they po ssess keen eyes and ears, bur they lack
stea lth . In the da yt ime, th ey typically lounge in tre es
or rocky prominen ces waiting for prey to wander near.
At night, they roam th rou gh rhewilderness, hoping ( 0

lind a group of creatures bedd ing down for the n ight.

COMBAT
t\ roving mauler rolls int o combat and never stops
moving. Alt hough it can stand in place and fight , it pre 
Fcrs to tumble over its foes, raking with its claws as it goe s.
If J figh t goes poo rly,a roving mauler rumbles away to hea l,
th emret urn s to fin ish the co mbat. Both of a roving mau ler's
Fa ces poss ess sha rp teeth, hut it ca n't br ing th e m ( 0 hear in
combat. Similarly, the orie nta tion of irs legs al lows it only
one claw arrack in melee or a gra pple.

Tu m bli ngAttack (Ex): Aroving mauler can li tera lly run
over opponents-even those larger than itself As a full -round
ncrion. it can move up to +0 feet, tu mbling over an y creatures
in its pat h. Any creature that occupies a space th rou gh whi ch
a roving mau ler rumbles is subject ro a claw att ack regardless
of irs si ze.

If a rovi ng mauler tumbles over part ofan occupied space,
th e crea ture wit h in it can make an attack of oppo rtu nity
against the mauler ara - + penalty. A roving maulercan negate
(he attack of opport unity if it succeeds on a DC 25 Tumble
check to move th rough the creature's space and reach . A
failed check does not cause a roving mauler to stop, but it

J ot's allow th e target an attack of opport uni ty.
A roving mauler can attack each target on lyonce per round ,

no matter how many t im es its movem ent takes if through
th at target 's squJre.

A ll-Arou n d Vis io n (Ex) :A roving mauler's two faces and
four eyes all ow it to look in any direction, granring it a +4

racial bonus on Search and Spot checks . O ppo ne nts gain no
benefits when flanking a roving mau ler.

Skills: A roving maule r has a +4 racial bonus on Listen
checks, and its all-around vision gram s it a +4 racial bonus on
Sea rch and Spar check s. A roving mauler also has a +8 racial
bonus on Climb checks and can always choose to take lOon
a Cli mb check, eve n if rushed or threatened .



Large Aherrati o n

H it Dice: Sd8+40 (7(, hpj
Initi at ive : - 1

Speed : 10 ft. (2 squares)
Ar m or Class: 22 (-1 size, - I Dex, +14 natural), tou ch 8 ,

flat-footed 22

Base Attack/ Grapp le: +6/+ 18
Attack: Claw +14 melee (rda- s)
Fu ll Attack: 2 claws +14 melee (i ds - s) and bite +11 melee

(l d8+4)
Space/Reach: 10 ft./5 ft.
Special Attacks: Frigh tful moan, pounce, rake
Special Q uali t ies: Blind, blindsigh t 120 fr., sprint after fear
Saves: FoC( +7. Ref +1, \'{fill +6

Abilitie s: Str 27, Dex 8, Can 2t, In t 2, Wi s 101 Ch a 8
Sk ills: H ide +5, jump -4, Listen +19
Feats: Mu lrlau ack , Power Att ack, Weapon Foc us (cl aw)
Environ men t : Underg round
O rgan izat ion: Sol itary or pair
Ch allenge Rat in g: 7
Treasu re: 50% goods or ircrn s
Alignm e n t : Usua lly neutral
Advancem en t : 9-16 HD (Large); 17- 24 H D (H uge)
Level Adjust men t : -

CO MBAT
Like all swarms, a murder ofcrows artacks bymoving over- foes
and dealing swarm damage. f or informa rion on the swarm sub
type and impor tant niles about it, see page 315of the ,Monster
,M I1t1UL1 f. Un like many swar ms, a crow swarm is hindered in
its attacks by its flyin g maneu verabil ity. A flying crow swarm
must move at least 20 feet each rou nd, it can rurn 45 degree s
on ly after moving 5 feetor sacrificing 5 feet of movement,and
it can not turn more than 90 degrees in one place . Abid ing by
these rules allows a murder of crows to fly in a sma ll circle.
always keeping one square ofits space covering a sing le y-foor
square. Th e swarm can land and move on the gro un d, but at a
much slower speed. See Tact ical Aer ial Movemen t on page 20
of the Dungeon M llStcr'SGuide for more details.

A murde r of crows can be summoned in place of a bat, rat ,
or spide r swarm using the SUll1 1110n swarm spell.

Blin d ing (Ex): A cre atu re damaged bya crow swarm must
succeed on a DC 14 Reflex save or be blinded. The creature can
regain its Sight byhealing the damage naturally,by any applica
tion ofa Cllrt~ spellor some other healing magic. or with a rcmoVt'
blindllt'ss/tlCllJnm spell. The save DC is Dexterity-based .

Distraction (E x): An y living creatu re that begins its t u rn
wi th a crow swar m in its sp ace must succeed on a DC 12

Fortitude save or be nauseated for 1 rou nd. The save DC is
Cons titution-based.

_----:- TOOIH..BEASI

-..._---'t

Diminutive Anima l (Swarm)
Armor Class: 16 (+4 size, +2 Dex). tou ch 16, flat-footed 12
Special Qualities : Imm une to weapon da mage, low-light

vision, swarm tra its

From lhe limbs of 11 nearby tree romes a raucous calling sotmil.
HUlIdn',l5Dfnll'em- ma)'beas manyasa lhoHslll1d-rooslamollg
tlte leaves an,l bra nches. UPO II noticing a ncarbycrcntltre, the)'all
bt'CDn1C silent. Then Dil l' bird ~(IPS upfrom its pcrdl.. a1ul suddcnly
theyaH fly upwa rdell nhlSse. Tltt' ~(lck gathersill a tight fmot as it
sllirals high info rhe shy, theu it mdllcnly whirls /la c/;: down, W<c
a black cloudofft~a t he rs with thousandsof sharp claws11IJd beob
stretcllcd IOlvll rd itsprey.

A swarm of crows, also called a murder of crows or an
un ki ndness of ravens, often gathers in the eve n ings and
early morn ing hours on battlefield s th at are litt ered with
casual tie s. Hundreds of birds [east upo n the dead and dying,
and when rhe batt le beg ins aga in, they fly off ro roost in
nearb y trees as spectators of t he blood spor t. Some say the
crows learn to kill by watc hing war, but reg ardless of how
it happ ens, rhese large flocks some t imes act commu nally
to arrack other creatu res and crea te the carnage on whic h
they long to feed.

Crows have always gathered in great ll ocks, bu t the first
records of such flocks at tacking c reatu res appear afte r
Malph as's dea th and transformation into a vestige, Binder
scholars no te rhar ir was not unt il thi s t im e th at such flocks
were called unkindnesscs.

Once gathe red int o a murder,crow swarms remain rogerher
unt il dispersed by dam age or th e strong winds of a storm.
These swarms can plagu e co mmun iries b)' ravaging crops
an d wo unding or killi ng people.

Tell ing a murder orcrows from a simple gath ertng of many
black birds can be d ifficu lt. Ind ivid ual ly, the birds appe ar
th e same, bur wh en a murder of crows Hies, the birds brush

up aga inst each anot her, somet imes even crawli ng over one
another in the air. The sigh t is ghasrlv, and the noi se the
swarm makes is both piercing and thunderous.

OTHER BIRD SWARMS
You can use crow swarm s tat ist ics for any swarm of similarly
sized bird s. If you want to represen t a swarm of s maller birds ,
such as a pitying of doves , s ubs titu te the followin g sta tistics
in place of the cor responding lines in the statistics block
above.

_ _ _ ooJ" Z to



COMBAT
A toot h beast moves as swiftly as possible to place foes within
range ofits frigh tful moan. It then uses that llbili ty 1"0 divide
and conquer, cha rgin g any foes who remain nearby before
purs uing those th at have fled . 'When it encou nters foes that
remain out of range, [he tooth beast usually flees, hoping to
either escape the encounrer altogether or lure its enemies
into fighting in closer quar ters.

rn enr next to a creatu re
affected by any sor t
of fear condit ion.
Du ri ng suc h a

charge, a tooth beast
is slowed in th e usual

fashion whe n mov ing
through squa res th at nor

mally slow mo vement (such as
diffic ult terrain), and it must follow

al l other rules for chargi ng.
Sk ills: A toot h beast has a +8 racial bonus on Liste n

checks.

Frightful Moan (511): As . standa rd action, a too th beast
can em it a fr ight ful moan. Every creatu re within 30 feet
th at hears it howl must succeed on a DC 13 \'Vill save or be
frightened for 1 rou nd and shaken for 1 round thereafter .
All tooth beasts have immuni ty to this attack Frightful
moan is a sonic min d-affecting fear ability, and th e save DC
is Chari sma-based .

Pou nce (Ex): If a tooth beast cha rges a foe, it can make a
full attac k, including rwo rake att acks .

Rake (Ex):Attack bonus +14melee, damage Ids+4. A tooth
beast makes rake attacks byruhbingi ts body- and th e many
sha rp tee th that cover ir-e- agains t a foe.

Blind (Ex) : A tooth beast 's blindness gives it
immunity to gaze attacks, visual effects and

on sight.
Bli nds ig h t (Ex): A tooth beast
has blindsight ou r to t 20 feet.

Beyond that range, it treats
all targets as having tot al

concea lment.
Sprint after Fear

(Ex) : A tooth beast can
sense fear in creatures
withi n ra nge of it s
bltndsighr, and it can
m ove ar a speed of 60
feel (or ch arge at 120
feet) to en d its move-

Tooth bedst

~~.. c - c:u.--, - - - - -

Tooth beasts roam the Underdark, making their homes in
cool caverns tha t provide cas}'access \'0 water. Occ asionally,
they travel nearer to the surface, living in caves and venturi ng
ow when prey wanders near,or when Ihe weather dnplicares
the conditions of their favored environment.

Tooth beasts use th eir keen sense of hearing
to hum. Th ey listen for distant prey and
move slowly toward the soun ds, hoping
fa get close enough to frigh ten the
cre atu res. Th e noise of a combat
often draws tooth beasts !
an d many Underdark
denizen s simply leave
their- dead and dying
on th e field of batt le
whe n a tooth beast
shows up to avoid facing
the creature themselves.

None who know of
Dah lver -Nar can dispute
th e {Oa th beas tsresemblance
[0 him, but the cause of tha t
si milarity remain s dispured.
Some th in k tooth beasts are
degenerate de scend an ts of
Dahlver-Nar: others bel ieve the y
are binders who bound th em
selves too often to [hilt vestige.
Those who bel ieve in the legend ary
I(,f ll1 of Dahl{fI;T-Nal'theori ze that toot h
beasts exist because binders lost t hem-
selves ro the power of those irems.jusr as Dahl ver-Nur did .

A tooth beast weighs abour 2,OOOpounds and stands nearly
10 feet rall on its hind legs.

An ursinecreaturethesize ofa polnrbrar lumbers intoview. Instead
offuT, ,flOUSQnds of sharp teeth of varioll s lypt's alld sizes shul its
hide. Teeth of l:va y bna (Over its w liyi' body, jtICluding ifs head.
which has teeth for eyes. The raIt' flesh belwfm the tt't'th is pjl1 J~

end hasthe moistness of gums. Despi te its ilpparCtlt blindness, the
creatureseemstosense theprescnce ofprey, tllrning madel'l l)'Inward
11 creature that htH passed llIId t'I11iltlllg 11 terrifying 1IIoan.



In addition, the Seropaeneans loan equipment to members
undertaking specific mission s for the order. Youcan borrow
permanent magic item s whose value equals your character
level X 200 gpo

Since th e O rderofSeropaenes consists largely ofreligious
gro ups, its members have 110 shortage ofdivine magjc.Mem
bers receive cnrr spells, remove curse, remlwrdisease,and remove
11015011 at no cost.The order also provides powerful magic, such
as r,Jisedead, resurrection, and the like, for 75%of th e normal
price . Fina lly, you can purch ase curative pot ions and wands
at 50% rhe list price.

PACT MAGIC
ORGANIZATIONS

Thi s section details two of rhe most importa nt organi zations
tha t focu s on pact magic.

"The)' lU i' a thrcLlf to tire Tru!ll. To fa lter i ll our lad, spellscertain
IIOOIll for alL"

-Sir Michael Ambrose, Seropaenean leader

Th e Order of Seropaenes is an allia nce of various religious
groups sworn [0 destroy pact magic and concea l irs ex istence.
Although th e specific faiths are often at odds about other
issues, th eir members are willing to work together in order
to negate the greater threat posed by binders.

JOINING THE ORDER OF
SEROPAENES

c haracters with some divi ne con nec tion are the most likely
candidates for the order. Clerics , paladi ns, favored souls (see
Complete Divine), and even blackguard s often see k member
ship. However, the leadersofthe order are so ded icated to I heir
mission rharrheyacceprcandtdares from nearly anyclass. Over
[he years, th e order has use d witch slayers, rogue s, assassins,
rangers, and even barbarians to combat the bin ders.

EN TRY REQ U IREME NT S
Skills or Spellcasti ng: Knowledge (re ligion) 3 rank s or the
ab ility to cast Ist-level divine spells

Th e order makes extensive use ofirs darker elements to locate
suspec ted binders, using rogues for espionage, wizards for
divination, and blackguards to lea rn what they can from the
darker agencies. Based on the in forma tion gained from the se
sources, paladins, fighters , and favored souls go to bin der
hideouts to capture or kill their enem ies. Th e order sends
on ly its good members on such miss ions beca use they are
more likely to capture their foes alive and bri ng them back
ro the st ronghold for quest ioning tha n evil members are.The
high er-ran king memb ers of th e or der cons ider Imerroga
tion an inva luable tool for learning where to find othe r pact
magic pract itione rs and to what other areas the cancerous
knowledge might have spread.

SEROPAENEAN BENEFITS
The OrderofSeropaenes is a well-fun ded and powerfu l secret
society. Members receive equipment and can acquire differen t
I ypes of services at discou nred rates.

The order offers a bounty for each here tic cap tu red. A live
binder earns you a bon us equal to his binder level x 100gpo
A dead one earns a bon us equal ro hi s binder level x 25 gpo

PLAYING A SEROPAENEAN
A fu nda menta l order guides the unive rse, and pact magic
perverts that orde r. By exploiting spirits th at the gods have
banished, bind ers endanger the delicate balance between gods
and men, and reveal secre ts that shoul d remain unknown to
morta l minds. No matter how they prese nt their activities, the
fact is that binders dabble with dam ned spirits, allowing these
abominations to possess them and addi ng to th eir power with
each binding. If not stopped, these wre tched spirits could one
day supplant rhe gods themselves.

You were once one of the blind, un see ing and unable to

comprehend the larger framework of the planes. Then the
Seropaeneans removed your blind fold, and you left your old
life behind to fight the good fight. What's one life against
the benefi t of all? How can a morta l life measure agains t th e
sanctity of the divine? Your task is to eliminate the heretics
known as binders before they erode the relati onship between
mortal and immortal any furt her.

To be effect ive as a Seropaenea n, you mu st gai n some
fundamental knowledge about your enemy. Thus, for {he
firs t year or so after joining th e order, you learn everything
you can about binders and the fu ndame ntals of pact magic.
In particular, you study th e nature of the vest iges, the gifts
th ey confer, and the tech niques for summoni ng and bind
ing th em.

COMBAT
Binders are unpredictable, so make sure you have a good
mixture ofoffens ive and defensive abilities when facing off
against them . Purchase or borrow magic items rc minimize
your weak nesses. In partic ular. items tha t increase your save
modifiers are good tools for your missio ns.

Anticipa ting wha t kinds of spirits a given grou p of bind
ers draws pO\ver from can be difficult . So in sma ller-scale
combats, be su re you have a good mi x of allies , especially
spellcasters. Ifyou do n't have access to divine magic of your
own, pair up with a divine spe llcasrer who can keep you on
you r feet.

In large conflicts, a broad selection of alli es is best. Form
uni ts that include a paladin , a rog ue, a cler ic, and a wizard or
sorcerer. This m ix of abilities helps you compensate for the
binder s' unusual assort ment of powers.



-c-Dckelor, Shining Blade of Hei roneous

The Order of Seropaenes presents an interesting way to uni te
d isparate relig ious groups under one com mon ban ner. In the
same man ner, the order can help to un ite an un usual mi x of
player characters wi th wild I)' varying alignments. Alterna
tively. the Seropaeneans make excellent recurring villains to
ser again st binder PCs and their companions. Because they
can appe ar when least expected, they can help to pro pel the
campaign forward when the action has sralled.

ORGANIZATION
The very existence of the Order defies logic. It u nites
adherents of man y opposi ng religions, who agree to work
together for one reason on ly: to oppose, contain, and destroy
pact mag ic.

Ages ago. a scholar and archeologist named Syfal un cov
ered a large cache of wrt n ngs. He found a treatise on the
existence of a pantheon that simply could not exist, and a
theoryon how to bind and control the rogue spirits that were
its memb ers. The problem was not the binding. but the fact
that these essences somehow existed ind ependen tly of the
divin e order. They were beings of great power tha t existed
somewhere between the gods and thei r serva nts, but were
beholden to neither.

When Syf~l l began to spread the 1U"VS of these vesrtges.as
he called them ,word of his teachings eventual ly reached the
larger churches. Knowing that the gods hold power pt imartly
th rough mortal belief, the churc h leaders feared iha rSyfa l's
spir its would decrease the power of the deities by drawing
mort als away from the established religions .Their fears were
nor un founded , since the morta ls \v·ho regu larly contacted
these vestiges gave them atten tion bordering on worsh ip-in
fact.many did worsh ip the spirits. If the churches allowed the
binders to persi st, the vestiges might rival or even displ ace
rhe gods.

\'X'hile religious organizations scrambled to conta in the
damage,a priest of Vecna named Seropaenes cal led a meeting
of the elders from the established churches at a remote sire in
the Crysralmis r Mountains. Attend ance was sparse,with only
clergy from the chu rches of Heironeous, Sr. Cuthbert, and
Wee [as in attendance. Seropae nes began by descr ibing rhe
impl ication s and dangers of pact magic [Q h is fellow clergy.
He then proposed that the chu rches un ite under a common
banner-one th ar would not compromise the str ictu res
of thei r faiths and would guara ntee the int egrity of their
respect ive dogm as. Desperate to avert the threa t posed by pact
magic, [he high priests from each church agreed , formi ng
th e Order of Sercpaenes.

At first . the order operated secretly,with members devoted
[Q certain gods kept isolated from rhose devot ed to oppos
ing deities. Stilt it \Vi3S highly effective. IB members swept

SEROPAENEANS IN THE WORLD
"HOlt' call theydtli1t1 tolight forHetrcueons wltt'll tluy wouldIl lly
willi his ent'm ie,?"

fa1t
assa ssins.

_ ,........~_.._ ..._~L_....._II:._,,.....,,, _

SEROPAENEAN TEAMS
When members of the Order of Seropaenes travel together,
theydo so in groups where each individual complemen ts the
others. Encounters with groups of Seropae neans at various
ELs are outlined below. All of the characters are human.

EL 3: Atrio of watchers includes a ' lst-level rogue. a Ist-leve l
diviner, and a 1st-level ranger.

EL 5: This team of inquisitors consists of a 3rd-level cle ric,
two l st-level rogues, and a Ist-level paladin.

El 10: A strike ream of Sercpaeneans includes a 5th-level
cleric. a Sth-level ranger, a Sth-level rogue/2n d-level assassin ,
and a 5th-level wizard.

EL 15: This high-powered group, known as purgers, boasts
a Hlth-level cleric, a fOth-level evoker. four Sth-level ranger/
2nd- level witch slayers. and four Sth-level rc gu e / znd-level

MISSIONS
As a Sero paenean, your gene ral mission is to hun t out and
dest roy cells of bind ers wherever you find them. If you're
evi l, you gather informat ion, in filtrate hindcr enclaves, and
destroy them from wit hin . If your person al morals incline
toward good, you use the infor mation that your evil fellows
have lear ned to take the fight directly to the enemy. \,<' hen
you emerge victorious. you return [he captured bi nders to the
Tower of Woe-the heart of the order-for int errogation .

ADVANCEMENT
Th e mission requires your absolu te loyalty, You migh t regu 
larlv face situatio ns that challenge your moralit y, forcin g
you to make diffi cu lt decisions between mercy and justice .
or between th e end and the means. But the order chose you
for your ability to follow orders-even d ifficult ones.

O nce you are fou nd worthy of member shi p, the order
assigns a mentor ro you. This in stru ctor teach es you all
about pacr magic , its hi sto ry, the cr imes co mm itted by its
pract itioners, and the threat they pose to the doctrines of
the represented faith s. Depending on who you were pr ior
ro membership, you might ga in adva nced training at this
stage as wel l. Assassin s and rogues develop sk ills wi th
es pio nage and poison, wh ile palad ins learn how to marry
their code to the somet imes quest ionable tact ics employed
by th e order.

Afte r your train ing, be prepared for a hard road ahead .
Fighting bind ers is not eas}'. These insidio us tr icksters are
willing to sell their souls and commi t nea rly any crime in
pu rsuit of power.Thus, facing them exposes you to dangers
far greater than you might expec t. The end always jus tifie s
the means for a Seropaenean , because the end is so impor
rant. Thus, if a Seropae nean assassi n murders a hinde r you
found ro be vi rt uous and noble, you mus t accept the act
because ultimately, ir preserves the authority of not jus t your
own deity, bur all the div inepowers.



THE TOWER OF WOE
The Tower of \X/oe, the nerve cente r of the
Order of Seropaenes, stands on th e very site
where the origina l church represe nta tives
met and founded the organ ization. Tall,
impressive carvi ngs and bas-reli efs depicting

the holy symbols and re ligious icons of Heiro neous, \X'ee [as,
St. Cuthbert. and Vecna deco rate the exterior of th e struc t ure.
The towe r has no visible entrances except for a narrow band
ofopen space near-the top .

As its first act , the fledgling order const ruc ted this tower
to serve as a neutral gro un d where the servants of th e vari
ou s gods could meet to pursue their jo int m ission in pe ace
and unity. The tower functi oned as a jail for he retics and a
holding area for their tools. In addi tion, it se rve d as a h ome
for the leaders of the order, who discovered that they could
guide the operations of th e organ izat ion and monitor the
flow of information more efficiently in person.

Alth ough it has stood for man y years, th e Tower of Woe
remain s unchanged from its earliest days.Today, however, th e
lower f requency of visitors make s the place seem aban doned.
A sinister air hangs about it, suggesting blind com mitment to
a cause that is flawed and perh aps even evil, despite protes ts
to the contrary from its adherents.

THE ORDER OF SEROPAENES LORE
Charac ters with ran ks in Knowledge (religion) can research
the Order of Seropaenes to learn more about it. W hen a ch ar
acter ma kes a skill check, rend or paraphrase the followi ng ,
includ ing the infor matio n from lower Des.

DC 10: In th e past , opposing religions h ave occas ionally
overlooked their differences end united to end an even greater
threat.

D C 15: The Order ofSeropaenes was fou nded to destro y
pra ctitioners of a rare form of magic.

DC 20: Anyone, anywhere
can be a Seropaenean. Good
or evil, com mo ner or pale
din- t hey exist at eve ry

level of soc iety.
DC 25: Th e founder of th e

Seropaeneans was a power fu l and
charis matic cleric ofVec na.

Many of the more schol
arly bards also know the ea rly

exploi ts of t he Seropaeneans. Thus,
a bardic k n owledge check revea ls
the same information . and the

Des given above are each redu ced
by5.

SJ·mbol of the
Order ifSeropnenes

rhrough the lands , rerrieving forbi dden griniotres. imprison
ing binders,and crushin g the heretical upris ing. Word spread,
and SCion other members of th e pa rent churc hes realized
what was happ en ing. Although th ey agreed thar the threat
presented by bind ers was indeed great, th e all iance with
agen ts who served the gods of th eir ene mies caused a great
upheaval. Hocv· could paladins of Hci roneous band together
wit h Vecna's necromance rs? \'{'as the th reat so gre at that
good and evil bad to unite agntnsr it? Publi cly, the member
relig ions ban ned th e O rder of Sero paenes, but som e secretIy
fu nded ir, thus cont inu ing th e crusade.

Th e order veiled itself in a cloak of sec recy, and over the
years, mos t of th e churches forgot abo ut it. Records ofirs
ex istence were qui etly cle ansed from th e anna ls
and sacred Texts of all faiths. So complete was
the destruction of th e evidence that not
even the h ighes t-ranking mem bers of
the Church of Heironeous now know
about th e orde r and its mission.
Rumor holds th at the Seropae
neuns now receive fu nds not
from their const iruenr relig ions,
but from some othe r, larger
organization . In fact, some
paran oid binde rs believe th at
the Regul ators (see page 244 of
Epic Level Hall dboo l~) , a myste
rious and super-powerfu l
organization that regulates
power in all forms, pu lls th e
str ings of the orde r.

NPC REACTIONS
Members of the order enjoy whatever rep uta tio n their vari
ous religious leanings pro voke. Th us, pal adin members are
usually viewed favorably, and good cle rics and other NPCs
are generally friendly ifno t helpful to th em . Clerics or black
guards in service to Vecna receive the same un fr iend ly stares
and comments from locals rhar they would i f they were not
members. In short, memb ership in a secret coa lition neither
aids no r h inders the Seropaenea ns.

Few clerics and me mbers of the order' s consti tue nt
churc hes actu ally understan d the sig nificance of the order.
Suc h a character must succee d on a DC 25 Knowledge (reli
gion) check to ident ify a Seropaenean for w hat he is. NPCs
who recognize a member of the order as such are nearly alv....ays
un friendly.



Blackguard Spells Prepared (Cl4th) ;
2nd-cure moderate wounds
lst- couseJeor (DC 12), cure light wounds

Spell-Like Abilities (Cl 4th ):
At will-detect good

Speed 20 ft . (4 squares)
Melee +3/ongsword +24/+19/-16 (1d8+8/ 19-20)
Ranged +1 flaming composite longbow +15/+10/+5

(1d8-4/x3 plus ld6 fire )
Base Atk +15; Grp +20
Atk Option s smite go od 3/d ay (+4 att ac k, +10 damage) ,

smite spiri t sharer l /d ay (+4 atta ck, +5 damage).
sneak atta ck +3d6

Special Action s command undead 6/day (+3, 2d6 +5, 2nd),
lay on hands 48 points/d ay, momentary disjunction
o nce/5 rou nd s (Will DC 24 negates )

Abilities Str 20, Dex 8, Con 14, Int 10, Wis 12, Cha 18
SQ locate possession, overwhelming aura of evil, poison

use, trapfi nding
Feats Cleave, Great Cleave, Improved Init iative, Imp roved

Sunder, Power Att ack, Track, Weapon Focus
(Iongsword)

Skills Concentration +6, Diplomac y +8, Gather Informat ion
+14. Handle Animal +9, Heal +3, Hide - 2, Int im idate
+13, Knowledge (hi st or y) +4, Knowledge (local) +7,
Know ledg e (nobility and royalt y) +4. Knowledge
(religion) +2, Ride +1, Sense Motive +10

Possessions combat gear plus +3 full plate arm or, +3 heav y
steel shield, +3 Iongsword, + 1flaming com posite longbow
(+3 Str bonus) with 20 cold iron arrows, ring of
protection +2. amufet ofnatural armo r + 1, belt of giant
strength +4, cloak af Charisma +2

AC 28, touch 11 , Flat-Footed 28
hp ll3 (l 6 H D)
Resist mettle
Fort +19, Ref +9. Will +12; s lippery mind (second Will save

against enchantments)

S IR M ICHA EL AMB ROSE CR 16
Male hu man fa llen paladin 6/ ro gue l /blac kguard 4/

witch slayer 5
U:. Medium humanoid
lnit +3; Senses Listen +1, Spot +1
Aura despair (10 Ft. , -2 on saves)
Languages Common

SAMPLE EN COUNTERS
An y PC binder sh ou ld enco un ter th e Se ropue nea ns .J[ so me

poin t. Even ju st brushing against them sho u ld create tension
within an adven tu ring party, since th e binder's allies must
come to ter ms wi th opposing agent s of good and noble gods

su ch as Heironeous and even Sf. Cuth be rt .
The leaders of rhe O rder of Seropaenes u ndersta nd the

ethical tensions among [h e various members. so they o rga

n ize [he ir so ldiers by religion . Regard less of th ei r ind ividua l

outlooks, all Se ropaenea ns remain com mi tted 10 pu rging

pact m agic from th e world .
EL 16: l eavin g hi s career as a mercenary witch slayer,

Mi chael Ambrose joined [he Seropa eneans as the ir ga rr ison

commander at th e Towe r of'wo c. He em bod ies th e principles
espoused by th e order and tr u ly beli eves tha t th e he reti cal

prac tic es of pac t mag ic presen t a rea l ri sk to th e world and
to divine autho rity.

ADAPTATIO N
The Order of Seropaenes oppos es pac t m agi c and the threat

it represent s to organ ized faiths. You can, however, pi t th is

organizat ion against other spellcasters in stead ,suc h as psio ns,
wilclers , necrom anc ers, shadcwcasrers, or l' W I1 tr ue narncrs .
In fac t i you can easily broaden th e [OCllS of th e organ izat ion
to encompass anyone wh o do t's not pra ctice d ivine mag ic ,
t hu s creating an interesti ng tensio n between arcane and
divi ne spellcasre rs,

SEROPAENEANS IN THE GAME
Members of the Order of Seropaenes conceal their actions.
For th e most part. they bide thei r time. watc hing for binder
ac t ivity. As a secret soci ety ope rat ing on th e fringes of civi

lization . the orde r might have exis ted all along in a given
campaign world witho ut ever coming to the attention of
the PCs.

Membership in the order provides players with a chance
to de velo p the ir purposes and ro les w ithin th e campaign

world .The order is a perfect venue (or th ose who enjoy moral
ambiguity, shady ploclines. and int rigues.
~/hen de signing a campaign featuring the Seropaen e

an s, make su re you present binders J S;] major and ongoing
nemesis, so th at PC me mbers have a good reason to remain

affi liated with the organizat ion. Tailo r you r adven tu res ro

highl ight th e PC's streng ths , focus ing on research and inves

rtganonMisslons for the order could eas ily take characters

all over t he world [0 peruse anc ient volume s th at des c ribe
the natu re of pact magic. \X/ ith each discove r)', characters
shou ld feel the rempr ation to t ry pac t m ag ic th em sel ves- a

desire that m ight put them at odds with the ir benefactors.



vestiges.Thus, ifyou UseTheurgian facilities in your research,
you gain a +2 circumstance bonus on Gather Informarton.
Knowledge (arcana), Knowledge (religion), and Knowledge
(the planes) checks.
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.... . .1lid onellay. I ~1[md the Truth."

- Tamsin Cun erbuck, gnome binder

S)mb()/ if Ih~

Thmrg,iiJn Society

Formerly scholars and philoso phers, the Theurgian s are bind
ers who con tacr vestiges 10 att ain a deeper underst anding of
reality, According to the ir detra ctors, such in formation is
not meanr [Q be known, so the Theurgia ns are considered
the most here tica l binder group of all.

JOINING THE THEURGIANS
Theurgians are binders, but many had careers as clerics,
bards, or wizards before discovering the power of pact
magic . faced with ext inction due to the depreda-
tions of th ose who oppose pact magic , the}'
have begun ro accept some nonbinders
into their ranks for pro tecrion . O nI}'
those wh o share rhei r commitrneru to

knowledge, however, are con sidered
for membership.

E NTRY REQ U IREM ENTS
Skill" Knowledge (arcana)
6 ranks, Knowledge (history)
3 ranks, Knowledge (religion)
6 ranks

Binders form the in ner ci rcle of rhi s
organiza t ion. Rogues and bards serve
as its eyes an d ears, helping their
com patriots escape from witch slayers.
scout ing old ruins, and recovering lost
knowledge. Fighters and knights of the
sacred seal act as guardsand bodyguard s
for th eir fell ows.

Theurgians undergo an intense period
of stu dy to learn th e lore of pact magic. Since few ancienr
rome s were written in languages that are st ill in use, many
Theurgians purchase ran ks in Decipher Scr ipt or learn dead
languages to bett er understand th e central ten et s of pact
magi c.

THEURGIAN BENEFITS
The Theurgian Societ y offers its members access to its library
of information and shelters them from enemies. In addition,
the Theurglans have buil l a large network of sympa thizers.
Thus, membership provides con nec tions to hirelings the
world over and enables you ( 0 procu re hi reling services at half
th e normal pri ce (see Hirelings on pagl~ 105 of the Dungeon
All1sft'r·s Guhlr for details),

In addIrion, the Th eu rgian s know forbidden information
of all kinds. As a memb er of the socie ty, YOli gain access to
esoter ic bits of Infor mation, language translation services,
rare manuscript s, and per tinenr in format ion about all rhe

PLAYING A THEURGIAN
You've been branded a he retic, a heathen, and a disrup ter of
the balance, bur those label s were applied by the ignora nt.
Your en em ies fear what th ey canno t understand and destroy
th at wh ich you pursue 10 prese rve th eir close-minded
ways,

It 's not rhar you don 't believe in the gods; you simply
do n't beli eve in th eir servants. Clerics, paladins, and their
ilk obfusca te the Truth and hide beh ind th eir own narrow

inrerpre rarions of th e relatio nship between morral
and immorral. Through callous perse
cutio n, th ey force you to take dras tic
measures to protec t yoursel f and those

dear to you .

CO MBAT
Your knowledge ofyou r foes de ter
mines your tactics in batt le, You
have access co all the resources you

need to research you r enem ies and
gather informarion about th em, so

}'Oll shou ld never go into battle without
knowing what ki nd of oppos ition you

(ace. Use your knowledge of yot lr foes'
weakn esses to best effect by employ ing
attacks that might be especially damaging
or hindering,and trick them by p rese nt
ing false opport uni ties that use lip th eir
m051 valuable reso urces.

ADVANCEMENT
Inforrnationon pact magic is forbidden in most lands because
it prese nts too grear a threat to the doctrines of the various
churches. Perhaps you stumbled onto a forbidden manuscript
during an adventure and uncovered the essent ial nature of
pacr magic, then discovered th at pract itioners of pact magic
have many enemies. \X'i tch slayers converged on you. tracking
you down wherever you wen t until Ir seemed [hat all hope
was lost. Then th e Th eurgians plucked you up and brought
you into th eir fold.

O nce you became involved with the Th eurgians, you could
not return to normal life , You soon realized that you would
always be on lh~ outs ide because th e world stands agai ns t
you and all you work for. So you study under the masters of
th e craft, pori ng over th e ancient tomes and manuscripts
of other heretics who have since bee n condemned to spe nd
their last days langui shing in theTower of W'oe. But although
some would curs e the insatiable cu riosity tha t brought them
to th is lifestyle, you embrace it, ravenously con sum ing the
wri tings presented by you r mentor.



THE HIDDEN LIBRARY
For genera tions , archeologists and exp lorers alike overlooked
thi s rui n. Exploratlon ofir uncove red litt le of interest , thanks
to the wisdom ofSyfal, fou nder of the Theurgtan Society, and
the skill of h is supporte rs.

\'(' hen [he scholar first di scovered th e library, he realized
the risk he wou ld face if he ever exposed it to th e world.
\'('hile press ure from the Seropaeneans mounted,Syfalmoved
hundreds of texts to th is site, wh ile hi s supporters hastil y
constructed a vault to hold them . Although a cleric ol Vecn a
mu rdered Syfal before the lib rary was completed. hi s all ies
managed to fin ish th e project without his gu idance, creat ing
a labyr inth of corridors and passages designe d to confuse and
confoun d in t ruders .

In time,Syfal's followers died a lit, taki ng the secrets of this
place to their graves. Eventually, however, ano ther group of
scholars and arch eologists carne acro ss the ruin. Intrigued
by its unusua l mosaics and frescoes, they stayed for mo nt hs ,
carefully searching for clue s. Fina lly th eir per sistence paid
off,and the y located the hidden en trance to the library.Thus
was th e Theurgian movemen t resurrec ted.

NP C REACTIONS
like nonaffil iated binders ,Theurgians are not widely known.
The att itu de of :my N PC who learns what Theur gians do
immedia tely shifts to un fr iend ly or worse. The O rder of
Seropaenes has agents every whe re-primarily common and
unassuming folk whose sa le dut y is to watch for suspic ious
types bea ring the equ ipment used by bin ders and showing
the odd physical signs ofa vestige's presence .Th ese spies no t
onlyrepon 10 th eir contacts bur also spread ru mors that tu rn
the locals agains t binders.

THEURGIAN SOCIETY LORE
c haracters with ranks in Knowledge trel tgton) can resea rch
the Th eurgian Society to learn more about it. \Vh en a char
acter makes a skill check, read or paraphra se th e following,
incl uding the informarion from lower DCs.

DC 10: A cert ain group of scho lars attai ns kn eevledge by
binding spir its.

DC 15: The Theurgian s, if they st ill exis t, are almost
exclusively binders who follow th e teachings of an ancient
sage named Syfa l.

DC 20: Th e Theurgian s are concerned with knowledge,
nor power. Their persecut ion is unjust.

DC 30: c haracters wh o achieve this level of success ca n
learn impo rta nt details about the specifie Theurgians in your
campaign, in clud ing notable members, the areas whe re [hey
operate, and th e kinds of activ ities they undertake.

A PC who wishes to contact the Th eu rgtans sho uld make a
DC 20 Gat he r .ln fcrmation check to find local sympath izers
and allie s. If the co nracr is an assassin, blackgu ard . cle ric , or
paladi n, the DC in creases to 30.

ORGANIZATION
The Theurgta n Society lacks th e rigid structure of other
organiza tions. Astrong com rninne ru to pact magic and it fear
of persec ution are the on ly facto rs th at un ite its me mbers
as a bod y. In fact, the Theurgtan s' loo se assembly and lack
or st ructur e is perhaps what allows t hem to co ntinue in th e
t:1C{"of their opposition.

The Theu rgian Society developed Out of the teach ings of
5)'[aI1 an enigmatic mystic and scholar.Somet ime in the mists
of antiquiry, Syfal uncovered [he loca tion of a mysterious
sanctuary occupied by a fringe group of theologians . The
frescos and murals he found rhere depicted an unusual ce r
emony involvin g symbols and invoca tions. H is exp lora tions
culminated in a singularly important event : He uncovered a
h idden vault containing hundreds upon hundreds of manu
scrip ts-:J treasu re trove ofancient lore.

In subseque nt years, Syfal spread the word abo ut the new
kind of spiri t he had dis covere d. In the process. he reali zed
rhar man y othe r scholars had hvpotbestzed the existence of
lost spir its, and some had even gone so far as to name them .
Unti l Syfal's discovery, however, no one knew how to contact
th em.

Syfal's teach ings rippled th rough rbc world.creat ing excite
men t in scholarly com muni ties everywhere. In response,
several influential chur ches ban ded together to scou r Syfal
and his followersfrorn the land. These early movem ent s were
a dark period in th e histor y ofHei roneo us and St. Cuthbe rt,
bur the followers of those god s managed to purge Syfal and
the an of pact magic fro m the world-c-ar least for a rime.

MISSIONS
As a Theurgian, you are sworn ro protect th e.' books }'OU

and your fellows have collected th rough the gen eration s, to
defend apprentices. [ 0 rescue fellow members pursued by
witch slayers, and (Q hide bind ers from the Seropaeneans.
The leaders of th e organization migh t send you [ 0 in filtrate
the Tower of Woe and rescue a powe rful binder, o r ask you
to slay behind and stall the enemy long enough for the rest
of the enclave to escape.

The dedicated inte llectuals who belong to the The urgian
Soci ety favor sacr ificing 311 else to the pu rs uit of Truth. In
your campaign, the Theurgta ns might be socia l elites who
gath er in secret to exp lore the possib ilities offered by pact
magic, or they might be members of a gro up on th e run,
cons tantly mov ing from place to place and commu nica ting
by means ofsec ret runes and other symbols left inconspicu
ou sly for th ose who follow.

THEURGIANS IN THE WORLD
"Hfrefi(lll IMls ! For111lllu"ir I'/llmlcd IUllltl"cilgc. they }molt' IIO!

whitt theyllo!Then- Yt'ckli'SS explomttcns fo ru liS III L'xl'"tlgc their
taml."

- Sir Michael Ambrose. Seropaenean Inqui sitor



Tamsin Cunerbuck , the expedi tion's leadcr fsee Encoun ters,
bel ow), now oversees the site and its continued excava tion .
She has made incredible progress in learn ing the essentia l
sy mbols of rhe spir its and has bound seve ral of them so fa r.
Th e O rder of Seropaenes has no t ye t un cove red th is site, or
even noted the sudden resu rgen ce of in ter est in pac t magic ,
bur ir is only a mat rer of ti me u ntil it does.

THEURGIANS IN THE GAME
The Theurgians might al ready exist in your campaign,
wh eth er you use the Sero paenea ns or 110t. Jf your cha racters
are searching for a bit of lost lore, a [crem aster might refer
th em {Q local Th eu rgian . This method of introduct ion is
especially useful at low levels, before the pe s have acces s {Q

spe lls suc h as coulad other planeand tlivit1l1 lion.
characters us ing pact magi c might also encounter the

T heurgian Society, Those pu rsui ng kn owled ge of ves
tiges might stumble across the group at some poin t in
the ir careers, making the T heurgian s a useful vehicle for
propell in g the campaign forward- especially when the
Seropaeneans close in .

ADAPTATIO N
Th e Theurg ians ' Iack ofa rig id hierarch y combined wit h the
fact that the Seropaeneans destroyed much of th eir h istory
ma kes adaptation relarivelyell S)'. The biggest d ifficult y is set
ting up th eir oppon ent s. In the FORGOT/TN R t Al MS aml1aign
Sd lillg,for exntuple, you could pit the Th eu rg ians again st the
H ar pers, or maybe even against the clerics ofAzuth ,Mystra,
and Shar. In th e E UERRON C Cl l11fla ig ll Selli ng, the Th curg tans
might have un covered a cache ofanc ien t P ilCI magic tomes in
Xen'drik. causi ng wi zards to hunt th em across Khorvatre.

SAMPLE ENCOUNTER
The bes t encounters wirh Theurg tan s invo lve a great dea l
of mystery. The pes might never d irectl y encounter the
grouPI bur in termediar ies loyal to th e organization might
prot ect them from those who would do them harm. Ult i
mately, involvement with the Th eurgtans is sure to ma ke
the ch aracters' lives more exci ti ng. As word spreads about
their connect ion s to th is group, the characters might have
to explain them selves to wirch slayers, Seropaenec ns , and
religious au thorities.

EL 10: Though Tamsin is committed to the expans ion of
pac t magic, she fears th e Seropaeneans , who ki lled her lover
to get to her. After findi ng the sue.s he sent the other binder s
away wh ile she remained behind to study the lore inside.

TAMSIN CUTTERBUCK
Fem ale gnome binder 10
LN Small hum anoid
Init +4; Senses low-light vision; listen +3, Spot +1
Aura sadness (adjacent creatures other than Tamsin have

-2 on attacks , saves, skill checks)
Languages Common, Elven, Gnome

AC 21, touch IS, flat-footed 19; +4 ACagainst giants
hp 98 (10 HD): DR 3/-
Immune fear
Fort +12, Ref +9. Will +10; +2 on saves aga inst illusions;

slippe ry mind (second Will save agai ns t enchantme nts )

Speed 20 ft. (4 squares)
Melee mwk light mace +11/+6 (ld4-1)
Ranged mwk light crossbow +11 (ld6/ 19-20)
Bas e Atk +7: Crp +2
Atk Op tion s +1 on attacks aga inst kobolds and go blino ids
Spec ial Actions Focalor 's breath (blindness 1 round;

Fort 22 negates) , icy glare (gaze attack deals 2d 6 co ld
dam age; Will negates) , lightn ing strike (5d6 electricit y
da mage; Ref DC 20 half) , rebuke undead 8/day (+7,
2d6 +15, 10th)

Spell-like Abilities (Cl 1st ):
l /day-dancing lights, ghast sound, prestidigitation

(Will DC 15), speakwith anima's (burrowing
mammals oniy)

Combat Gear elemental gem (earth), potion of barkskin +2,
2 potions ofcure light wou nds

Vestiges Typically Bound (EB l 10t h, bind ing check
l d20+15): Balam , Foealor

Abilities Str 8, Dex 14, Con 20, Int 16, Wis 13, Cha 20
SQ Balam 's cunni ng, pac t augme ntat ion (DR 3/-),

presc ience, soul guardian, soul bind ing (2 vestiges ,
5th level), suppress s ign, water brea thing

Feats Ability Focus (Foea lor's brea th )' , Em powe r
Supernatu ral Ability (Focal or's brea th) , Favored
Vestige [Focal or] . Iron Will, Lightning Reflexes ,
Weapon Finesse ll

Skills Concentration +10, Craft (alchemy) +5,
Decipher Script +16, Knowledge (arcana) +8 ,
Knowledge (histo ry) +8 , Knowledge (religio n) +8,
Knowledge (the planes) +8, Listen ~3, Survival +1
(+3 on other plane s)

Possessions combat gea r plus +2 m ithral chain shirt,
masterw ork light crossbow with 20 bolts ,
masterwork light mace , dagge r, amulet ofhealth +2,
cloak0f Cha,isma +2



The library is a strange place. It con sists of more than fifty
rooms,each of wh ich is filled with racks holding scrolls, piles
of du sty book s, grimoi res, and more. Since each room ha s
only one ent rance and one exit, navigating the libra ry shou ld
be simple. However, th e Th eurgian s went to great lengths
to protect this site. placing cry pt th ings here and there to
scatte r intruders in an effor t to fru strate their enem ies and
deter exploration.

Alth ough the crypt th ings remain firml y under the control
of the Theurgians . few binders rem ain here, since the libra ry
lacks th e amenities for an extended stay, Fu rth ermore , mos t
binders avoid [he Hidden Library in an effort to prevent witc h
slayers or Se ropaeneans from un covering and des troying
the place. Defended by its car etaker and a few guardians ,
this place hold s man y sec rets for those will ing to brave the
danger s.

1. THE STAIR (EL 8)
This hu ge spiral staircase leads up the shaft through [he
mountain side. The stairs hu g th e walls of the shaft, leaving
an op en space in the ce nter. Thus, a sin gle misstep could
send an intruder fall ing to an abrupt death far below. The
stair treads are 10 feet wide , but each is set at a d iffe ren t
he ight from the last, so concentration and care is req uired to

The following adventure sites focus on pact magic. Each loca
tion is fully derailed,but no specific adventure hook s or plots
are included. Thus, you can adapt them ro use as you see fir.

On a peak in a g reat mou nrain chain stands an old ruin.
Although archeologists and explorers have combed th e site
many times for clues to its purpose (or out of simple greed),
few realized that the temple V,,'3S on ly a diversion built to

conceal what lay beyond. With each failed expe d ition, word
spread that th e place was only an empty rui n, d iscouraging
others from exploring it But some kn ow better, Th e binders
built this place, and to them. it is sacred.

Behind the ruin is a narrow tunnel that extends abou t 1
mile into the mountain , endingar an octagonal vertical shaft
housing a se t of stairs that ascend nearly 500 feet. O n the
walls of the sha ft are mange glyphs, sea ls, and othe r sig ils
ded icating the place to the vestiges. The stairs end at a great
adamantine door fitted w ith a massive seal. Beyond it lies the
Hidden Library .

PACT MAGIC
ADVENTURE SITES



climb th em. Murals and symbo ls keyed to different ves tiges
decorate the dark stone of the wall s. Occasion ally. veins of
silver, mtrhral, and other metals cross th rough these sigils.
At th e top of the stairs is a great adamanti ne door bearing
the sea l of O tiax scribed in th e blue-whi te fire of ccHl linuI11
flam, spe lls. The door is no t locked.

Creature: Tarnsin Cu nerbuck (see Sample Enc ounter,
page 96), th e curre nt leader of th e Theurgians , befriended an
ogre mage named Thurgesh in her planar travels. After she
saved the ogre mage's life from a group of eladrins in Slgil ,
th e City of Doors (see page 141of PI.lt!ar ll a l1 d"(l(l '~ ) , he vowed
to serve her for ten years. During his service,Thurgesh grew
interested in the library's secre ts and th e practice of pact
magic. Although his serv ice to Tams ln ended year s ago, he
remains with her stil l, guarding the sacred Hidden Library
and his friend's life.

Thurgesh, Ogre Mage: hp 37: AI.\! 200,
Tactics: Thurgesh patrols rhe en rryway by flying along the

staircase invisibly. If agroup ofnonbi nders begins to ascend ,
he urges them to tu rn back and forge t the place, warning that
no good can come from exploring ir.lf they persist, heattacks.
Any binder who is wit h the group ca n convince Thurgesh
to let the pe s pass by improvin g his ind ifferent atti tude to
friendly.

Development: If th e PCs do not kill Th urgesh, he lingers
invisibly near the top of th e stair, listening for any sounds of
comba t that might indica te th at Tam sin is in (roub le.

2 . GUARDPOST (EL 5)
Th is chambe r is empty except for its guardian.

Creature: An advance d crypt Ihi ng lurks in this room.
For more info rmation on crypt things, see page 36 of firn d
Folio.

ADVANCE D CRYPT THING CR 5
N Medium undead
Init +7; Sen ses listen +7, Spot +8
Languages Common

AC 17. touch 13, flat-foote d 14
hp 78 (12 HD)
Resist turn resistance +4
Fort +4, Ref +9. Will +10

Speed 30 ft. (6 squares)
Melee claw +10 (ld6)
Base Atk +6; Grp +6
Special Actions scatter defilers (DC 20)

Abilities Str 10, Dex 16, Con - , Int 11 , Wis 15, Cha 13
SQ undead traits
Feats Ability Focus (scatte r defilers). Deflect Arrows",

Improved Initiative, li ghtn ing Reflexes, Weapon
Finesse. Weapon Focus (claw)

Skills Bluff +12, Diplomacy +16, Disguise +1 (+3 act ing in
cha racter) , Escape Artis t +8, Intimidate +8. Listen +7,
Sense Motive +7, Spo t +8, Use Rope +3 (+5 bindings)

Possess ions none

Scatter Defilers (Su) Once per day. an adva nce d cryp t thin g
can target its enemies with a te lepor tation effect.
causing eac h to be tran sp ort ed 10dlO xlO feet in a
ra ndom direction . Targets that fail thei r saves arrive
sa fely in the clos est open space to the des tination
(includ ing shi fting up or down if necessary) if a solid
body occu pies that locatlon, This ability affects twelve
enemies, and all targets must be within a 3D-foot bu rs t
centered on the crypt thing. The tra nspo rted targets
cannot take any actions until their next turn. The save
DC is Wisdom-based and includes the +2 bo nus from
Ability Focus.

Tactics: Charged with preventing in truders from entering
the library, the advanced crypt th ing ur ges vis itors to turn
back whence rhey carne. If a binder successfu lly improves
the crypt thing's attitude from unfriendly to friend ly, the
creature allows th em to pass. Otherwise it uses its sca tte r
defilers ability agains t the intruders.

3. VAULTS
Each of th ese locat ion s is the same exce pt for m inor var ia
tions on th e shapes and sizes of the rooms . Scrolls, book s,
gt-imoires, manuscrlp ts.a nd more are piled on racks, shelves,
and tables. A thick layer of du st cove rs all.

Treasu re : Each room contains 4d%scrolls and 2d%books.
No ne of th ese texts are magical.They cover a range of topics
ran ging from garden ing to planar th eory. The scrolls are
worth Id to gp eac h and the book s ld+ +l Xl0 gp eac h, bu r
these works are mere ly decoys for the real treas ure in area
6. Characters mighr be tempted to can off th e books and
scro lls, but doing so requ ires a grea t dea l of effon and prob
ably severa l tri ps. Such a prolonged expedition would su rely
garner the at ten tion ofa local band of witch slayers.

4. WINDOWED ROOM
Unlike any other location in the hidden lib ra ry, this room
contains two small windows overlooking the oc tagonal shaft.
The books and scrolls in here are scattered. This cha mber
serves to help orient lost explorers.

5, GUARDIAN (EL 10)
Years ago) Tams in 's lover, a powerful wizard na med Sau l,
crea ted a special servant for her. He inves ted years in its
cons tr uc tion , carefully inscribing the necessary spells [Q

keep his beloved safe. Saul stayed with Tarnsin for many years,
but when a coterie ofwitc h slayers caug ht up with the pair,
he sacrificed hi mse lfso th at Tamsin could escape. Now she
cannot bear to look at [he gift he made for her, so she keeps
it in another room.

Cr eature :This cha mber is home to Tarnsins runicguard
ian , a massive huma n-shaped figure cra fted from stone, steel,
and lead. W hen th e pe s enter, it watches them clo sely but
takes no action agains t them unless first att acked. For more
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Informatio n on funic guardians , sec page IB2 of Afoml r r
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RUNIC GUARDIAN C R 10
N Large construct
Init +1: Sen ses Listen ~O. Spot +0

AC 28. tou ch 10. flat-footed 27
hp 93 (17 HD); fast hea ling 10; DR 10iadamantine
Fort +5. Ref +6. Will +5

Speed 30 ft. (6 squares)
Melee 2 slams +18 (2d8+7 plus stun ning strike)
Space 10 ft. ; Reach 10 ft.
Base Atk +12; Grp +23
Spell-Like Abilities (Cl 'lZth} :

2/day-dispe1 magic
1/d ay- cat's grace. cloudkill (DC 15). expeditious retreat.

greater teleport (self only). touch of idiocy

Abilitie s Str 24. Dex 13. Con -, Int - , Wis 11 . Cha 1
SQ co ns truct traits . find ma ste r (Tamsin) . guard (Tamsin),

shield master (Tamsin)
Stunning St rike (Ex) A crea ture st ruck by a runic
guardian's sla m attack mu s t succeed on a DC 2S
Fortitude save o r be stunned for 1 round.
Find Mas ter (Su) The runic guardian can always find the
piece of jewe lry connecting it to Tamsin.
Guard (Ex) When the runic guardian is within 5 feet of
Tamsin, she gains a +4 deflection bonus to he r AC.

Shield Master (Sp ) Tamsin ca n ac tivate this ability as a
stan dard action so lo ng as she is with in 150 fee t of the
ru nic guardian. O nce ac tivated, the gua rdia n takes
three-four ths of the d amage that would oth erwise be
dea lt to Tamsin. This abili ty otherwise func tions like th e
shield other spell, except that it provid es no ACor saving
throw bon uses.

Th is room co nt ains the same assortment of text s as most of
th e Other chambe rs in th e tower.

Develop m ent: Any sounds ofcombat here bring Tamsin
from area 6.

6 . END OF LINE (EL 10)
Tam sin keeps th e colle cted lore abo ut pact magic at the end
of the maze of chambers. Read or paraphrase the following
when the pe s arrive.

Relics, paintings, maps. seals. and notes jill the snefves in this
room. a" a large desk is a pUe ofpapers, an inkwell, severalquills.
and a fat . fighted candle.

This area is the innermo st sanct um of th e H idden Libra ry.
The cand le is an everburning varie ty,

Cr eature: Tamsin norm ally sits at th e desk poring over
one of th e hundreds ofvolumes th at chronic les the hi story of
pac t magic, famous binders! and legends about the vest iges.



She has made poor pacts with both Balarn <l oqFoca lor befo re
the pe s arrive, so her eyes cry cons tan tly and her voice has
an un nat u rall y hollow, growling tim bre.

Tamsin Cu t t erbu ck: hp 98; see page 96.
Tac tics: I f any sounds of com bat em anate from area

5, Tamain rushes to her guard ian 's aid. Likewise, if she is
attacked here, the run ic g uard ian in area 5 uses grcfltcr tele
pori to reach her side. Ifshe subsequen tly dies: the construct
goes on a rampage.artack ing everyo ne and every t h ing it can
reach.

Treasure: This cha mber contains 2d% books and 4d%
scrolls. An y character who spends a year reading through
them gai ns a permanent +4 bonus on the Kn owledge check
of her choice fro m the following lis t: Knowled ge (arcana),
Knowledge (relig ion),or Kn owledge (the planes). Transport
ing th ese valuable tom es is d ifficult beenuse of their age.

The right buyer (either :1 Seropaenean or a bind er) wi ll
pay [d IOXI Ogp for each bock and Id6x IOg p for eac h scroll .
However, loca ti ng an interested buyer is difficult and danger
ous , since ever r scrap of paper in thi s lib rary is here tic al in
the eyes of most churche s. Anyone found wit h such a text in
h is possessio n is asking for a stay in the Towe r of\l;'oe (see
t he next section).

___ _ TOWER..QF WOE
The heart of the Seropaenean Order is the To,v·er of W'oe,
a ma ssive square spire situ ated high in th e m ounta in s that
p rovides an impressive view of the land <I II around. Each side
of the tower's exterior is intr icately carved wi th religious
scenes . Anyo ne who has even a passing acq uninta nce with
theology (5 or more ranks in Knowled ge [relig ionj ) ca n read
ily identify th ese works as rep resen tation s of S1. Cuthbert ,
Hei roneous, \'V'ee [as, an d Vecna.

The locals have their ow n theori es abou t th is paradoxical
place. Some suggest rhar it was once the strong hold of an
ancienr sccr ofun iversalists whose members banded together
ro oppose some terrible t hreat to the wor ld. Few believe,

however, that anyone act ua lly srill Iives here.
This th eory is both right and wrong. The tower was bu ilt

by the O rder ofSeropaenes. an alliance of th e [our pow erful
churches depicted on its walls, as a beac on in their war against
b inders. The order has maint ained the tower ever since, even
th ough the membe rs'various faiths long ago orde red rhern to
disban d the gro up. To thi s day, the Tower of\"Xroe still serves 3 S

rhe center of the Seropaenea n movement.The leaders use it to

hou se, i nrer rogare, and somerim es torture captu red heretics
for the purpose of unear th ing the secrets of pucr magic.

Even the Seropa enenns do nor realize that on the Plane
of Shadow, the Black Spire (see poge 185) stand s as a twisted
reflect ion of th is rower, reve aling rhe evil wi th in it. K31an,
rhe Srealth of a coterie of wi tch slayers, secretly work s at th e
Tower o[ \'{!oe to br ing the ern ire order under t he co n tro l of
the Votaries of Vecna.

From the. gro und , the tower has no visible enrrances,
altho ug h exposed staircase s are visib le near the top of th e
spire from ihe correcr pe rspecrive. Afew hidden guards watch
from [he uppe r stor ies for intr uders and curious wanderers.
A visito r can gain en try through these la nd ings or th rough
a pa ir of locked secret doors (O pen Lock DC 30, Searc h DC
35) near the struc tu re's base (see area 1).

1. ENTRANCE (EL 12+)
The sec ret doors op en onto a large hall. Read or paraphrase
th e following when the pe s en ter.

Two rowsof columns, eachcarved to depict a stern warriordressed
in fu ll plate armor and wielding a greatsword, run the length of
Ihe room. At thefar side areseveral doors-some areom ate and
made ofgold. while others are simpler and made ofwood. The
ceiling rises some thirty feet overhead, giving the chamber Q

palpable sense ofmajesty. Glowing globes apparentlyfi lled with
fir e hangfrom the ceiling.

Th e golden doors lead into the rower proper, and [he woode n
doors lead to adjo ini ng rooms. The hanging glob es co ntain
COJl ti lll / tt l Jlllllleeffects .

Creatu res: Four d iscip lined and loyal Seropaenea n gua rds
encased in gleaming wh ite full plate armor are always a ll duty

here.

SE RO PAENEAN GUA RDS (4) CR 8
Male and fe ma le aas imar fighter 4/ paladin 4
LG Medi um outside r (native)
Init +4; Sense s da rkvision 60 ft.: Liste n +4, Spot +5
Aura courage (10 ft., allies +4 against fear)
l an guages (ammon , Celestial

AC 23, tou ch 10, flat-foot ed 23
hp 60 (8 HD)
Immune disease. fea r
Resist acid 5, cold 5, electri city 5
Fort +14, Ref +8, Will +8

Spee d 20 ft. (4 squares)
Me lee +) long5word +12/+7 (l d8 +5/ 19-20)
Ranged mwk co m po site longbo w +9/+ 4 (l d8+2/x3 )
Base Atk +8; Grp +10
Atk Option s sm ite evtl I j day (+4 attack, +4 damage)
Sp ecial Action s lay on hands 16 po ints/day, turn un dea d 7/

day (+4, 2d6 +1, I st)
Combat Gear 2 potions ofcure SeriOIJS wounds, potion of

hull's strength , potion ofbear's endurance

Palad in Spe fl Prepared (Cl 4th) :
1st-blessweapon

Spell-Like Abilities (Cl9th):
At wifl-detect evil
l / day- doylight

Abilities Str 14, Dex 10, Co n 14, Int 8, Wis 14, Cha 18
SQ moderate au ra of good
Feats Im proved Initiative, Improved Sm iting*, Li ghtning

Reflexes , Quick Draw, Weapo n Focus (longswcrd).
Wea pon Spe cializa tion (Iongswo rd)
*See Complete Divine, page 82 for de ta ils



The symbol is that of th e O rde rofSeropae nes .

Thisspartan chambercontainsthree bunk bedsand six
footlockers. The room is uninteres tingand somber.

3. HALL OF CONTEMPLATION
A chapel of sons. the Hall ofContemplation serves
a'\ a place for the guards to worship, meditate, and
confess .

The tr unks are unl ocked and contain personal
effec ts for th e gu ards, includi ng a few changes of
clothes.

Creatu res : At any given rime, rwo Seropaenean
guards are relaxing or praying here.

Sero paenean Guards (2): hp 60 each; see area 1

for statistics.

An altar stands at thefor end afthisroom. Inscribed on
a banner hanging behind it is a strange symbol. On
either side of the altar stand iron braziers fi lled with
sweet-smelling incense. Near the door is 0 bundle of
rolled prayer rugs.

Tactics:Two gu ards quickly converge on in trud
ers and que st ion them about their bu sin ess. while
the other two move (Q pro tect the double doors at
the e nd of the hall. The guards arrack anyone not
au thorized to en ter th e [Ower, regard less of align
merit and intent, because th e tower and its purpose
must be kept secret. The gua rds use nonletha l
me ans unless they de tect evil among the pes Drone
ofth eir num ber dies in battl e. Loud noises, such 3S

combat, spe llcas rtng. or shouting d raw more guards
from th e ba rracks (area 2) an d th e mess hall (area +).
Guards coming from [he mess arrive in 4 rounds,
but those from the barracks take on ly I round.

Skills Clim b -2, Diplo macy +5, Heal +3,
Intimidate +5, Jum p -2, Knowledge (relig ion )
+0. Listen +4, Sense Motive -1-3, Spot +5

Possession s combat gear plus +1full plate armor,
+ 7heavy steel shield. +7 !o,'gsword,
masterwork composite longbow (+2 Str
bonus) with 20 alchemical ly silvered arrows,
cloak. of resistance + 1, ring ofprotection+1

2 . BARRACKS (EL 10)
These rooms are barracks for the guards. RC3d or
paraph rase the follow ing when the pe s enter

any one.



AC 16, to uch 11, flat-footed 14
hp 76 (7 HD); DR lO/magic
Fort +8 , Ref +6. Will +5

Abilities Str 23. Dex 12, Con 22. Int 6, Wis 11 , Cha 7
SQ freeze
Feats Flyby Attack, Multiattack, Toughness
Skills Hide +6 (+14 aga inst st on y backgroun d) , Li sten .... 6.

Spot +5
Possess ions no ne

Aura of Menace (Su) Any hos tile crea ture within the
aura that fails the save takes a -2 penalty o n attack
rol ls , AC, an d saves for 1 day or until it hits the holy
watche r.

Spell.Like Abilities (CL 7th) ;
Always Active-magic circle against evil, tongues

The Se ropaenea ns house cap tives here after breaking their
will in th e imer rogation room (see area B ). After the q ues
tlon ing tand often tort ure), rhe Seropaeneans rip the to ngues
from [heir captives' mouths (ro prevent [hem from call ing
up vestiges) and place th em in cells.

Creatu res :A[ an)' l ime, these cells house ten ro fort y bind
ers an d binder sympa thi zers of various levels. In add ition,
t he ja iler (see area 8) some times walks these ha lls.

Binders (10 - 40): hp vari es; create st at ist ics 3Sdesire d.
Jailer: hp 307; see area 8 for srarisrics.
Development: If t he jailer is not pre sent , any lo ud noise

att racts his atten tion, bringing him here in Id4 rounds.

Speed 40 ft. (8 squares), fly 60 ft. (aver age)
Melee 2 claws +12 (ld6+6) and

bite +10 (l d8 +3)
Base Atk +7; Crp +17
Atk Options Flyby Attac k
Special Actions light ray (l /round. ranged touch +8 , 3d 6

damage to evil only)

The stench offeor, sweat, and excrementfi llsthe air, as ifdozens
of peoplewere sharing too smalla space. Smaller corridors lined
with celldoors extendfrom both sidesof the hall. From thesesmall
rooms emanat e moans ofsiJJJering.

HOLY WATCHERS (10) CR 6
Advanced sanct ified gargoyles
CG Large mon st rous human o id (ea rth )
Init +2; Senses darkvision 60 ft.: Listen +4, Spot +4
Aura menace (20 ft.. DC 11)
Languages Common, Terr an

7. BLEAK HALL AND CELLS
(EL VARIES)

Both staircases fro m area 5 continue up fro m area 6. even tu

all y conve rging on a single landing th at con nec ts ro a stone
hallway en d ing in yet another staircase. Read or parap hrase
the following when th e pe s ente r this hallway.

The tiles are made of cold iron.
Creature: The armored figu re is a11 i ron golem .
Icon Colem : hp 128; M~11 36 .

Tactics:The gclern ;11 racks anyon e who is neither wearing
the liver y of the Order 01" Seropacncs nor accom panie d by
so meone who is. Anyo ne wearing the livery oft he order can
com ma nd t he iron go lem to att ack someone nor wearing it.

4. MESS HALL (EL 10-13)
Here th e guards ca n relax} unwind, playcards, and take thei r
mea ls, wh ich are ty pically provided by th e officers th rough
liberal uses of crt'l1 k fOOlll1lla wilter spe lls. The chamber is
fu rn ished with many tables and benches.

Creatures: At any given time, ( W O {Q five Seropaenean
gu ards migh t be lou nging here. An office r migh t (25%chance)
be here as wel l.

Seropaenean Guards (2- 5): hp 60 each; see area 1 for
statistics.

Seropaenean Officer (1): hp 69; see area 12 for statistics,

Th e sym bols are those of th e order's pat ro n de ities. Tbe aud t
ence hall con tains norhi ng oi value.

Creatures : The figures on rhe cha ndelier arc advanced
sanctified gargoyles (see Hool. of ExaJ lcl1 OCt'tls. page 186, for

in formation on the sanctif ied template).These watchers keep
the peace in th is chamber and serve as o ne more defense in
case attackers bre ach th e lower areas. Th ey remain perfectly
still until they detect intruders.

This great cham ber ;s dominated by a sweeping staircase thot
leads to Q landing. then branches into two more stoirways gi~ing

access to the lellef above. Steel.graytiles cover thefloor and walls.
and fla ming globes hQngfrom the ceilingat intervals to provide
light. An impossibly tallarmoredfigure stands at attention in the
middle o[ the room.

The seating in the chamber below is arrangedon different ti!:rs.
each row lowerthan the last. In a smallclearspace at the bottom
stands a podium. The walls depict varioussymbols similarto those
outsidethe tower. Hangingfrom the ceiling isa massive, imposing
iron chandelier with white marbfe figures perched on its many
arms.

5 . THE WALK OF THE DOOMED
(EL 13)

Th is room lies JUS t be yond th e go lde n doo rs. Read or para
phr ase the following when the pe s enter.

6 . AUDIENCE HALL (EL 13)
Bot h sets ofstairs from area 5 end at a land ing before conu nu
ing upward. Th ese landings overlook a squa re aud itorium.
Read or paraphrase the following when the charac ters first
view the audience hall.





This room hos a door on either side. Directly across f rom the
entrance isanother set ofstairs leading up to the next level. The
chamberis warm and brightlylit, and afaint scent ojsandalwood
perfumes the air.

Speed 20 ft. (4 squares)
Melee mw k heavy mace +14/+9 (l d 8+2)
Ran ged mwk light c ross bow +12 (l d8/ 19- 20)
BaseAtk +10; Grp +12
At k Optio ns s mite l / d ay (+4 a tt ack, +7 d am age), smite

s pirit s ha re r 5/day (+0 attack, +5 damage)
Specia l Action s fea t of st rength l / d ay (+7 Str for 1 ro und) ,

momentary disjunct ion oncefS rounds (Will DC 20
negates) , turn undead 3/ d ay (+2 , 2d6+7, 7th)

Combat Ge ar pearlof power (1st level)

Possessions combat gear plus +3full plate armor, +4
greatsword, ring ofmind shielding, amulet ofhealth +4,
belt of giant strength +4, scabbard of keen edges

AC 27, touch 13, nat-footed 26
hp 105 (12 HD)
Res ist mettle, s lippe ry mind (second Will sa ve against

en cha ntments)
Fort +15, Ref +6, Will +13

Cleric Spe lls Prepared (7th ; 1d20+9 to ove rco me SR):
4th-divine power, spell immunityD
3rd -contagionD (m ele e tou ch +12, Fort DC 15), dispel

magic, prayer
2nd-bear's endurance, bull's strengthD, hold person (Will

DC 14) , 'esserrestoration, silence (Will DC 14)
1st- bless, detect evil, divine favor (2), entropic shield,

infl ict lightwounds" (meiee touch +12, Will DC 13),

Thi s chamber is empty.

Hook "I do go od jo b, yes? "

9. HALL OF INSPIRATION
The long staircase ends at the ent rance to a square room.

10. OFFICERS' QUARTERS (EL 12+)
Each of the doors lead ing our fro m area 9 ope n s 0 11 a h al!
with more doors lining the Durer wall. Each door opens int o
the priva te quarters of an officer. All the rooms in thi s area
are iden tical-bare cells where the officers can spend time
in con templation.

Creatures: Five officer s are in th is a rea at any given time.
Se lec t the rooms [hey occupy at random.

Development: Sounds ofcombat in one room at tract the
at te nt ion of the othe r officers, bringing rhem to the batt le
site in 1d4 rou nds.

SERO PAENE AN OFFICERS IS} CR 12
Female or male human cle ric 7fwitch s layer 5
LN Medium hu man oid
Init +1: Sen ses Liste n +14, Sp ot +12
languages Common

Abilities Si r 36, Dex 10, Ca n 26, Int 5, Wis 14, Cha 6
SQ rock catch ing
Feats Awesome Blow, Blind-Fight ", Cleav e, End uran ce,

Diehard , Great Cleave", Gre ater Weapon Focu s
(greatsw ord}" . Improved Bull Rush, Im proved Initiative",
Im proved Sunde r, Improved Tcughnes s-" . Power
Attack, Weapon Focus (gre at sword), Weap on
Specia lization (great sword)"

» See Complete Warrior, page 1Ol.
Skills Climb +9, Int imidate +6 , Jump +9, Listen +8 , Speak

Language (Common) , Spot +7

AC 29, touch 9, nat-foot ed 29
hp 307 (22 H D)
Im mu ne a lignment detection , de tect lies , detect th ou gh ts

Fo rt +23, Ref +7, Will +9
Speed 30 ft. (6 squa res )
Melee +4 greatsword +36/ +31/+26/+21 (3d6 +25fl 7- 20 )
Spa ce 10 ft.: Reach 10 ft.
Base Atk +19; Grp +36
Atk Options Awesom e Blow, Cleave, Great Cleave,

Im proved Bull Rush , Improved Sunder, Powe r Att ack
Special Act ions rock throwing
Combat Gear 3 potions of cure serious wounds

The casks conrain water and the sacks are filled with grain.
The hides serve as a bed for th e room's sole in habitan t.

Creature: The jailer, a hill gia nt who forgot his nam e
long ago, has an important respon sibility. He must feed the
pri soners their gruel, water th em, and prevent them from
comm itt ing suic ide.Though he is stupid and evi l, he hopes
that one day the masters will puri fy him the way they did the
gargoyles and allow him to join their cru sade to wipe out the
berencs-c-Maybe he will even becom e a paladin . For now,
thou gh , he's content to watch over hi s flock.

The jailer 's main wickedness is neglect. He either forgets
to feed the pri soners for days at a time , or feeds them too
often.Thu s,disease runs rampanr th rough the cells,and the
losses are appa lling. However, the jailer is serious about his
job , eve n if he doesn't do itwelL H e walk s rh e hall regularly,

and when he isn't there, he listens for and investigates any
suspicious noises com ing from the cells.

8. JAILER (EL 17) · ,
Thi s chamber serves as "the liv ing qua rrers for the creature
known asrhe jailer. Read or paraphrase the following,adjust
ing as needed if the jailer is pre sent.

This large chamber is obviously usedfor storage. Big grainsocks
are piledin one corner next to severalwooden GClsks. A pile ofold
hides stands in anothercorner.

JAI LER CR 17
Male hi ll giant fighter 10
NE Large giant
lnit +0; Sen ses low-light vis ion ; Listen +8, Spot +7
Langu ages Com mon, Giant



Death Atta ck DMG 180.
Hide in Plain Sight (Ex) These guards can use the Hide skill

even while be ing observed (except in natural dayligh t,
the area of a doyligh l spell. or a similar effect) .

Mute An elite guard lacks a to ngue, so cannot cast spells
with verba l components without us ing the Silent Spell
feat, whic h increases the casting time of a spell to 1 full
round (as well as increa sing its level by o ne). An elite
guard ca nnot cast a 4th -leve l spell withou t usi ng the
Sudden Silen t fea t, which ca n be used o nly once per
da y. A prepared elite gua rd has already used his or her
4th-level spell slot to cas t a silent magic circle against
good.

Poison Use An elite gua rd is ski lled in the use of poison
and never risk accidentally poison ing himselfwhen
a pplying poison to a weapon .

Assassin Spells Known (Cl8th) :
4th (l/day)-dimension door, freedom ofmovement,

greater invisibility
3rd (4/day)- deeperdorkness,Jolse life. magic circle

against good*, misdirection
2nd (4/day}- cat 's grace*. darkness, invisibility, spider

climb
1stt (4/day)-disguise self.featherfall, obscuring mist,

true strike
*Already cast and figured into s tat ist ics
tAn elite gua rd ca nnot cast 1st-level spells, as the y all

have verbal co m po ne nts (see mute, below)

Abilit ies Str 11. Dex 22, Con 14, Int 17,Wis 13, Cha 9
SQ improve d unca nny dodge , mu te , poison use, trap se nse

+1, trapfindi ng
Feats Exotic Weap on Proficiency (spiked cha in), Silent

Spe ll, Stea lthy, Sudde n Silent», Wea po n Finess e,
Wea po n Focu s (spiked cha in)
*See Complete Arcane, page 83.

Skills Balance +14, Bluff +8, Climb +5, Co ncen tration +4.
Diplomacy +3, Disgu ise +4 (+6 act ing), Hide +24,
Intimidate +3, Jump +9, Knowledge (religion) +5,
Listen +17, Move Silent ly +24, Spe llcraft +8 (+10
deciphering scrolls] . Spot +17,Tumble +24, Use Magic
Device +17

Possessions combat gear plus mithral shir t, mas te rwor k
spiked chain, amulet of natural armor +1, cloak of
resistance +3, headband ofintellect +2, ring ofmind
shielding

Hook Moans when acti vating a wand

Imm une alignment det ectio n, detect lies , de tect though ts
Resist evas ion
Fort +8 (+12 po ison) , Ref+19. Will +7

Speed 30 ft . (6 sq uares)
Melee +4 ,piked chain +20/+15 (2d4 +4)
Base Atk +9; Grp +9
Atk O ptio ns death attack (For t DC 21), sneak attack +7d6
Special Actio ns hide in plain sight , Use Magic Device with

a wand
Combat Gear wand ofgreatermagicweapon (CL 16th, +4,

4 charges), wand oflightning bolt (Cl 10th , S cha rges).
wand ofmagic vestmen t (Cl 16th, +4, 4 charges), wand
ofshield (4 charges) , wand ofsloneskin (4 charges),
wandofwalloffire (5 charges)

AC 29, tou ch 16. flat-footed 29; +2 de flec tion bonus
aga ins t good

hp 105 (13 HD); DR 10/ ad am antine (up to 110 po int s)

Creatures: Fou r elite g uards patrol th is opcn area . Their
first duty is to protccr their mas ters above, th e second is to

lise their van tage point to watch for suspicious people who
seem tOO interested in the tower. Th ese g uards are loyal to

the Serc pnenea ns and have gone sofar as to curo ut th eir own
tong ues as parr of a spec ial vow to protec t what t hey over hea r
in the adjacent room.

Tactics: Since no one exce pt the leaders can ente r rhts
level, the g ua rds atta ck anyo ne th ey do not recog ni ze. ff the
g ua rds saw th e PCs enter the tower or heard the sounds of
co mba t. they prepa re for a figh t by tak ing several rounds to

cas t spe lls and usc their wan ds. If th e PCs somehow man
aged to su rprise the g uards while they were unprepared.
use the information fro m the second sta tis t ics block given
below in place of th ose from the firs t. If the guards hea r the
PCs coming. th ey all h ide in plain sig ht and then follow th e
cha racters closely while studying them in preparation for
death attacks.

I n combat, they use ll'tllls offirefrom their wands to imped e
an d d ivide the PCs. Then they use Itg"tning bolts from their
wan ds against foes they can not flank.

Hook "Yield, and I might spare your life! "

The wind whipsacross the landing, creating an intense fee ling of
vertigo. At each cardinal point, another staircase leads to the
level above.

O-detecl magic (2), lighl (2), read magic, resi"ance
0 : Domain spe ll. Deity: St. Cuthbert . Domains:

Destruction, Strength.

Abilities Str 15, Dex 13, Con 18, Int 10, Wis 15, Cha 11
SQ locate possession
Feats Alertness, Combat Casting. Investigator, Power

Attack, Spell Penet ration. Wea pon Focus (heavy mace)
Skills Concentration +18, Diplomacy +2, Heal +3.

Knowledge (history) +2, Knowledge (religion) +7, Listen
+12, Spelleraft +10, Spot +14

Possess ions combat gea r plus +2 fulf plate armor. +2 heavy
steel shield, mas te rwork heavy mace, masterwork light
cross bow with 20 bolts , dagger, ring ofprotection +2,
gauntlets ofogrepower, cloak ofresistance +2, 16 gp

ELITE GUARDS, PREPARED (4) CR 13
Fem ale o r male human rogue S/assass in 8
l E Med ium humanoid (human)
Init +6; Sen ses Listen +17, Spo t +17
Aura magic circle against good
La nguages can understand but not speak Common, Elven,

Dwarven

11 . EXPOSED LANDING (EL 17)
The- stairs from area 9 end at an ex posed landing. Read or
paraphrase the following wh en the pes arrive.



When unprepared , an elite gua rd has the fo llowing
changed s tat ist ics:

Init +4
Aura non e

AC 19, touch 14, flat-footed 19
hp 74 (13 HD)
Ref+17

Me lee mwk s piked cha in +14{+9 (2d4 )

Assassin Spells Known (CL 8t h):
4th (1{day)-dimension door, freedom of movement,

greater invisibility
l rd (4{day) - deeper dorkness,jalse life, magic circle

against good, misdirection
2nd (4{day)- cat 's grace, darkness, invisibility,

spiderclimb
I st t (4{day)-disguise self.featherfall, obscuring mist,

true strike
t An elite guard cannot cas t l s t-level spells, as they all

have verbal co mponents (see m ute , below)

Abilities Str 11, Dex 18, Ca n 14, Int 17, Wis 13, Cha 9
Skills Balan ce +12, Hide +22, Move Silen tly +22 ,

Tumbie +22

12 . HALL OF SIGH S
Four doorsgive access to thisgrim chamberofdark stone. In the
center ofthe room is a single wooden seat. Torture devicessuch
as racks, iron maidens, thumbscrews, and more stand readyto
provide extra incentive to prisoners.

A permanent area of n ull ifyi ng mag ic li ke that of an illl ti

tH llgicfic ltl cove rs an area 10 feet arou nd [he sent.The leaders

int e rrogate th eir p riso ne rs here, learning w ha t rh ey can

about pact ma gic and its p rac t ition ers. .Most ofrh e time, th e
roo m is empty,

13 . CHAMBER OF HElRONEOUS
The priest of He ironeous who o nce o f this cha m be r di ed in

a terrible co n fro ntat ion with a group of hind ers. Since hi s

death , his roo m h as been left ju st as it was.

This chamber isfu rnishedwitha bed and two comf ortable chairs.
On the wallhangsa map, and a smallaltar stands in one corner.
Plenty of candles and other religious paraphernalia give mute
evidence of the occupant' s strong religious convictions.

A ch aracter who succeeds on a DC 25 Search ch eck whil e

exam ini ng thi s cha mber d iscovers a h astily sc r ibbled n ote
regarding concerns about some one named Kalan. The note
says th at this pe rson seems more inreresred in the Plane of
Shado w th an in conta ini ng binders, Also, the writer no tes

anot her new development in mag ic th at the tower's occu

pants d iscovered when th ey cap tu red a rrue narner in stead
of a binder.

14. CHAMBER OF ST. CUTHBERT
(EL 0 OR 16)

Thefu rnishings in this triangularroom include a comfortable bed,
a wardrobe, a rack for armor and weapons, and a writing desk
with af ew papers on it. On the wallbesidethe bed hangsa silvery
symbol coated in tarnish and dust.

The symbol on the wa ll is St. Cu thbert's boly sy m bol.

Creat u re: The roo m's occupa nt , Si r M ichael Ambros e,
is th e representative of St. Cut hbert. He rarely stays here
because he prefers to remain in th e field. At any time,
Am brose has only a 30% chance to be here.

Si r M ichael Ambro se: lip 113; see page 93 for s tat istics.
Developm en t: A sea rch of the room tu rns up a few papers

desc ribing possible binder cells all over t he con tinen t, but
not h ing of value.

15, CHAMBER OF WEE JAS (EL 16)
Th is room is home to [h e tow er's rep rese nta tive of Wee [as.
Read or paraphrase th e following when the PCs arrive.

This macabre triangularroom has black walls and a blackflo or.
On the ceiling, however, is a muraldepicting a beautiful woman
surrounded by clinging mist. Corpses caperand dance around her.
The room's onlyfurnishingsare a bed, a desk, a wardrobe, and a
worktable. On the table, a corpse lies twitching, its organsexposed
to the air. Flies buzz all around the grisly mass.

Th e mu ral depicts th e goddess of death and ma g ic. T he
zo mbie on th e tab le was n h uman binder in life .

Creatures: Ellle ra, priestess of \'(7ee [as, spen ds a g reat
deal of ti me here ex plo ring t he arts of necro mancy. She
feigns conce r n for th e problems face d by the order, but in
(ruth she has litt le in terest in its doings. Her on ly pu rp ose

in dwelling here is to cla im the co r pses of prisoners and use

them to advance her stud ies .

EIL IERA CR 16
Fem ale human ne cromancer S/deric Sjtrue

necro mancer" 6
«Prest ige class described in Libris Mortis
LN Med ium huma noid
Init +5; Sen ses Listen +5, Spot +5
Aura zo ne of desec ration 20 F1. (as desecrate s pe ll)
Langu ages Com mon, Celestial , Infernal, Abyssa l

AC 17, tou ch 13, flat- foo ted 16
hp 68 (16 HD)
Fori +7, Ref +5, Will +18

Speed 30 ft. (6 squa res )
Melee staJ!offire +8/+ 3 (l d6 - 1)
Base Atk +8; Crp +7
Special Actions death touch l {day (me lee touch +7, Sd 6),

reb uke un d ead 7{day (+5, 2d 6+13, 13th )
Com bat Cear potion ofblur, potion of invisibi/ity, staJ!offire,

wand ofcure moderate wounds



Cleri c Spells Prepared (Cl 9t h; l d20+13 to overcome SR):
5th- commune, greater command (DC 20 ), sfay living"

(Cl llth, mel ee tou ch +7, DC 22)
4th-cure critical wounds (mele e touch +7, DC 19) ,

death wardo (Cl llth ),freedom ofmovement, poison
(Cl 11th, m elee touch +7, DC 21)

3rd-animate dead (CL11th), cure serious wounds
(melee to uch +7, DC 18), deeper darkness, dispel
magicD, wind wall

2nd-cure moderate wounds (melee touc h +7, DC 17) ,
darkness , death knellO(Cl 11th , melee to uc h +7,
DC 19) holdperson (DC 17), owl's wisdom, sound
burst (DC 17)

l st- causefeor" (CL llth, DC 18) , curelight wounds (2)
(melee touch ~7, DC 16), divinefavor, doom (Cl 11th,
DC 18), entropicshield, shield offaith

O-cure minorwounds (mel ee touch rl, DC 15). detect
paison, guidance (melee touch ~7), mending, purify
food and drink, virtue (mel ee touch T7)

D: Domain spell. Deity: Wee las.. Domains: Death, M agic.
Necromanc er Spells Prepared (Cl 10t h; l d 20 +14 to

overcome SR):
Sth-cJoudkill (D C 20), Mordenkainen's private sanctum,

tefekinesis (DC 20 ), wavesoffatigue [Cl, 12th)
4th- animate dead [Cl, 12th) , contagion (Cl 12th , melee

to uch +7, DC 21), enervation (Cl 12th, ran ged touch
+9),[ear (Cl 12th, DC 21), solidfog

3rd- blink, lightning boft (DC 18), ray of exhaustion
(Cl 12th , ranged tou ch +9, DC 20) , slow (DC 18),
vampuic touch (Cl 12th , melee tou ch +7)

2nd-command undead (Cl 12th , DC 19),[0Ise life
(Cl 12th) , ghoul touch (Cl 12th , me lee touch +7,
DC 19), glitterdust (DC 17), scorching ray (ran ged
to uch +9), spectra l hand (Cl 12th)

1st- chilltouch (Cl 12th , melee tou ch +7, DC 18) ,
expeditiousretreat,featherfaff, magearmor,
magic missile, rayof enfeeblement (Cl 12th, ra nge d
touch +9) I true strike

O-detect magic (2), touch offatigue (Cl 12th, mel ee
to uc h +7, DC 17), read magic (2)

Sp ell-Like Abilities (Cl 8th) :
2/day-create undead

Abilities Str 8, Dex 12, Co n 10, lnt 20, Wis 21, Cha 13
SQ necromantic prowess +2, strong aura of law, sum mon

famil iar (none)
Feats Combat Casting, Craft Wand S, Extra Turning, Greater

Spell Focus (necroma ncy). Greater Spell Penet ration,
Improved Initiative, Scribe Scroll", Spell Focus
(necromancy) , Spell Penet ration

Skills Concentration +19, Hea l vl I , Knowledge (arcana)
+24, Knowledge (histo ry) +18, Know ledge (re ligion) +24,
Knowledge (the plan es) +18, Searc h +11, Sp ellc raft +24

Possessions com bat gear plus headband of intellect +4 ,
periapt ofWisdom +4, bracers of armor +3, ring of
protection +2, amulet ofnatura! armor + 1. candle of
truth, Quaal'sfeather token (bird)

Spellbook as above plus O- all except enchantment and
illusio n: 1st-erase, shield, summon monster I; 3rd-fly;
4th- bestow curse

Tact ics; Eiliera is cruel, co ld, and dispassionate, but not
evi l. She allows the pe s to leave in peace i f they promise not
to disturb her.

16. CHAMBER OF VECNA (EL 0 OR 15)
Th e door 10 th is roo m is locked (O pen Lock DC 40). Read or

paraphrase the following if the pe s manage to enter.

This cold, dark chamber isfi /1ed with a putrid odor. The whole
room seems unspeakably vile, thaugh it isempty exceptfor a disk
of flickering viofet energy and a rotting corpse on thefloor. The
shadows seem alive, flickering and dancing in the periphery of
the room.

A permanent gate ro the Plane ofShadow is the source of the
srrangely alive shadows in th is room. Kalan, the adherent
of Vecna who dwell s here, compelled a wizard 10 c reate the
gate and then murdered him, leaving him to rot where he
lay-hence [he odo r. Occasionally shadow creatures co me
through th e ga te, bu t they rarely stay for long.

Kalan uses the gate primarily to communicate wi th Cresr
ian (see page 189) because he prefers to recei ve inst ruc tio ns
on some neu tr al gro und. Kalan is here 50% of (he time. The
resr of the rime, he is on rhe Plane of Shadow or elsew he re
on a mi ssion.

Kalan, Elite Vampire; hp 90iAJM 251.







th e Blemen ml Plane of Fire ro power rhat spell. Th e cler ic
who he als a dying f rien d knows th at he r god is a being of
suc h m igh t, he scarce ly not ices th e en ergy she dr aws from
him. Shadow magic does not h ide th ese effects, but rather
uses th em , creating srreug th from weakness, substance from
emptiness, and dark from ligh t.

LESSER SHADOW MAGIC
Shadow magic has its lesser but far more fam iliar cousins.
Casters of shadow m agic scoff at those who believe that these
feeb le mag ics represen t the lim its of shaclow. Jn truth, they
bar ely scra tch the su rface.

Darkness an d Related Spells: All spe llcasrers tap info
t he Plane of Shadow when cre ating Jl rlrlmL'5S. Th ey d raw
ex traplannr shadows to them, for no shadow of th e Material
Plane is strong enough to displace the lig ht. Comparing
t hese man ipu lations of sh adow to those practiced by shadow
m agic users, however, is as com par ing a chil d play ing with
ru de cl ay to the skill fu l efforts of a mast er scu lpto r. O thers
can on ly force shadow through the planar bound aries in
fixed am ounts; th e shadow master can manipnl ate ambien t
light ing as a bard man ipulat es sound.

Sh adow-Based Illusions: Severa l spells of th e illusion
sc hoo l draw o n shadowsruff to add an element of realiry 1'0

their ima ges. Swordsseem to cut, lightning to burn. Yet these
are no more real than any ot her illusion.They are shadowsof
shadows. merely ski m m ing th e tinies t amou nt of substance
from the dark piane. Shado w magic casters und erstand t hat
th ey need not settle for semi real images .Th ey can crea te true
items, ;IS solid as anyth ing found on the Material Plane .

Negat ive E nergy: The association of negative energy with
shadow is in fact a false one, although m an y of th e wisest
scholars-s-and even some shadow ma gic uscrs-c-ccnt inue
to m ake it. The pro pensity of morr al mi nd s to associa te the
syrnbolicv....irh th e real causes most people to th in k of positive
en ergy as "light" and negative energy as"cla rk."The reason ing
proceeds-e-lf negative energy is da rk an d shadow is dark, they
must stem from th e same source. In truth , shadow and nega
tive energy are se parate cos mic forces, althoug h th ey attrac t
many of the same enti ties and ca n be used ro accomplish
some of the same effects. When a shadow magic cas ter draws

t he li fe or stre ng th aut ofa foe, however, she is fun ne ling th e
foe's essence into the Plane of Shadow, replacing it with less
an ima te sh adows. She need no t manipu late negat ive en ergy,
any mo re th an evil cle ric s ma nipulate sha dov.., to con trol
undead.

Shadowd an cers : Not all who manipulate shadow do so
through int ense s tudy and arcane for m ulae. A rare few g row
so close to darkness, they brush the edges of shadow on an
in stinctive level. Shadowdancers pierce the bo rde rs of the
Plane ofShadow when they make use of their abil it ies, even
if they remain ignoran t of rhar fac t. To date, shadow magic
casters have been una ble to determine wha t it is abo ut shad
owdancers th at grants them th is inna te link to sh adow, bu t
it is an area of in tens e study and deba te with in th ei r var iou s
soc ie ties and organ izations.

LEARNING SHADOW MAGIC
The secrets of tr ue shado w magic are d ifficult to lea rn , fo r
only a rare and jealous m inor ity po ssess es them. The major
ity of such lore can be fou nd in the hands of a few specific
organiza tions, such as the Ten eb rous Caba l, and knowled ge
seekers must pet ition th em for access.Al th ough a few anci ent
librari es and lost ru ins conta in tomes of shado w lore! thes
are usua lly insufficien t for reader s to become sh ado w magic
casters simply by peru sing them. At best, they m ight poinr in
the d irection of other, m ore useful sources. Some religious
sects and temples also possess wri tin gs and lore regard ing
shado w mag ic. The pri esthoods of many da rk gods study
the Plane of Shadow, bel ieving it to be an aspect of th eir
deity's power.

As a rnatrer ofself-preserva tion. these groups see k our those
who show both an ap tit ude for magic an d a desire to de lve
in to the mystic. W ith varying degrees ofr itual. they share th e
secrets of the muhiver se and shadow m agic with a desirable
applican t. Because it req uires a devoted, di sciplined mind to
master shadow magic , for it is al ien in ways tha t other magics
are not, these groups appro ach pote ntial recruits infrequently
and acce pt pet itioners even m ore rarely. Still , for those w ho
prove th emselves both capa ble and devoted , access to the se
organizat ions opens IIp an entirely new undersran ding of
magic, of ete rnity, and of rea lity itself

extr aplana r so urces, bu t from the world arou nd it, it leaves
holes in reality whe re those energies co me from. Th is is the
Shadow Weave. a ne two rk of "negative" magic. Those few
who tru ly understa nd it, suc h as shadow magic ca ste rs , use
the Shadow Weave as a so urce for their power, d rawing on it
the way sh adow mages of othe r wo rlds draw d irectl y from the
Plan e of Shadow.

-.../""--_....s_~~~ ...-....~.
THE SHADOW WEAVE OF TORTL
In the FO RGOTIEN REAL MS campaig n se tting. the Weave is a
netwo rk of mys tical energi es , the so urce of magic for all
t he wor ld. The rare To ri! caster under st and s that a second
so urce of magic exists in the ga ps of the Weave itse lf. This is
a perfect example of the seco nd principle of shadow magic in
acti o n. Because the Weave draws in ene rgies , not just from

-----~~-
to ftc ~...,.~ ~~ _
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CLASS FEATURES
Your class features rep resent

3 growing mastery
of shadow magic
and a more inti
mate connec tion
to th e Plan e of

Shadow.
Weapon and

Ar mor Pro ficiency:
You are proficient with

all s imple weapons. You
are not proficient with

and un derstanding of th e mystical in general, and of sh adow
in part icular.

Abilities: Shadowcas ters must be both clever and con fi
dent, studious and determ ined; Intelligence and Ch arisma
barh impact their mysteries. Wisdom is useful forperceprion,
particularly if th ey opt for any of the scry ing-or iented paths.
Becau se shadowcas ters rarely wear armor, a h igh Dexteri ty
proves help ful. _ ~

Races:The majori ty ot shadowcasters are humans or h alf
elves) individuals whose quest for power, understanding, or
knowledge is at the forefront of their personas. Dwarves tend
to see shadowcasrers as agents of evi l, even if they are unwit
tin g ones. Elves do not necessar ily consider them evil , but
they do see sh adow magicas unnatural,and therefore harmful
even when their masters intend no malice. Gnomes are more
accep ting of shadowcasters. They view th em with suspicion)
but simultaneously respect their drive and wonder- at the great
arcane secrets they possess. Halllings rear shadowcasters for
their powers bu t envy their ability to en ter and explore th e
dark, hidden places. Half-orcs tend to distrust shado wcast
ers, although some lust after their abilit ies; however. few

half-orcs have th e mental capacity to be effective
shadowcasters .

Alignment: Shudowcasters deal with dark
powers, magic often associated wi th evil , and

live with a skewed pcrcep
tion ofth world itself.

M ds re r i ng
th e paths
and mys

ter ies, and
learning to com-

preh end the world through
the alien fihe r of the Plane of Shadow, requires
an exceed ing ly disciplined. organ ized mind .
Thus,wh ile shadowcasrers can be of any align -

meri t, those with good or chaotic alignments
are exceed ing ly rare.

Startin g Gold : 3d4x IO(75 gp).
Starting Age : As wizard .

MAKING A SHADOWCASTER
Th e sh adowcaster is a potent magic

user, Her ab il ities are tig htly~
focused, making her somewhat less
versatile tha n other spellcasrers, ........
but wh at she lacks in range she .
makes up in sheer capability.
Shadow magic is un fam iliar to
most ene mies an d, especia lly at
higher levels, far more difficult
(Q counter} di srupt, or di spel.
Depend ing on th e shadowcasrer's
focu s and choice of paths, she rniglu be an except ional
scout, a master of serving, n comma nder of shadowy
minion s, a thief of life, or any combination th ereof. Like
most spell users , her role depends largely on th e magic
she chooses.

Th ose who walk th e dark road of shadow magic
must fortifylrhemselves against the pu ll of rhe
Plane of Shadow, As the power the plane gram s
grows}so too "does its grip on a shadowcasrer's
sou l. This constant conte st between shadow
and sou l st rengthens a sbadowcasrer's wi ll
and fortitude.

f ew shadowcasrers are leader s of
adventuring groups} being more con
cerned with expanding their knowledge

All things fall into shadow,even light. Shadows do no t repre
sen t the absence of light; th ey show the prese nce of darkness.
Thus-shadow and darkness are not death or diminishment ;
th ey are the fundamental state of the un iverse, th e constant
th at existed before, th at exists now, and that willexist wh en
all ot her rh ings are snuffed our. So it is with th e Plane of
Shadow, that dark mirror to (he Mare ria] Plane and many
other realit ies. Shad owcasters lap into thi s most fundamen
tal of forces an d planes 1'0 work their da rk will s. By tying
th em selves to the Plane of Shadow, they maintain a tenuous
link to the ultimate force of existence.

- The shado wcasrer und erstands the true, pr im al power of
da rkness, attu nes herself to the Plane of Shadow, and learn s
great .shadow mysteries the equa l of any mundan e spell.
These dark cast~rs are workers of alien magic. possessing
an occult und ers tand ing of the world an d magic th at even
otherspeUcasters find distu rbing.They are masters ofa dark
power- and perh aps, as some wor ry, irs servants as well.

"' Behind thefire- ,belweftl 111c worlds, in nfllhee tn ~lf}' spares, III the
nul ofIll! things, we are there. Malter, light, life-Ihese thingsare
fleeting. Shadow, only shadow, iseternal.'

- Eddas Coradran, l ord of [he First House,
Parliamenr of Shad ows

THE SHADOWCASTER



rougressofshadows(rhe second mystery of the Eben Whispers
parh) until you know at least two 1st-level mysteries, one of
wh ich must be vOice ofshadow (the first myste ry ofthat pat h).
However, you can always select the first myste ry in a path
of a category you have access to, even if you didn't complete
the lower category path s. For example, you could learn the
shadow vision myster y, the first one (ath level) in the Initia te
Veil of Shadows path, even if you know no 3rd level mysteries
(all of wh ich are in the Apprentice ca tegory).

Myster ies represen t thought patte rns and formulae so
alien tha t other spells seem sim ple in comparison . As you
prog ress, however, you r con nect ion to the Plane ofShadow
growsstronger. and your mysteries become more ingrain ed in
youressence. When you are capable of casting on ly apprentice
mysteri es, you cast them as though they were arcane spells.
They all have somatic componen ts, armor- based spell failure
chance, and are subjec t to inte rruption (but th ey do not
require material componen ts, foci, or verbal compon ent s).
Whenever you cast a mystery as an arcane spell , observers
can make a DC 15 Spot check to note that your shadow is
making different gestures f rom the ones you make wh en
you cast the myster y (see De-tecti ng Mysteries, pilge 138).

At 7th level, when you become capable of cast ing in itiate
mysteries (whether or not you choose to learn any), your
app rentice mysteries become so much a part of you tha t
they now function as spell-like abilit ies, and they no longer
require somat ic componen ts. Your new in itiate mysteries
(when you learn them) funct ion as arcane spells and follow
the ru les described above.

When yOll reach 13th level and become capable of cast;
ing master myster ies, another change occurs. Your mas ter
mysteries now fu nctio n as arcane spell s, and your init iate
mysteri es function as spe ll-like abilities. Your apprentice

~pecia l
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Class Skills (2 + Int mod ifie r pe r leve l, x4 at 1st leve l): Concentrat ion, Craft. Hide, Int imidate , Knowledge (arcan a), Knowl edge
(the planes), Move Silently, Profess ion, Spe llcraft , Spot.

i
any type of armor or shield. Arm or of any type int erferes
wi th your gestu res) which can cause your mysteries to fail
when they fu nction as spells.

Fu nd amentals of Shadow (Su): As a shadowcasrer, you
must master certain basic powers before proceeding to deeper
secrets of shadow. These powers, known as fundamentals)
func tion as supern atu ral abili t ies u sable three times per day.
You begirt playwi rh three fundamentalsand gain an additional
fundamental at 4th level and every four additional levels
beyond 4th. At 14th level, you can use your fundamentals an
unlimited number of times per day. You can, when gain ing
a new level. choose a new fun dam ental in place of another
mystery. When choosing a fundamental,you can "relearn "an
already known fundamenta l, thus gaining another set of uses
of that funda menta1per day.The save DC of imy fundamen tal
is equal to 10 + your e ha rucdifier.

Mysteries and Paths: Youdo not cast spells as other classes
do, but insread invoke mystical secrets called mysteries (se e
pages 139- 153).You knowone mystery at tsr level and gain one
additional mystery every class level. Up to 6th level, you can
learn on ly apprentice mysteries.At 7th level, y Oll gain access
to in itiate mysteries, and at Bth level you become able to use
master mysteries. You can choose your new mystery from any
category__you have access to (including Iundamemals). For
instance,'at 8th level, you could select eithe r a fund amental,
an apprentice mystery , or an init iate mystery.

Shadow magic progresses in very specific s tages . You may
not "jump ahead" in a path, although you need not complete
a path if you do 110t w ish to. Within a category (ap prent ice,
init iate, master), you can only learn mysreries ofa new level
ifyou have learned at least two mysteries of a previous level,
and you must know all previous mysteries 'within a path to

select a mystery from that path. For example, you cannot learn



mysteries become supernatura l abili ties . (See page 139 for
rules governi ng supernatural abilit ies.)

You can learn a mystery more tha n once. Each time you
relearn a mystery,you gain ano ther set of uses of th at mystery
per day.

You can use each mysrery you know a certain number
of ti mes per day depending on whet her it is cast cs a spe ll
(once), a spell-like abiliry lrwo times),or a supernatura l ability
(th ree times).The allotments per level are given on 'Table 2-2.
bur on ly apply if you are able to cast mysteries of the level
indicated . For example, if you choose breadth over depth
and kn ow no 4t h-level mysteries as a zth-level shadowcas rer,
you can no t take advantage of the one use per myste ry per
day detailed in the table. Unlike spellcasrers. you do n't get
bonus myster ies for a higb abili ty score, Altho ugh you do
not prepare spells, you must rest for 8 hours and meditate
for 15 minute s each day to regain your use of mysteries just
as a so rcerer or ba rd mus t rest and meditate to regain use of
spell slors.

In order to cast a mystery, you must h ave an Intelli gen ce
score of at least 10 + the mystery's level.Th e save DC for your
myster ies equals 10 + mystery level + your Cha modifier.
Even though as a shadowcas rer you do nor "cast spells" in
the traditional sense , your levels in this class count for th e
purpose of determ ining you r overall caster level.

TABLE 2-2: USES PER MYST ERY PER D AY
Class Mystery Level
Level 1st 2nd 3rd 4th 5th 6th 7th 8th 9th
, t
2nd
JrCJ J
4th 1
5tb
6th 1
7th 2
8th 2 2 2
9th 2 2
10th 2 2 2
11th 2 2 1
12th 2 2 2 1 1
13th 3 2 2
14th 3 3 3 2 2 2
15th J 2 2 2
16th 3 3 3 2 2 2
17th 2
18th 3 3 3 2 2 2
19th 2 2
20th 3 3 3 2 2 2

Bon us Fea ts: Beginning at 2nd level, you gain bon us feats
equal to half th e total number of path s you have access to,
rounded down. For ins tance. mos t shadowcasters know the
first mystery of two different paths at 2n d level, so they gain
one bonus feat. ]fyou learn th e first rnystery ofa th ird path at
3rd level, you still have onl y one bonus feat, but if you learn
th e firs t mystery of yet another path at 4th level. you k now
four path s, and th erefore gain a second bonus fea t.Th us, you
have II choice:fully master fewer paths an d gain access to more
high -level mysteries, or branch out into more paths and gain
more [cats bu t fewer high-level myster ies. You do nor gain a

new bonus feat for repea ti ng a path you already know. and
fundamentals do no t apply for th e pu rpose of bonus feats.

You must me et the prerequ isite (if an y) in orde r to select
a feat as :1 bon us feat. The list of fears you can selec t includes
any meta magic feat (as described in the PI(1)'ds Htllldll00k),
Favored Mystery, Greater Path Focus, Noc tu rnal Caster, Path
Focus, Shadow Vision, and any memshadow fear.

Umbral Sight (Su): When yOll reach j rd level, your vision
extends slightly into (he Plane of Shadow. You gain dnrkvtsion
out to 30 feet. Ifyou already have dark vision, or gain it from
some other source, the effective dis tance of th at vision is
increased by 30 feel. At t tt h level, you become able to see
per fectly in complete dark ness , even magical da rk ness, out
to 60 feel.

Susta in i n g Sh adow (Ex): When you reach 5th level.
your bond ro the Plane ofShadow allows you to abso rb da rk
energ ies, mi tigatin g certa in bio logical needs. You need eat
only asingle meal per week to maint ain health.At 10th level,
you on ly need 1 hour of sleep per night (but you mus t still
rest for 8 hou rs 10 regain your mysteries for th e next day). At
15th level, you gain immunity to nonmagical d iseases and
poiso ns. Finally, ar 20th level, you no longer need to breathe,
and need never eat or sleep.

PLAYING A SHADOWCASTER
You are a master of arc ane secrets far grea ter than any
other-or at least you will be. You understand wh at othe rs
do not: All power stems from da rkness. All reality is a facade,
and everythi ng is symbolism; by changing a th ing's reflec
tion-irs shadow-you change the. thing itself. O the r form s
of magic, and othe r relig ions , aren't necessarily inferior
or worthy of scorn; it's simply that they see on ly a part of
the \vhole, the first layer of a deeper truth. You rarely take
anything at face value or make snap decision s. You m igh t be
inclined to see cons piracies where non e exist, so accustomed
an" you to looking for the shadows behind th e obvious.

Mosely, you advent ure to perfect your unde rstanding and
masrery ofshadow. You likely prefer endeavors that allow you
frequent use of your mysteries and other abili ties, or th ose
that promise access to ancie nt lore. You might have person al
goals as well , and it's no t un com mon for shcdowcas ters to

adventu re for th e sake of riches, to avenge a P:lSI wrong. or
for any ot he r "sta ndard" adve n tu re motive.

RELIGION
If you are rhe scholarly type, you might esc hew religion,
prefer ring to focus ent irely on your own abilities and th ose
offered by shadow magic. Those of you wh o do subscr ibe
to religio n most frequently follow deities of darkness.
mystic kn owled ge. and secre ts, such as Boccob. Vecna, and
Wee [as.

OTHER CLASSES
You tend to view other spe llcasrers, arcane and d ivine, as
both talented and misguided . You respect the abilit ies of
these other classes, and acknowledge I hat th ey can per fo rm
feats thar you can not, Nevert heless, you usually maintain that
dark ness is the ulti mate power of the mult iverse, and rhose

)



Arm or Check
Skill Ranks Abilil Penalt

o cent atl on
Hide 4 De,

no • e arean t
Know ledge th e lanes 4 Int
M ve Silentl x
S ellcra ft 4 Int

0 Wis

Ashadowcasrer is perhaps the most frightening magic user the
PCs might run across. Her abilities are strange and dark, she
can do things no other cuss can, and she practices magic in
ways unfamiliar to even the most learned wizard. As villains.
shadowcasrers should terr ify even confident parties. As PCs.
theyallowplayerstoapproach the useofmagic in new and excn
ing ways. Perhaps most important for DMs, the shadowcasrer is
a walking plor hook; from the fearful and hateful reactions of .,;;;;;iOtIill
those who do not understand her, to her inna te connection to

the mysterious Planeof Shadow,a single shadowcasrerprovides
fodder for an entire series of adventu res.

Feat: Imp roved Initiative.
Bonus Fea t (H u m an): Combat Casting.
Fu ndamen tals Kn own: Arr ow of dusk (supernatural,

3/day), black cand le (supernatura l, 3/day), widened eyes
(supemarural.a/day).

Mysteries Known: Vud~ m uJclawll (spell, t/ day).
Gear: Backpack with waterskin, one day's trail rations,

bedroll, sack, flin t and steel. Hooded lantern, 4-pin ts of oil.
Case with 10 crossbow bolts.

Gold : 3d4 gpo

HUMAN SHADOWCASTER
STARTING PACKAGE

Ar mor: None (speed 30 Ir.)
Weapons: Quartersta ff ( ld6, crir X2, 4 lb., two-handed,

bludgeon ing).
Light cross bow (Ids, cr it 19-20/ x2, range inc. so fr., 4 lb.,

piercing).
Sk ill Selection: pick a nu mber of skills equal 10 3 + Inr

modifier.

DAILY LIFE
\'(Then nor adventuring, shadowcasters spend the majorit y of
their time in study, meditation, and contemplation. No less
so [han wizards,shadowcasters must constantly research new
discoveries regarding their powers and the sources thereof and
must review formulaeand esoteric concepts so thorough ly that
they burn them into their minds.Th is is not to say that shad
owcasters have no life outside their mystical pursuits, simply
that they have lin le time to devote to other endeavors.

SHADOWCASTERS TN THE WORLD
", wish 1 could Sl1Y wllich bollwrsme 11Ior(' ... thLllshadowwsfers
rI.li llldl1r1mt'ss is thegrtll lt's l l'0lt'croftln- cosmos, or thaI IT small
pm·j ofme bc1 ievt's tilt)' might ht' right'"

- Jinna Aurinaire, priestess ofPelor

who devore themselves to other magic, and other powers,
are deluded. You appreciate fighters and barbarians,who can
handle physical th reats while yOli deal wit h more esoteric
matters. You enjoy the company of rogues, as you understan d
the rogue's need to hide from the eyes oforhers.You tend nor
to get along well with paladins,who are usually mistrustful;
with druids, who view mysteries as outside nature; or with
bards, who seem flight y and unfocused.

ADVANCEMENT
Continuing your developmen t as a shadowcastcr requires a
substantial amounrofrtrne and effort. You must study arcane
and esote ric texts, not merely to lear n new mysteries but to

compre hend the very nature of what you do.You must investi
gate the interaction ofplanes and forces. You migh t also elect
to study shadow magic in a religious context. determining
how the Plane ofShadow fits in to your beliefsystem-oral
the very leasr how it impacts the beliefs of other shadcwcast
ers , so you can better unders tand them .

When you are not srudying, you are practicing, training
your mind to comprehend the alien formulae of mysteries,
and your body to channel ever greater amount s of shadow
stuff As you reach h igh levels, you might star t to feel a bit
distant from your companions. You cou ld find it difficult
to maintain friendships; the changes in your thought pat
terns and physiology leave )'OU feeling much less hum an (or
whatever race you are).

Mechan ically, you should increase your Intelligence and
Charisma asyou attain levels. Beyond this, focus on feats and
ski lls that enhance the mysreries you have chosen.

CO MBAT
You possess fewer overtly damaging powers than spel lcasr
ers. Again st a sing le foe, you are qui te capable of dealing
damage on par with any wizard, assu ming you have selected
the proper mysteries. Agai nst a larger number of enemies,
however, your area-affect ing abili ties are better sui ted
toward weake ning or im peding your foes so that your
companions can fin ish them off-at least un ri] you reach
h igh er levels.

If you have selected any of the perception-related mys
teries, you are part icularly adept in arranging ambushes,
flank s, and other tactical maneuvers involving surprise.
Your abilities (Q see the battlefield from all ang les, or in the
dark, a llow you to position your com panions for maximum
effect iveness.

At high levels,you can often call fort h weapons and min
ions of darkness,enabling youto rum many battles th rough
sheer weight of nu mbers, without puu ing yourse lfdi rectly
in harm's way. Consider gaining proficiency in armor and
weari ng it at thi s point. On ly your masrer-parh mysteries
risk spell failure from wear ing arm or; and mag ic ar mor
with a low arcane spell failure chance minimizes that. A
magic shield is a parti cularly good option because it can be
set aside when casting master-path mysteries but held in all
other situati ons.



NOTABLES
Few shadowcasrers are part icularly famous, shadow magic
does nor lend itself to fl ashy displays. Many practi tioners
rem ain h idden from the eyes of tho se who would de stroy
them. Still, severa l shadowcasters have gained fame or noto
riet y, in the eyes of their comrades if not the outside worl d.
Th ese in clude Eddas Coradra n. one of the most vocal leaders
of th e Parliam en t of Shadows, who believes th e organiza 
tion holds aut hority over all shado wcas te rs whether they
acknowled ge it or nor; h is da ughter Irr in , rhe so-ca lle d "left
hand'tofthe Parliamen t; Zathra Kuhn, called th e Daughrerof
Night, one of the infamo us en force rs of the Bro th erhood of
the Blinded Sun; and Hallair Shadowmane, an elfpriest and
shndowc asrer w ho departed to dwell in a hermitage- some
.say in th e Plane of Shadow itself.

NPC REACTIONS
few peopl e underst and shadowcasrers, and eve n fewe r
trus t th em. The common associati on of d arkness w ith ev il

1 5 s im ply too hard to shake, particularly since a goodly
number of shadowcasrers are evil, or at least un cari ng of
o thers, Most com mon folk reac t to shadowcast ers as they
wou ld any o the r arcane spe llcasrer, unaware that rhey are
dealing with someth ing d ifferent. Sh ould a shadowcasrer
reveal her unusual natu re- perhaps by cast ing a bla tantly
shadow-or ient ed effec t, or by allo wing others to SpOl her
sh ado w's unnatura l rnovements-c-m ost people beco me
unfr iend ly or eve n hostile. Spcllca srers are also u n fr iend ly,
for they ne it her tru st nor comprehend th e sh adowcaster's
abilit ies. C lerics of go ds of da rkness and shadow, h owever,
are often quite frie ndly to ward shadowcasrers , at lea st in i
tially. Goo d-h ea rted sh ud owcasters can us uall y overco me
th ese reactions, given ti me and op portuni ty, but it req uires
substantial effort.

Cler ics of gods of Hgh r are par ticula rly hostile ro shadow
casters, and m any remain rivals even if a sh adowcaster has
proven to be an ally. Similarly, ev il creatu res of dar kness
consider shadowcasrers dangerous, fearing th at t he mystery
users m ight too easily dis cover th eir own vulnerabiliries
and exploi t their powers. For the ir own part , shadowcasrers
usuall y reru m suc h hosti lit y in ki nd , considering eac h a
potential th rea t.

SHADOWCASTER LORE
c haracter s with ranks in Knowledge (arcanaj or Know led ge
(the planes) can research shadowcasters ro lear n m ore
abo ut th em . ~ihen a character m ake s a sk il l check, read or
paraph rase th e follo wing , includ ing the in for m ation from
lower De s.

DC 10; Shadowcaste rs are magic users wh o focus on th e
powers of da rkness and shadow.

D C 15: Shudowcasrers draw th eir power from th e Plane
of Shade,...., shaping it into magic bo th fam iliar and al ien to
other prac tit io ners. They believe that sha dow. as both the
reflect ion of th e mater ial world and the substanc e bet ween
worlds, is th e on ly eter nal force in ex istence.

DC 20: Shadowcaste rs g row in ex t ricably lin ked to th e
Plan e of Sha dow as the y contin ue th eir studies. T hey no
longer have even th e most basic biologic al n eeds, and their
powers be come so great tha r rhey can cast manv of thetr spel ls
as in nate abili ties.

A DC 20 Gather Information or Knowledge (religion)check
in a ver y h igh-magic com mu nity, or one in which a god of
dark ness or ni gh t is worsh iped , wi ll revea l the exis tence of
shadowcasrers.

A bard tc k nowledge check Ca10 reveal the same in format ion
as th ese sk ill checks, but in each case th e DC is 5 hig he r tha n
the given value.

It

Leave skills gained at that level as they are ; these classes
have the same number of skill po ints , and m any skills in
common.
When rep lacing any wizard level at which you gained a bonu s
feat. you lose that feat.
When rep lacing any level at which you gained one of the fol
lowing feats as a norma l feat (not a class-rela ted bonu s feat) ,
swap it o ut as follows: Trade meta magic feats for similar
met ashad ow feats , Spe ll Focus for Path Focus . and Gre ater
Spe ll Focus for Greate r Path Focus .
You ca n't lose a feat or class ab ility that would ma ke you in
eligible for any other feat or pres tige class you already have ,
even if this means you ca n no longe r take advantage of the
creeping da rknes s featu re.

This not ion of creeping da rkness do es mo re than ad d an alien
element to s hadow magic. DMs who introd uce shadow magic
into an ong oing campaign can use th is as a way of allowing
players to embrace the new materia lwitho ut having to abandon
their exis ting charac ters.

"------;-

~_IiilS.~~~"'-",~
A CREEPING DARKNESS:
MULTICLASS SHADOWCASTERS
Darkness spreads, and night overco mes the da y. Ex pe rienced
spellcas te rs who turn their effo rts toward shad ow might find
their co nne ction to primal da rkness growing swiftly, at the
expe nse of their previous abilities .

When a mu lticlass sorcerer or wizard gains a new s hadowcaster
level, she ca n choose to sacrifice a preexisting level of sorcerer
or wizard . in exchang e for an addit iona l sha dowcas te r level. Fo r
instance, a 3rd-level Wizard/ 4th-level shadowcas ter who atta ins
a new s hadowcaster level becomes either a J rd-level wizard / 5th·
level shadowcaster,or a Znd-levelwizard/ 6th· level shadowcaster.
A character can exchange o nly one suc h level at a time.

Whe n "swapping" levels, make the following changes:
Add 1 hit po int , to rep resent the average differen ce between
the so rce rer/wizard's d4 Hit Die and the shad owcaste r's d6 .
Whe n excha nging sorcerer levels , you mu st also remove an
approp riate number of spells from th e sorcerer 's lis t of s pells
known. A wizard who exchanges a level does not lose spells
from his spe llbook , tho ugh some spells might no longer be
avai lable.



SHADOWCASTERS IN THE GAME
i n an ongo ing game~ sbadowcas rcrs migh t be rest r icted
to specific organiza tions. particu larly those with which
the pe s have nor dealr. lvlaybe only a part icular college or
chu rch possesses these sec rets. Given the planar sou rce of
their power, perh aps they did nor even exist in the wor ld
un ti l recently, traveling there from elsewhere by means of
rhe Plane of Shadow.

If you have a player with II shadowcasrer PC, allow the
rc fa excel on occasion. The magic of th e shadowcaster is
more subtle ,1I1Umore alien than those of othe r classes. If
the campaign consists pr imarily of large-scale batt les. a
shadowcas tcr might (at least at low levels) feel infe rior [Q a
so rce re r or wt znrd. Although she is no r Ineffec tive in such
circ ums tances, she truly sh ines in ban le agains t single,
more poten t foes. s he is nlso very com fortable in ci rcu m
stances requiring espi ona ge or dece it, o r wh en norma l
st rateg ies h ave fa iled an d c rea t ive solut ions and abili ties
are called for.

ADAPTATION
\'V'hile the shadowcasrer's magic comes from, and focuses
on, the Plane ofShadow. othe r options exist. In a cos mology
whe re 110 such plane exists, shndowcasters might draw their
powers [r0111 a de ity of night , fu ncti oni ng as divine rather
th an arca ne cas ters. A lte rnat ive ly, they migh t d raw their
power from night itself, becoming more potent after sunset
but less so du ring rhe day. Perhaps the "shadowcasrer" does
not manipulate shadow at all, instead using smoke or mist
to accom plish similar effects.

SAMPLE ENCOUNTER
En count ers with shadowcasrers shou ld play lip the <1 lien and
mysterious nature of th eir abilities.Thi s is not Ii mired to their
mysteri es-c-nlt hough those are cer tai nly the most obv ious
featu res on which to focus- but also the means bywhich they
cas t those mysteries, the odd knowledge and ph ilosophies
that make lip [heir arts , and the odd int eract ions between
mysteries and normal spe lls.

EL 12: Irrin Co radran is the da ugh te r of Edd as Corad ran, a
Lord ofthe Firs t House of the Parliament ofShadows. \Vhile
her father generally engages in pol itical, ndministrarive,
and research acti vit ies. Irr in is one of th e mo st po tent field
agents of the Te nebrous Cabal, and holds rank as a Lady of
the Second House. She might be inves tigating new members.
researching threats to th e Cabal, or see king out other cas ters

to trade, purchase, or (if all else fa i Is) take whatever lore they

migh t han ' .

IRRIN C ORADR AN CR 13
Female human shadowcaster 13
LN Mediu m hu manoid
Init +3; Senses see in da rkness 60 ft.; li s te n +0, Spot +16
Languages Ca m man. Elve n. Infern a l, Und ercommon

AC 19, to uch 13, fla t-footed 16
hp 58 (13 H D)
Fort +12, Ref +10, Will +11

Speed 30 ft. (6 squares)
Melee sickle +5/+0 (ld 6-1 )
Ranged light crossbow +9 (l d8/19-20)
Base Atk +6; Grp +5
Special Actions Sha dow Cas t. Em power Mys te ry, Enlarge

Myst e ry, Maxim ize Mystery, Qui cke n Myste ry
Combat Gear 2 potions of cure moderate wounds, potion of

invisibility, orb ofsJ1Odow (a pprentice 3rd)
Mysteries Known (Cl 13th):
Master paths

7th-prison of night (s pe ll, l lday, armo r ca u ses 10%
s pe ll failure , DC 19)

Initiate paths
6th-shadow s to rm (superna tu ra l, 2/day, DC 20,

CL 14th)
5th-dark air or water (s pell-like, 2/day, DC 19, CL 14th ),

pass into shadow [s pell-like , 2/day, DC 18)
4th- aura ofshade [spell-li ke , 2/day), s hadow evoca tio n

(su pe rna tura l, 2/day, DC 17), step into shodow (spell
like, 2/day)

Apprentice pat hs
3rd-sha rp s hadows (supernatural, 3/day)
2nd-co ng ress of sha dows (s upe rnatural, 3/day), s ight

eclipse d (supe rnatura l, 3/d ay)
1s t- be nd perspec tive (supernatural. 3/day), stee l

shadows (superna tural . 3jday). vo ice o f s ha dow
(supe rnatura l, 3/ day)

Fundamenta ls
O- a rrow of d usk (su pe rna tu ral, 3jd ay, +9 ra nged

to uch), caul of s hadow (s up e rn at ural, 3/ d ay), myst ic
reflection s (su pe rna tura l, 3/ d ay), s ight o bscured
(s upe rna tura l, 3/ day), um bral hand (su pe rnatu ra l, 31
day). widened eyes (s upe rnatural, 3/day)

Abilities Str 8, De, 16, Can 13, lnt 17, Wis 10, Cha 16
SQ susta ining shadow (im mu ne to hunger. sle ep 1 hou rj

day )
Feats Armor Profici e ncy (light ), Favored Mystery (s hadow

evocatio n), Favored Myst e ry (shad ow sto rm), Path
Focu s (Elemental Sha dows), Sh ado w Cas t , Em pow er
Mystery, Enlarge Myst er y. Maximize Myster y, Q uicken
Mystery

Skills Bluff +7, Co ncent ration -11 , Hide +18, Int imidate +11,
Knowledge (arcana) +13, Knowledg e (th e planes) +13,
Move Silen tly +17, Spellcraft +15, Spot +16, Surviva l +0
(+2 o n othe r planes)

Possess ions co m ba t gear plus sick le, cross bow with 20
bolts , +2 mithral shirt, cloakof resis tance +3, am ulet of
health +2, glollcs ofDexterity +2, boots of eivenkind, elixir
ofvision



SHADOW MAGIC
PRESTIGE CLASSES

BECOMING A CHILD OF NIGHT
Children of n ight mu st be tied to the Plane .of Shadow,
through [h eir abili ty to perform magic in volving dark
ness. Th e path of the shad owcusrer is the most direc t rou te,
although some wizards, sorcerers, an d clerics can progress
inro this class. Few bards or druids embark on th is journey
of self-rra ns forma rion.

They prefer to call themselves "black rran smogrtfi sts," but
most k now them as child ren of night. They are mo re than
spellcasrers , m ore th an scholars, and-they claim-more
th an m orral. For those who have the will and rhe dept h of
k nowledge to join thei r ranks, ascen sion beyond t he earth ly
form awaits, for the ch ild ren of nig h t become the stu ff of
shadow itself.

"\\?alch und read uutil tlu coming offilla/Hight-it will not (l vail
)'ou. To cOlnprl.'llwd thenHlgl1 ififCJ1! ilmi emptybmutyof darkness,
i t is Iwt cilollgh 10 studySlliId(l w;yOll must ht'comeSI1l1dow."

- l ara Berhen de. former Lady of the Seco nd House,
Parliament ofShadows, now renegade

CLASS FEATURES
As you advan ce as a child of n igh t, your physiolog y changes,
becom ing m ore sh adow and less mon al flesh .

Mysrer tes/Spellcasnng: At each level beyond 1st , you
gain new mysteries or spells per day an d an increase in
caster level (and mysteries or spells known , if applicable) as
ifyou had also attained a level in a casting class to which you
belonged before add ing the presrlge class level. You do no t,
however. gain any other benefit a ch aracter of that class wou ld
have gaine d, suc h as bonu s feats for mystery paths known,
or improved familiar for wizard or sorce rer. If you had mo re
than one casting class before becoming a ch ild of night, you
mu st decide to whic h class to add each level for the purpose
of deter mining mysteries or spe lls per day, caster level , and
myster ies or spe lls known.

Cloak ofShadows (Su): Your flesh takes on a ha zy, almost
trans lucen t hue,g ran ting a bonus equal to your child ofni gh t

ENTRY REQU IREMENTS

Skills: Knowledge [a rcana] 8 ranks, Knowledge (the planes)
8 ranks
Shadowcast ingJSpe llcasting: Ability to cast mysteries or
ability to cast spell s with the da rkness descripto r o r from
the sha dow subsc hool
Speci al : Must have visited the Plane of Shadow

PRESTIGE CLASS CASTING ADVANCEMENTS
\'(!he n a sha dowcasrer gai ns new casting class levels from
advance me nt with in a pre stige class, this includes [h e
knowledge of new fun dament als, and the transfor mation
of lower-level path myster ies in to spe ll-like or supernatu ral
abilit ies. It do es not include gain ing bonus fears for learn ing
new paths o r any o ther shadowcaste r class fe at ures.

I

Shad ows can take any shape and shadow mag ic is no less
protean . For those who wish to manipulat e darkness wi th ou t
abandoning their previous abilities, or for shadowcasters
with u nusually esoteri c in terests , the following prest ige
classes are available.

Levels in shadowcasrer do not qu alify a character for prest ige
classes with the follow ing en try require ments:

A caster level requirement where the type (arcane or divin e)
is speci fied. Exceptioll: Shadowcaste rs ca n qu alify for t he
mysti c rheurge prestige class (DA·fG 192). In orde r to do so,
they are allowed 10 subs titute the abili ty to cast znd-level
mysteries for the abil ity to cast znd-level spe lls . They mu st
meet allorher requi rements for the prestige class normally.
I n addition, if a shadowcasrer tak es cle ric levels to meet
th e divine spe llcasting req uirement, he must be devoted
to a god th at grants access to one of the following dom ains:
Kn owledge, M ag ic, Darkness", or I llusion>;'.
"Domain described in Spdl Compcnllium.
Ability to cast spe lls of X level where t he type (arcane or

d ivin e) is speci fied.
Ability to cast a speci fic spell, even if a mystery ex is ts with
a sim ilar effect.

Th e same ho lds true in revers e. O ther spellcas ters do nor
qua lify for prestige classes that req uire the ability to cas t
myst eries ofa given level, or a specific mystery, even if a spe ll
ex ists with a sim ilar effect.

\'7 hen advancing in a presti ge class that states "+ 1 level of
ex isting spellcasting class" or H+1 level of exi st ing casting
cla ss,"a mystery user adds those levels ro hi s myster y-cast ing
class for purposes ofgaining new mysteries or fundam en taIs.
On th e other han d , a mystery user does not benefit fro m
'pres tige classes that on ly odd levels to speci fic ty pes ofspe ll
casters. A prestige class rharg rams "+tlevel of ex ist ing arcane
spel lcasn ng class"or "+1 level of ex isting div in e spe llcast ing
class" do es not in crease the ch aracter's mysteries (agai n ,
excepring the mystic theurge under p roper con dit ions).

SHADOWCASTERS AND
PRESTIGE CLASSES

Shndowcasters are a breed apart and do no t always qualify
for prestige classes that are available to more com mon magic
users.

Level s in shadowcas ter qualify ,1 charact er for prest ige
classes with the followi ng en try requirements.
• A caste r level require men t: if no ty pe (arcane or divine) is

__.specif ie d.
Ability to cast spells of X level, if no type (arcane or d ivine)
Isspecified .
Ability to cast myster ies ofX level , or a specific mys tery,



PLAYING A CHILD OF NIGHT
You are asce ndi ng to so me th ing grea ter th an mortalit y, You
don't nec essar ily think ofmorrals as worthless-childre n of
night are n't req uired to be ('vii- bur ne ithe r do yo u think of
yourself as one of them. Yourem em ber your compa nio ns, and
mi ght remain loyal to them, bur your capacity fo r affec tion
and sim ilar emo tion s atroph ies. You see m cold or bru sque.
Your primar y motivation is to bond fu rt her wi th shadow,
and you mi ght abandon previ ously set goals if they conflict
with [h at object ive.

level on Hide check s. AI 4- lll leve l. once per day as a swift
action , you can make your outl ine shadowy and indi stinct,
as the hit/I" spell, for a number of minutes eq ual to your class
level. \X/hen yOll reach 6t h level. y Oll can use the blur effect
three tim es per day. AI s rh level, your form pe rmanently
becomes hazy and you connnuallvhave a blur effect.At mrh
level, two rimes per day as a sw ift ac tion , you can make your
tr ue location more di fficu lt to d tscern. us ifyou were affected
by the displaccmentspe ll, (or 10rounds,

Cold Resist ance (Su): At tsr level, the shadow in your
esse nce provides cold resista nce 5. Thi s resistance in creases
to 10 at 5t h level and 15 :11 orh leve l.

Susta ining Shad ow (Ex ): Starri ng at 2nd level , you lose
variou s biologica l needs, as you draw power from the Plane of
Shadow.Th is funct ions as the shadowcas ter abil ity described
on page 113, except new abilit ies arc ga ined at 4rh, 6t h, and
8rh level. If you have the sus tai ni ng shad ow abili ty from a
different class (shadowcasrer, (or exam ple), you auromarically
gain rhe next sustaini ng shado w abi l ity.

Dan cing Sh ado ws (Su): Ar Srd level, you can use the
dancing shadows mystery as a su pe rna tu ral ability once per
day with acaster level equal to your class level plus your levels
in an y other mystery-cast in g class. AI 7th level and above,

you can use dan c ing shadows twice per day.
Nigh t Fo rm (Ex): For t m inur e pe r day, you can become

inco rporea l. and gai n all the benefits of the in corporeal
subty pe. You also gain a 11y speed of 40 feet wi th pe rfec t
maneuverabiIity.

Your clas s is com mon in several of the orga niza tions
described later in rh is section (see pages 167-1 74). The
Nig htshade Cove nant welcomes you open ly, seeing in your
efforts rhe desire and ambition to becom e one w ith th e Plan e
of Sh adow itse lf.

To the Votaries of Vecna, you represent the u ltimate
meld in g of for m and shadow, walkers o n a pa th th at leads to

somethi ng beyond morral and undead alike.They revere you
if you have jo ined the m. an d seek to obliter ate you if you do
not, co ns ider ing you tra ito rs.

Your relations w it h the Tenebrou s Caba l are less predic t
able. Alt hough one m igh t expec t rh ar the Cab al would
welcom e child ren of nigh t, see ing in them rhe ul timate in
SI13JO\V magic, the rn u h is that the Cabal isn't ce rtai n wh at
to mak e of YOl I. You must allow your stu dy of sh adow magic
10 lapse, or at least slow. d urin g your tra nsfor mat ion. Thi s
sugges ts th at }'our prioritie s are no r in sy nch wrrh t hose of
the Cabal. Furthe r, because you represent an interact ion w ith
shadow that th e e lbal nei ther fu lly unders tands nor contro ls,
it views you wi th some d istr ust. The Cabal welcomes you in ro
irs ranks , but you are rare ly permit ted to hold true powe r, and
no ch ild ren of n ight have risen beyond the Third House of
the Parlia me nt.

COMBAT
At low levels, you ar e much like o th er mystery users and
spellcasters. Conside r remaining back from th e from lines,
harassing foes an d support ing allies with you r m agic. You
might rake a more act ive role agains t cold -based foes, due 10

your bu rgeoning resistance.
As you advance to 4t h level and beyond , your tactics m ust

evolve with your form.The con cealme n t you enjoy fro m your
cloak ofshadows ahility means you can afford to ri sk clo sing
on your ene my,enabling you to more effectively del ivertouc h
and shor t-range attacks . You r H ide bonus ena bles you to lay
am bus he s, or support th e rog ue wh en she moves ahead of
th e party.

At h igh levels, you hardl y need worry about phys ica l
attack s at all (a lt ho ug h powerful spellcas te rs and myst ic
crea tures can still th reaten you). \X/hen you gain the ability

TABLE 2-3 : THE CHILD OF N IGHT HIT DI E: 06
Base

Attack Fort Ref Will
Level Bonus Save Save Save Special MIs te ries/ Se ellcas ting

st +0 +0 ±O +2 l o a ~ of s aaows, coi resis fa ce 5
2nd +1 +0 +0 +3 Sustaining shadow (eat 1 meal week) +1 level of existing C35t i'2$ cla ss
3 r~ ± ±] +1 + anclng snaao s 1j day +1 leve or eX isting cast ing class
4t h +2 +1 +1 +4 Cloak of shadows (blur 1j day), s usta ining s hadow +1 level of existing casting class

(s lee p 1 hour/ day)
+1 +1 +4 okl res istan ce 10 +1 leve of elC.lstmg cas ting.,Eass
+2 +2 +5 Cloak of shadows (blur 3{day), sus ta ining sha dow +1 leve l of existing cast ing class

irnmu neslfa{;_oison/j isease
7th +3 +2 +2 +5 DanCing 5 aaows 2[day 11 ex sn ,g as t ng c ass
8th +4 +2 +2 +6 Cloa k of shadows (blur continuous) , +1 level of exist ing cast in g cla ss

sus tainin sha dow no need to breat he, eat, o r slee
t + + + Co ess ance1 5

10th +5 +3 +3 +7 Cloa k o f sh adows (displacement 2/ ay), nig t form

Class Skills (2 + Int modifier per level]: Con cen trat io n, Craft, Hide , Intimidate, Knowledge (arcana), Knowledge (the planes ),
Move Silently, Profession, Sen se Motive, Spe llcraft , Spot.



NOTABLES
Rumor and myth among mystery users name two children
of nigh t more often th an any othe r. Bldanel Glan trien is an

Nothing conveys the alien feel ofshadow magic as strongly as the
child of night.Most players should be disturbed byindividuals
who are so enraptured with darkn ess rhar rheywillingly make
themselves a part of it. Some might find portraying a character
with such alien thoughts to be a roleplaying challenge.

DAILY LIFE
It's difficult to define"daily life"fer children of night. Between
their scarci t y and th eir ability to go~ithou t fu ndamental
biological needs, memb ers of the class have few activities in
common..Most ch ildren of night spend their time traveli ng.
They rarely put down roots, for few communities accept them:
and they have little need for shelter at higher levels. Most
seek only to improve their knowledge and experience, so that
they might take the next step in th eir tran sformations. Upon
reaching 10th level, some children of night find th emselves so
uncom fortable in the physical world that they seek to make
new homes on the Plane of Shadow.The remainder usually fall
in with one of the shadow magic organ izations, even if they
didn't start as memb ers, simply for a sense of community,

Ch ildren of night seldom acquire leadership pos ition s.
The Tenebrous Cabal rare ly allows them authority, and few
communities trust ch ildren of nigh t even to reside~in them,
let alone hold office. Only in the Nightshade Covenant, the
Votaries cf Vecna,and similar sacieties is it general y possible
far a child of night to r ise above th e rank-and-file. '",-

CHILDREN OF NIGHT
IN THE WORLD

"Whatever the so·callcd 'chi/tlrcHof HlC Jljght' practice, it is not
shadow magic. The PHYIJOSCof shadow llIagic is to control the
tIarklli'ss, nud J am 110 t ronmnred, that between tile children aHd
thedar/mess, it istltecfliltlrclI Ivhoarc it l control."

- Eddas Corad ran, Lord of the Firs t House,
Parliament'bf Shadows

RESOURCE S
The most obvious resource you migh t gain from other
ch ildren of night is access to the prestige class in the first
place. Texts and tomes of shadow magic are not easily avail
able, so you mu st deal with one of th e various shadow-magic
organ izat ions to begin your search.

Given the alien nature of shadow magic, and the fact-that
you are deliberately att empting to transform yoursel f into a
creature of darkness, few people trust you . In th e long-term,
th e compa nionsh ip and all ies offered by the Vdtar ies of
Vecn a, the Tenebrous Cabal, or other independent ch ildren 
of nigh t could prove more valuable tha n any item or riches.

Finally, organizations and smaller cadres of ch ildren of
night often collec t ghost touch weapons and fo rce-related
magic.These resources allow them to more effectively battl e
corpo rea l creatures withou t man ifesting, and to prot ec t
themselves from ot her force effects.

SIlt/durel Krie, <1 haijli flg child of night

to become incorp oreal, you con fly and pass through solid
objects. This ben efit grant s you superior maneuverability
on th e bat tlefield, enabling you to att ack almost any foe, or
bolster your companions in almos t any situ ation. You are an
excelle nt scout, and you can provide hidden backup for your
all ies.

ADVANCEMENT
On rare occasions, someone with a strong affin ity for
shado w feels a call to darkness far beyond that expe rienced
by other ind ividu als. You might be one of these; you feel
somehow inco mplete, hollow. You discover in your studies
the fir st hints of the ch ildren, and seek out their sec rets,
either through in-depth research or act ively finding one
and pe tition ing h is aid. Only in th is fash ion can you
learn the ancien t rites that instigate [he earl iest stages of
tran sformat ion .

As you prog r 55, you cont inue your tran sformation . \Y/it h
time and pract ice, you r body adapts and becomes more shad
owy. You continue your practic e of magic an d can become
qu ite a poten t caster.

Ye n should keep your Intelligen ce and Chari sma high.
Th is not on ly makes most effective use of the rnagtc you
do have, but Cha risma determ ines your eventua l deflec tion
bon us to AC. Keep your Spellcrafr modifi er up as well, since
you arc in a unique position-c-especially once you att ain
inc orporeality-to interfere wi th other caster s' abil ities.



CHILDREN OF NIGHT IN THE GAME
Ch ild ren of n ight are rare, an d they te nd ro be loners. As
such, it's easy to int roduce th em to an ongoing ca mpa ign
simply by asser ting th at the pes have neither heard of no r
encounte red them .

Th e child of nigh t class is approp riate for players who enjoy
experi menting with the bizarre-with characters who don 't
th in k lik e nor mal people . Don '( mi nimize the alien nature
of the class, or have NPCs react in a blase manner during
enco u nter s; that ignores the un iquen ess of the presuge
class. A child of nigh t has less power than a straigh t caster
of her level , so the DM should make every effor t to de velop
encounters th at ra ke advantage of her maneu verability and
immu nities.

ADAPTATION
Th e ch ild of night remain s viable in campaign s that lack
shadow magic .The class might still represent a me lding wit h
th e Plane ofShad ow, but one th at com es from transmutat ion
or necrom anti c magic. Alternatively, the child ofnight mig ht
be an illusion-based prestige class, in which illusionists actu
ally transform themselves into living images. Finally, th e
ch ildren of night might be an unusu al fo rm of un dead, one
with a slow and voluntary rransformar ive process.

SAMPLE ENCOUNTER
Encou nters with ch ildren of n ight sho uld rake full advan
tage of their alien and spectra l nature. The y are idea l for a
quickly evolving ambu sh, or a slow build-up of harassrnenr
and attrition by a foe [he PCs cannot eas ily detect or repulse.
Alreruatively, a ch ild of night might have to go ro great
lengths to co nvince the PCs th at rhey shou ld ally agai nst a
g reater rhrear.

EL 8: Sandurel Krie see ks to improve the repu ta tion of
th e ch ild ren of night and make them acce ptable in norma l
soc iet y, or at leasr am ong arcane casters. His zealousness to
prove h is heroism often causes him to inte rfere where he's
not want ed , or to mistake power ful ch aracters fo r forces of
evi l.

SANDUREl KRIE CR 8
Male halfltng shadowcaster 5/ch ild of night 3
N Sma ll humanoid
Init +2; Senses darkvtsfon 30 ft. : Liste n +3, Spot +1
Languag es Common, Elven, Gnome, Halfling

ancient (former) elf who appears to prorecr shadow magi
cians from those who \vould conde m n the m as evil because
of th ei r mystical abilities. Lara Bethcndc was the you ng est
shadowcaster ever to attain rank in the Second House ofthe
Parl iam ent ofShadows. \~hen her fellow members discovered
shewas secretly studying to become a child ofnig h t, she slew
severa l ofth em, stole valuable tome s, and dis appeared .To th is
day, she ha rries operat ives of the Cabal. The Parli ament has
det ermined tha t she had some grudge or agenda against it
even before she join ed its ranks, although its memb ers have
yet to determine wha t it might have been .

NPC REACTIONS
M ost people react ro child ren of n igh t wirh host i lity, or ar
least an unfri end ly attitude . Com mo n folk are terri fied of
th em , seei ng th em as da rk magicians or inh uman ent ities.
Adventu rer s usually assume I hal, as bei ngs who voluntar ily
ti e themselves to darkness, they mu st be evi l. The average
per son liKel r flees ar the firs t sign of a child of night, whi le
braver folk seek to d rive h im away or dest roy him. Mo st
shadowcasters are not in herently hosti le,but still tend toward
indifference. O n ly ot her chil dren of n igh t, and members of
certa in shadow organizations, adopt frie nd ly attitudes. They
recognize in oneanorher a kindred spir it, though thar doesn't
guarantee friendsh ip or coopera tion.

Nearly ever yone is an enemy ofthe child ren, from paladin s
and priests of gods of light , to spe llcasters and even some
shadowcasrers. The suspicion and lone lin ess tha t marks the
life of a child of nig h t prevents all bur the most dedicated
from pu rsuing rlus cou rse, and often ren ders those who do
so bitter and hostile.

ORGANIZATION
The Tenebrou s Cabal officially treats ch ildren of night like
othe r me mbers. Unofficially, rhey are closelywatched, rarely
tru sted, and ho ld litt le power.

The Votaries and th e Covenant are far mo re welcoming,
see ing in the ch ild ren of n ight the beg in nings of holiness.
W hi le few children ho ld high leadersh ip positions, thi s is due
to their weakened casting abilities compared [ 0 shadowcasters
of the same level, rath er tha n any deliberate prejud ice, M any
become powerfu l opera tives of the Votar ies, howe ver, and
rumor maintains th at a secrercadre ofch iId ofnight assassins
serves at th e whi m of that organi zat ion's leaders.

CHILD OF NIGHT LORE
c haracter s wi th ran ks in Knowledge (arcana) or Knowledge
(the plane s) em research ch ild ren of n ighr to learn more
abo ut them . \'{.'he n :J character makcs a skill check, read or
paraphrase the following, incl ud ing the information from
lowerDGs.

D C 10:The ch ild rcn of n ight see k to become one with the
Plane ofSh adow.

DC 15: The child ren physically transfor m th em selves,
eve ntua lly becom ing incorpo real bei ngs of shadow. They
reta in a measur e of cas ting abilities as well.

DC 20: Even other prac n uoncrs ofshadow mag ic distrust
th e ch ildre n of night.

AC 13, touch 13, flat-footed 11
hp 36 (8 HD)
Fort +7, Ref +5, w ill +7 (+2 ag ains t fea r)
Resist cold 5

Speed 20 ft. (4 squares )
Melee heavy mace +3 (ld6- 1)
Ranged +1 light crossbow +7 (ld6 +1/19-20)
Base Atk +3; Grp - 2
Special Actions cloa k of shadows (Cl 8th), dancing

shadows l /day (Cl 8th ), Empower Mystery. Extend
Myster y. Shadow Cast

Com bat Gear 2 potions of curemoderate wounds, potion of
protec.tionfrom evil, wand of steel shadows

Mysteries Known (Cl 7th) :



Initiate paths
4th- shadow evocation (spell, l /day, DC 17)

App ren tice paths
3rd- clinging darkness [spell-like, 2/d ay, DC 16), killing

shadows (spell-like, 2/day, DC 16)
2nd-blackflre [spell-like, 2/day, DC 15), piercing sight

(spell-l ike,2/d ay)
1st- bend perspective (spell-like , 2/day). carpet of

shadow [spell-like. 2/day)
Fundamen tals

O-arrow of dusk (superna tural, 3/da y, +6 ranged
touch) , caul of shadow (supernatural, 3/ day). sight
obscu red (superna tural, 3/day), umb ral hand
(sup erna tural, 3/d ay)

Abilities Str 9, De' 15, Can 12, Int 14, Wis 8, Cha 17
SQ sust aining shadow (eat 1 meal/week, sleep 1 hour/day)
Feat s Alertness , Empower Mystery, Exte nd Myster y,

Shadow Cast
Skills Climb +1, Concent ration +8, Diplom acy +5, Hide +15,

Jump -5, Knowledge (arcana) +10. Knowledge (the
_ planes) +10, Listen +3, Move Silen tly +13, Sense Mot ive

+5, Spot +1. Survival - l (+1 on othe r planes)
Possessions combat gea r plus heavy mace , dagger, +7 light

crossbow with 20 bolts , cloak ofChar;sm a +2, ring of
feath erfalling

"\'q1lat need have I aff ivingsCl"t1a tlls Il' / ll'f l lIlt' slll1lit1ws t l1c tll~e1ves

rise Ull l1t mycommantl?"
- Thanielle Tierguu, Duch ess of Oh r

Some driven or domineer in g sou ls seek not hi ng less th an
master y of dark ness irself- the ability ro tu rn the very
shadows into th eir agents and allies. These are the masters
of shad ow,com manders of soldiers as dark arid ins ubs tan tial
as nigh t itself. For those with the force of will 10 enter thei r
ran ks, th e very shad ows ser ve at their beck and call.

BECOMING A MASTER OF SHADOW
Shadowcasters are the most commo n masters ofshadow,since
they can most easily enter the class.Sorcerers,wizards,clerics.
and even th e occasional druid can mulnclass JUSt enough to

gain access , however. Few mart ial types do so, because the
class dema nds speci alties far removed from combat ski lls.

EN TRY REQUIR EME NTS
Skills: Knowledge (arcana) 5 ranks, Knowledge (the planes)
8 ranks
Feat : Shadow Familiar*
Mysteries/Spellcast ing: Caster level 5th
*New feat described on page 138

CLASS FEATURES
As you progress as a master of shadow, you gain command
of an increasingly power ful dark servant.

Shadow Serva n t (Su): At 1st level. your shado w familiar
permanently transforms in to a Medium shadow elemenral. Jt
loses all familiar traits, but gains new abilities as your shad ow
serva nt (see the Shadow Servant sidebar).

Should your shadow servant die, you can sum mon a
replacement after 24 hours pass. Your shadow serva nt can not
travel farther from you th an 30 feet +10 feet [or each of your
master ofshadow levels (40 fee t at isr level and a maximu m
of 130 feer at m rh level). If it is forcibly separated from you
by more than th is distance, the serva n t dissipates in stan tly,
and you must wait 24 hou rs to summon a new one.

.Master's Bidding (Sn): At t sr level, as a standard action,
you can focus your affin ity with shadow to enhanc e your
shado w servant, granting it one spec ial ability Cpr 1 round.
The speci al abili ties available to your shadow servant are
descr ibed in the Sh adow Servant Sidebar, and depend on
your class level. For example.or4th level you could give you r
servant any of the following speci al abili ties: inter act with
corporeal, fast heali ng 1, extra attack, or cold damage +ids,

At 5th level, )'ou can g ram your shadow servant a specia l
ability for 1 ro und by tak ing only a move action rather than
a standard act ion, You can choose to use two move actions
in th e same turn to gran t it two abilities. Additiona l move
actions gra nted by spe lls, class features, or th e like can also
be used to furthe r enha nce your shadow servant.

Ar 10t h level, you can grant your shadow servant a special
abiliry for 1 rou nd by taki ng onlya swifr action rather than
a move actio n. You can still use move acrions to give it addi-

Class Skills (2 + Int modifier per level): Concent rat ion, Craft , Intimidate, Knowledge (arcana ), Knowledge (religion),
Knowledge (the planes) , Profession, Sense Motive, Spellcraft, Spot.

(
M steriesl Spellcas ting

+1 leve of exist ing cast ing class

+1 [eve 0 existin castin class" ,
+1 eve 0 exrst n ca l in c as

+1 level of exist in cast ing clas s
0+1 evel orexistin casting c ass
+1 level of exist in casli n c ass

] leve 0 eXisting cas tmg c ass
+1 leve of existln cas tirig class
..,1 eve a existm cas t" c ass

TABLE 2-4: THE MASTER OF SHADOW HIT DIE: 0 8
Base

Atta ck Fort Ref Will
Level Bonus Save Save Save S ecial
1st +0 +2 +0 +2 Sliaa ow servant, master s IBalng .s ta n ar action
2nd +1 +3 +0 +3 Resistance to co ld 5
3ra +1 3 f
4th +2 +4 +1 +4 Resis tance to co ld 10
5th +2 +4 + +4 t\i1 aster s I in move ac[ lo n
6th +3 +5 +2 +5 Resis tan ce to cold 20
7tn +3 +5 + +5
8th +4 +6 +2 +6
9tn +4 +6 + +

10th +5 +7 +3 +7 i ding (swift action),



PLAYING A MASTER OF SHADOW
M ost NPC masters of shadow become domineering Individu
als wh o care Ha le for their forme r allies as th ey co me to rely
more an d more on rheir dn rk servan t. As a mast er of shadow
player cha racter (assum ing you do not w ish to: alie nate your
compa nions), you should be carefu l not to ca r ry th is trait
to the ex treme. You do becom e greatly confident- possibly

class befo re becom ing a m aster ofsh ad ow, you m ust decide ( 0

which class to add each level for the purpose of determ in ing
spells per day, cas ter level, and spells or m ysteri es known .

Ra p id Shadow (Su ): After you teach 10th level , if your
shad ow servant d ies you can summon a replace me nt 10
m in ut es later.

Size Increase (Ex): A Srd-leve l ma st er o f shadow's servant
grows to La rge.siz e. It never increases beyo nd La rge, rega rdless
of its Hit Dice.

Deliver Touch Spells (Su): [f its master is 5th level or hig her. a
shadow se rvant can de live r touch myste ries or s pe lls for him. If
th e master an d the servant are in co ntact at the t ime the maste r
ca st s a touc h m yste ry or sp ell, he ca n des ignate his s e rva nt as
the "to uc her." Th e servant can the n de liver the to uch myster y
or spell just as the maste r could. As us ual, if the mas te r ca sts
a nothe r myste ry or spell before the to uc h is delive red , the des
ignate d myste ry or s pe ll d issi pates.

Immunity to Cord (Ex): The se rvant of a 10 th -leve l maste r of
shadow has im mu nity to co ld.

MASTER'S BIDDING
A maste r of sh adow can s hape the essence of his s hadow se r
va nt , granti ng it s pecial abilitie s and qu al ities . In this wa y, the
mast e r cu stomizes his se rvant to his ne eds of t he mo men t.

At first , en hancing a se rvant in this ma nner is a sta ndard
action, but higher-level maste rs eventually red uce the effo rt to
a move ac tio n an d fin a lly a swift ac tio n. Eve n whe n a master of
shadow has th e ab ility to bid his ser vant to ga in m ultiple a bili
ties, any single a bility can only be ga ined o nce.

Interact with Corporeal (Su): Whe n yo u grant yo ur shadow
se rvant this bidd ing, it ca n per form sim ple tas ks at your co rn
ma nd , in a manne r ide ntical to the unseen servant s pe ll, exce pt
that it reta ins its own hit po int s.

Fast Hea ling (Su): A s hadow se rva nt ca n be bid to regain hit
po ints at a rate of l hit point pe r round. /

Extra Att ack (Su): Whe n making a full att ack ac tio n, a shadow
se rva nt ca n be bid to ma ke one ext ra attack. The-attack is made
usi ng the crea ture's full base attack bonus , plus any mod ifier s
appropriate to the situat ion.

Cold Damage (Su): A mast er of sha dow ca n bid its se rva nt to
dea l an additional l d8 points of co ld damage on a successful hit
(st acked with the cold damage that sh ado w e lementa ls no rma lly
deal).

Reach (Su): A sha dow servant bid to exten d its sh adowy a rms
in this manne r increases its reach by 5 feet .

Damage Reduction (Su): Bidd ing your shadow se rvant to
igno re da mage grants it DR 5/- .

Speed (Su) : A ma ster of s hadow can bid its serva nt to be
quick, inc reas ing the servant's speed by 20 feet..... fa.......... .---.... _

nt'

Master's
Bidding~...,.....
nteracr WIt

corpo rea l,
fast h Hog1
Ext ra attack

Cold amage
+l d8

level
1st

2nd +1 Resis ta nce
to cold 5

ra +2 Size ecomes Car e
4th - +3 Res is ta nce

to cold 10
5t + + Deliv~r touc~ sp.elt
6th +5 Res istance

to cold 20
tR ;. +~

8t h +7
9t 1 8 +6

10t h +9 - Im m unity to cold

-------------~.~"

tionaIabili ties.Thu s, a Iut h-Ievel mas ter of shadow who does
no thing else in a rou nd can choose to give hi s shadow servant
th ree spe cia l abi lities (using one swi ft action and tw o move
action s).

-... Resistance to Cold (Su): At 2nd level, the shado w in rour
essence provides resistance to cold 5.This resistance increases
to 10 at 4 th level and 20 at 6th leveL At 10th level, you have
immunity to cold damage.

Mystertes/Spel lcasnng: At 2nd level and eve ry level
thereaf ter, you gain new mysteries or spell s per day an d an
in cr ease in cas ter level (and mysteries or spe lls k nown , jf
applicable) as ifyou h ad also ga ined a level in a casting class
to which you belonged before adding the prestige class level.
You do not, however,gain any other ben efit s a characrer of that
class would h ave gained. If you had more th an one casting

Shadow Se rvan t Basic s : Use the base stat is tics for a Medium
shadow e lem enta l as given on page 165, but make the following
cha nges.

Level: The ch aracter's maste r of s hadow level.
Bonus HD: Extra e ight-sided (d8) Hit Dice, each of wh ich

gains a Consti tut io n modifie r, as no rm a l. Reme mber that ext ra
Hit Dice im prove th e sha do w se rvant' s bas e atta ck a nd ba se
save bon uses as ap propriate fo r an ele menta l. A sha dow ser-

----va nt 's base att ack bonus is the same as tha t of a cleri c o r dru id
of a level equa l to the e le me ntal's HD. A shadow se rvant has
good Reflex-saves (t rea t it as a cha racter whose leve l equals the
e le me nta l)..HD). A s hadow se rva nt ga ins addit ional skill poi nts
an d fea ts fo r bon us HD as normal for adva ncing a mon ster' s
Hit p lce (MM 290-291).

Dex Adj.: Add this value to th e shadow serva nt's Dexterity
sc o re .

Resistan ce to Cold (Ex): A shadow se rva nt of a 2nd- level
m aster of s hadow gains resi s tan ce to co ld 10. When the mast er
reache s 6t h level, the resis ta nce increases to 20.



The master of shadow is rhe
perfec t prest ige cla ss for
players who enjoy su mmon
ers and similar characters. It
allows for the same udvnn
tages and abili ties, without
losing the strange traits of
shadow magic itself

MASTERS
OF SHADOW
JNTHEWORLD
"Kct"l'illg «nnpnuj- with C1

t1llHla oJ shallow is mlllcr
11bn toowninga trail1c,{ s,hlhc.
lt mi gh l tH'l'tTftlrl l 011 YOIl-it
prohl1hly u'on't 111m (Ill r ou
bu!yoII tlt~l/('f wall! to lalu you r
'y es offit."

- Irr in Co radra n, Lady of
the Second House,

Parliamen t of Shadovvs

DAILY LIFE
Most maste rs of sha dow

prefer a life of luxury They aren 't necessarily debauched,bur
theyswiftly grow accustomed to having things done for them.
Most live in finery-filled manses or keeps if they can afford
to do so. These complexes tend to be somewhat distant from
nearby people, due to the master 's poor recep tion in most
communities. \'(7hen given the option, masters of shadow
prefer to dwell near enough othercom rnunities to purchase
what the y need , bur far enough for pr ivacy.

\" hen they manage to obtain polit ical power,mos t masters
of shadow tend to be demanding rulers. Already predisposed
toward taking serva nts for granted , they are convi nced of
their right to rule . Although not necessaril y crue l. they
simply fail to consider the needs of their subjec rs(a shadov..·
elemental needs little in the way of care).

NOTABLES
The greatest kn own master of shadow is Lady Thaniel le
Tiergun . the Duche ss of Oh r. She and her disci ples-all
lower-level masters of shadow- rule <1 small, independent

RESOURCES
You tend to view other masters with hostility, seeing them
as rivals, although this att itude is not un iversal. You 'll
have to gathe r resou rces on your own or wirh the aid of

[[USted compan ions. Try to

acqui re magic that enhances
your touch ana cks-c-you're
u n likely to need many
other forms of offensive
magic-and otherwise focus
pri marily on defe nsive and
statis tic-boos ting spe lls or
mysteri es.

Th(Uli~lI~ 1i~rgl"'. a human master tJ! sbadVlV

II ••~

ADVANCEMENT
You tend to discover your ow n procliv ities for manipulati ng
creat ures ofdarkness, rather than learni ng from others.Th ic;;
frequently occurs as you research means of empowering
your companion, or of summon ing creatu res of shadow.
No specific tr ain ing or rites exist to beco me a mas ter of
shadow. You must simply possess the pro per rnindset and
the appropriate kn owledge.

Continue d advancement is emo tionally reward ing for
those with ambition,because it offers an ever more powerfu l
servant and increased casting abil ities. You'll want to decid e
wh ich mysteries or spe lls to learn in order to make best use
ofyour servant. For instanc e, touch attacks an.' of far greater
value to you than others, since you have a powerfu l agent
to deliver them. You might nor want to bothe r wit h other
summon ing magic;your servan t like ly represent s man.' than
enough assistance.

even overconfident-in your ability [0 handle any challenge
or escape any peri l, because you have a be ing of shadow at
your disposal.

You are welcome in the Tene brous Cabal so long as you do
nor succ umb to arrogance
or seek to cont rol your
fell ow members 3 S you
do your servants. Surpr is
ingly, masters of shadow
rare ly become members
of th e Votaries of Vecna
or rhe Nightshade Cov
enant. \Vhile members of
the Vot ar ies are certai nly
convinced of their right
to ru le others, they do not
lik e the idea of sacrifici ng
the ir own myst ical migh t
in order to empower their

s ervant s. .Members of the
Covenan t, on the other
hand,dislike the notion of
mortal beings controlli ng
creat ures of shadow.

COMBAT
You r shadow servan t is
your greatest weapon. You
can direct it again st foes
wi thout pur ring yourself
in dange r, or have it flank
an opponent. As you gain
greater power, your servant
increases in pu issance.
Your abi lity to use it to

deliver touch mysteries or
spe lls make s it even more
porenr at higher levels than
it would otherwise be.



AC 16, tou ch 14, flat-footed 12
hp 11 4 (16 HD)
Immune co ld
Resist evasion
Fo rt +15, Ref +9, Will +14

class migh t be new in your campaign, the result ofa shadow
caste r att empting to empower a shadow com panion .

Anyone who enjoys command ing another co mbatan t in a
fight , or usin g a serva nt to scout , should enjoy the mas ter of
shadow class. While it 's reasonable to assum e tha t some in
di viduals have taken precauti on s against th ese abi lities, and
that a shadow servant migh t not be at its best in all fig h ts.
the class should pro ve worthwhile so long as you do notgo
our of your way 10 reduce irs effec tive nes s.

ADAPTATION
The rnaster of shadow works well with an elemental theme.
Simply replace th e shadow ser vant w ith an eleme nta l of
compa rable CR, and the servan t an d master's bidding abili
ties with those suited to eleme nta l cr eatu res of the proper
subty pe. For in stance, an ear th elemental creature wou ld
gain Constit ution in stead of Dexteri ty, have good Fort itu de
but po or Reflex saves, and perh aps gain resist ance to acid
in st ead of cold.

Speed 30 ft . (6 squares )
Melee +2 dagger +10/+ 5 (ld4+2/19-20)
Base Atk +8 ; Grp .... 8
Special Actions mas ter' s bidd ing, Empowe r Mystery (2),

Extend Myste ry, Maximize Mystery (2) , Quicken
Mystery (2)

Combat Gear gem of night , ring of nu llifica tion, potion of
eLl re serious wounds. potion ofneutralize polson, potion of
resist energy (fire) 30, wand oJthoughts aJshadaw

Myst eries Know n (CL 15th) :
Master pat hs

8 th- saul puppet (spe ll, l / day, DC 24)
7th-dark soul (spe ll, l / day, DC 23), summon umbra/

servant (spelt, l / day)
Init iate paths

6t h-flaod ofshadow {spell-li ke, 2/day) , greater shadow
, vocation [spell-like , 2/ da y, DC 24, CL 17t h)

5t h-echo spell [s pell-like , 2/day) , f eign life [spell-like,
2jd ay)

T H A NIE LLE T IE RGUN CR 16
Female human shadowcas te r 6Jmaster of shadow 10
NE Medium hum anoid
lnlt +4; Se nses dar kvision 30 ft.: Listen + 6, Spot +15
Langu ages Comm on, Dwarven, Elven , Infe rn al,

Undercommon

SAMPLE ENCOUNTER
Encoun ters with master s of shadow should take fu ll advan
tage of their servant. Perhaps th e PCs beli eve they have
cornered their enemy alone, on ly to learn tha t she is never
with out assistance.

EL 16: Th an ielle Tiergun is a truly oppressi ve tyra nt .
pes might come into con flict wit h he r if they seek to free
O hr from her dominion, or even if they are sim ply passing
tb rough .

ORGANIZATION
Th e Tenebrous Caba l and other organ iza tions t reat m aster s of
shadow like any other me mbers-their activi tie s on behalf
of the organizat ion and the ir masrer y ofshadow magic deter
m ine their place in the scheme of t h ings. Th is circumstance
often prevents master s ofs hadow [ro m obtaining leadership
roles,because their study ofshadow magic 510\\'5 down as they
m aster th eir servants. Th us, a small but growing number of
masters feel the Cabal is m istreating them.

Ma sters of shadow are often bitter rival s of ch ild ren of
night. The masters feel t hat the child ren pr act ice an unholy
or even perverse form of magic,see king to becom e what they
should ins tead r ule. The childre n in turn beli eve tha t the
masters seek to co ntrol them, along with all other bein gs of
shadow.

NPC REACTIONS
N PC reactions to masters 'of shadow depen d all th e com
mun ity. In most cases, people are un fri end ly or host ile when
t hey see someone commanding beings ofdarkness. In a few
in stan ces, however,certain individuals-c-parttcularly in high
magic com munities-ins tead t reat master s of shadow in IT

fr iend ly or helpful manner, seein g in them an ability to keep
ev il away from others. 1\,[0 51shadowccsrers are indifferent to

mas ter s of shadow, respec ting their abili ties but somew hat
d istrustful of their motives. Ch ild ren of night are us ually
un fr iend ly at best.

MASTER OF SHADOW LORE
Character s with the bardic k nowledge aluliry or with ran ks
in Kn ovvledge (arcan a) or Knowledge (the planes) can
resea rch masters ofshadow to learn mo re about th em . \'V'hen
a character ma kes a chec k) rend or paraph rase th e followi ng,
inclu d ing rhe information from lower DCs.

DC 10: Masters of shadow command a se rvant made of
darkness itself.

DC 15: The masters are potent mag ic users, and they gain
the ability to chan nel some of their magics through the ir
shadow servants. Th e more powerful the ma ster , rhe more
power fu l his servant.

DC 20 : Most masters of shadow req ui re some time to

replace a servant th at is lost, though they do n OI suffer as
does a wizard losing her familia r.

prov ince with an iron fist, using th eir shadow servants 35

spies and enforcers. Sanja Urudin hires herself out as a
bodyguard for ric h and noble d iems, pro tecting them fro m a
distance with sentinels of darkness. Fina lly, Phnllon Rheese,
an abnormally flamb oyanr master of shadow, is well on his
way to becoming a one-man advemuring parry.

MASTERS OF SHADOW
TN THE GAME

Masters ofshadow are ma nipulators , prefe rri ng to rema in be
hind the scenes . It's en ti rely possible rhar the PCs have heard
of or even encountered individuals who are masters of shadow,
but wh o hid tha t fact from t hem. Alter natively, th e prestige



E NTRY REQ UIREMEN TS

Skills : Knowledge (arca na) 6 ranks. Spe llcra ft 6 ranks
Shadowcasting: Able to cast 2nd-level mysteries
Spe llcas t ing: Able to cast Znd-level arca ne spel ls

"Co/lsidt?r the powerolJert'd by111l1gic, hy HIe ability to trra tJ ip~jlate

n'alify. JmagflH' /1011! Hillcl! grenrer, tll ell, thepowct" {H!tlilnhlt' 10 he
who can tfhHlip tJl atc magic itself."

- Eveneth Stillwater, Lord of th e Third House,
Parliament ofShadows

Nocrumancers br idge the gap be tween shadow :lhdarca ne
magic. Those wh o succee d in becom ing one of these elite
not on ly gai n a boost [ 0 their mystery user and arcane caster
abilities, but <Ire able to manipula te the mysteries and spells
of others as no others can.

CLASS FEATURES
As a noctumancer, you excel at controlling all magics in the
area aroun d you .

Mysrert es /Spell cas tt ng: At each level. you gain new
mysteri es Of spells per day and an increase in caster level
(and mysteries or spells known, if applicable) as if you had
alsogained a level in both your mystery-using class and your
arcane spellcast ing class. You do not, however,gain any other
benefits acharacter of these classes would have gaine d.Ifyou
had more than one mystery- using or arcane spellcasti ng cluss
before becom ing a noc tuma ncer, you mu st decide to whi ch
class to add each level for th e pur pose ofde term ini ng spells
per day, caster level, and spells known.

Capture Magic's Sh adow (511): At ts r level, when yOll suc
cessfully dispel a mystery or spell (such as with the myste ries
sl1f1dott'sfadeor 1I1l1m!c1 dlVeolll cr, or the spells dispel magic or
hmlJ. encJ lt1lltlllcnt), you can absorbits energ y. You add one-half
the level (ro und down, m in imu m 1) of th e mystery or spe ll
you dispelled to th e caster level of any mystery or spell you
cast in th e next round. For in stan ce, if you dispel a arh-level
spell, you add +2 to the caster level of the spell you cast in
the next round. You cannot drawpower from dispelling your
own mysteries or spells. I

In n at e Cou nterspell (Su): Starring at 2nd level.vou can
artempr to counter a mystery or spell withou t using a readied
action.Once per day, yotl can counter aspell as an im me diate
action. by expending a myster y use per day,a spell SIOl (ifyou
prep are spells), or a spell use (if 'lOll are \1sponta neous caster)
as long <IS the mystery or spe ll expended is of the same level
or higher as th e myster y or spell to be countered.

BECOMING A NOCTUMANCER
Given the requirements of the class, mu lnclass shadow
caster/sorcerers and shadowcaster/ wtzards make up almost
the ent irety of nocrumancers. The rare shadowcasrer/hard
m ight be found, but virtua lly no other combination offers
the proper abilities, and given the steep requirements of the
prestige class , any additional mu lnclassmg drastically slows
(or even prevent s) its acquisition .

Abilities Str - , Dex 18, Con 14, Int 4, Wis 11 , Cha 11
SQ incorpo rea l t raits , shadow ma st e ry
Feat s Alertness , Com bat Reflexes, Imp roved Init iat ive,

Lightning Reflexes , Weapon Focus (incorpo real touch)
Skills Li sten +10, Spot +10

4th- shadow evocat;oYl (spell -like, 2/day, DC 22,
CL17th), warp spell (spell-like, 2/day, DC 20)

Apprentice paths
3rd-flicker (supernat ural, 3/day), sharp shadows

(supematuralJjday]
2nd-congress of shadows (supernatural, 3/da y),

sight eclipsed (supe rnatura l, 3/day)
1st-steel shadows (superna tural, 3/day), voice of

shadow (supernat ural, 3/d ay)
Fundam entals

O-arrow of dusk (su pernatural. at will, +12 ranged
touc h). caul of shadow (supernatura l, at will), myst ic
reflections (supernatural, at will). sight obscu red
(superna tural, at will) , umbra l hand (supe rnatural ,
at will), widened eyes (supernatural, at will)

AC 14, touch 14, nat-footed 10
hp 84 (13 HD)
Im mu ne cold
Fori +6, Ref +14, Will +4

Abilities Str 10, Dex 18, Con 16, Int 19, Wis 15, Cha 23
SQ rapid s hadow, s hadow serva nt , s ustaining s hadow (ea t

1 mea l/wee k)
Feats Empower Myste ry (2), Extend Mys ter y, Greater Pat h

Focus {Dark Reflectio ns}, Maximi ze Mystery (2),
Path Focus (Dark Reflections) , Quicken Mystery (2),
Shadow Fami liar

Skills Bluff+11 , Concentration +15, Diplomacy +14,
Disguise +6 (+8 acting). Hide +11 , Intim idate +26,
Knowledge (arcana) +16, Knowledge (loca l) +6,
Knowledge (nobility and royalty) +6, Knowledge
(the planes) +17, Knowledge (religion) +8, Listen +6,
Move Silently +10, Spellcraft +1 8, Spot +15 , Survival +2
(+4 on other planes )

Possess ions com bat gea r plus +2 dagger, amulet ofnatural
armor +2, cloak of Charisma +4, gloves of Dexterity +4,
ring ofevasion, dust oftracelessness

Speed fly 40 ft. (8 squares ) (perfect)
Melee incorporeal touch +13/+8 (ld6 plus ld6 cold)
Base Atk +9; Grp +13
Sp eci al Actions de liver touch spe lls, dusk and da wn

Du sk and Dawn (Su) Three t imes per day, a s hadow
elementa l can use dusk and dawn, as the mys tery. It ha s
a caster leve l equal to one-half its HD.

Sh adow Mas tery (Ex) A shadow elemental ga ins a +1
bo nus o n attack rolls and damage rolls if both it and its
foe a re in an a rea of da rkness or s hadowy illum ination .
While in an area of bright light (such as sunl ight or that
caused by a daylight spell), shadow elementals take a - 4
penal ty on attack rolls and dam age rolls.

SHADOW S ERVA NT CR-
NE Large ele me nta l (extra plana r. inco rporea l)
Init +8; Sen ses blind sigh t 60 ft. : Listen +10, Spot +10
Lang uages none



m nncers come by th ei r abilities more in stinctively. \Vhile
you m igh t never reac h the same hei gh ts ofmagic al ab ili ty as
your single-classed contempora ries, you r master y of m ag ic as.
a who le mak es you at least their equa l, if nor th eir be tter.

Every major shadow-based orga ni zation has a place
for noctumancers . The Tenebrous Cabal and Nights hade
Covena nt treat you much like standard shadowcasters,
determin ing your position by you r overall mystical ap tit ude.
The Vot ar ies of vecna vene rate you , for you combin e sha dow
powers wi th the art s pract iced by Acere rak an d (before h is
d ivin it y) Vec na him self. Also , despite rhe com mon di st ru st
ofshadow magic in arcane organiza tio ns , some suc h g uilds
mig ht welcome you, fascinated by your abili ty to man ipulate
other s' magic.

COM BAT
Ar lower levels, your combat techn iques do not greatly di ffer
from th ose ofothe r arcane casters . You should normall y stay
alit of im media te physical danger, using your spells to infl u
ence th e flow ofbartle.

As yO ll progress. however, your op tions grow wi der. Your
abi lity to absorb magic even as you di spel it ma kes it even
more wort hwhile than norm al to str ip your foes of t heir
mys tica l protections or to remove ongoing ba nefu l effects
from your alli es. Your in na te cou nrerspell abi lity g ives you
a powerfu l defen se agains t enemy cas ters, and your tactical
options grow as you ga in the ability to shape you rspe lls and
myster ies arou nd your allies.

AI your h ighest level, you might w ish to focus most of
your efforts in co mbating ene my cas ters or magic-using
creatu res, for you now have t he ability to re nder at least
some of thei r effor ts useless. This frees your com pan io ns
from having to defend against t hem, allow ing them to go
o n th e offens ive.

At 7t h level, wh en you successfu lly co un te ra mystery or
spell using this ability:you ret ain some ofthe mag ical essence
of the cou nte red dweomer. YOlI can c hoo se to eithe r gain one
add itiona l use of a myste ry, rega in an ex pe nde d spe ll slor (i f
you prepa re spells), or gain the use of an additional spe ll (if
you are a spon taneous caster). The level of the mystery or
spell vougatn is eq ual [Q one -ha lf the level of th e mystery or
spell you countered (rou nded dow n, m inimum 1).

You can use in nate cou n terspell once per day or 2nd level,
two times at 5th , and th ree tim es at 8th.

Eldritch D isruption (Su ): A t 6th level, you can use a
standard action to disrup t th e mag ica l ene rgies of a single
target within 60 feel. Tha r target mus t make a \Vill saving
th row (DC to + your nocrumnncer level + yourCha mod ifier)
or rake a -4 penalty to its caster level for any mysteri es or
spe lls it casts for 1 m inute. You can use eldn tch d isru ption
I hree times per day.

E ldritch Vo r t ex (Su ): At 10th level, you can emit mys tic
energies in a 2o-foot-rad ius bu rst aro und yourself. Any
crea tu re other tha n you w ith in that urea takes a -4 pen alt y
to caster level for any mysteries. spells, or spe ll-like abilities
it cas ts or uses. Th e vor tex lasts 1 m in ute and CJn be used
once pe r day.

Sh adow's Persistence (Su): At 10th level, you gain
tem porary im m unity to any myster y or spell cap tu red o r
co unte red by means ofyou r- capture mag ic's shadow or in nate
counterspe ll ability. For 1 minute, you can not be affected by
any cast ing of that mystery or spe ll.

PLAYING A NOCrUMANCER
You are a ri sing master of t\VOforms of magi c, able to shape
substance , shadow, and sorcery at your wh im . You arc mas I

likely studious an d knowledgeable, altho ugh some nocru-

TABLE 2-5: THE NO CTUMA NC ER HIT DI E: D4
Base

Attack Fort Ref Will
Level Bonus Save Save Save Special Mysteries/Spelleast ing
1st +0 +2"+'0 +2 Capture magic's slia ow +1 level of existing mystery-using c1assj+ l level

ofe:xisting arca ne sp.ellc;.asting class
2nd +1 +3 +0 +3 Innate counterspel11jd ay +1 level of existing myster y-using c1ass/ +1 leve l

of existing arcane spellcas tin class
3r +1 +3 +1 ".3 +1 level of existing mystery-us ing c ass/+1 level

of ~xisting arcane seel lcasti ng class
4th +2 +4 +1 +4 +1 level of existing mystery-usin g c1assj+1 level

of ~xi sti n g arca ne spellcasti ng class
5t +2 +4 ;+1 +4 Innate eounterspell27day +1 level of existing mystery·using c ass +1 level

of existing area e sRel lcasting .slas~

6th +3 +5 +2 +5 Eldrttch disruption +1 leve l of exist ing mystery-using c1ass/+1 eve !
of existing arcan~ellcasti n g clas s

+5 Inn.ate cou nte rspell ere am power + level of existing myst er y-using class/+llevel
of existing arcane sp':e Hcas ting class

+6 Innate coun terspe ll 3jday +1 eve of existing mystery-using c1assj+1 level
of exist ing arcane sp'ellcasting class

9tn +~ +6 +3 +6 +1 leve of enstrng myste ry-using <;lass +1 eve I
of existing .arcane sp,ellcasf ng class

10th +5 +7 +3 +7 Eldrit ch vortex, sha dow's pers isten ce +1 level of existing myst ery-using d assj+1 level
of existing arcane spellcasti ng class

Class Skills (2 + Int modifie r per level): Concen tra tio n, Craft , Knowledge (arcana), Knowledge (the planes), Profess ion ,
Spelleraft.



ADVANCEMENT
Your art s are at least partially learned ones, even
for the most spontaneous sorcerer.You are likely
a member of a shadow-related organization ,
approached and tra ined by nocturnancers
who saw potentia l in your combina tion of
abilities.Alternatively,you might have sought
ou t instructors, having heard ofnoctumancy,
Although such ind ividua ls are rare, yOll migh t
have been a rnulriclass shadowcas ter/a rcane
caster, dis cove red the secrets of the nocru 
mancer in ancient tomes, and man aged to
train your self. r

Continued ~dvancernent requires sub stan
tial practice and study, equal to if no t grea ter
than that required ofa shadowcasreror wizard.
While you need not (and in fact can not) learn
the most diffi cu lt spells or myster ies, you
pos sess techniques for combin ing these very

- different form s of magic.
Once you become a noct um ancer ,you face

the Same choices as high-level mystery users
and spellcasrers, 2 11ly even more of them.I
Paycareful attention to the synergy bet ween
you r spells and mysteries, so that you do not
wind up with redundan t abilities. Consider
mastering the path of Black Magic, because
its mysteries complemen t your class abilities.
Raising bot h Intelli gence and Charisma is
clearl y a wise idea, and feats and items to raise
your cas ter level also prove valuable.

RESOURCES
Unl ess another noc tumancer belongs to a
rival organization, you tend to view him as a
kin dred soul in an elite society.You freque ntly
trade spe lls and minor items (potions, scrolls,
wand s). You'll likely want staffs, defensive
items, and items to boost Inrelligence and
Charisma-much like any other caste r.

NOCTUMANCERS
IN THE WORLD

"My t'tlagic iseve rything r hllve, every!hin.g I tun.
If someoneelse can wrest controlof my magic from
me, what tiocslhllt malu me?"

-c--Hennet, sorcerer and advent ure r

A noctumancer is the logical extension of
abjuration magic, the path of Black Magic,
and even the ex istence of arcane magic in
genera l. It seems only nat ural that some
wou ld devo te the ir effor ts to masteri ng not
the use of magic, but th e literal co ntrol of
it . It should appeal to players who enjoy the
not ion of man ipu lating th e force s th at man y
others ta ke for g ra nted .

Eveneth Stilhoater, an elf noctumencer



AC 17, to uch 14, flat-footed 13
hp 44 (15 HD)
Resist +2 on saves against enchantme nts
Immune sleep
Fort +10, Ref +8, Will +13

EVENETH ST ILLWATER CR 1S
Male elf shadowca ste r SJsorcere r 6Jn octuman ce r 4
LN Medium hum anoid
lnit +4; Senses darkvis ion 30 ft. , low-light visio n; Liste n +2,

Spo t +2
Languages Common, Elven. Unde rcom mon

ADAPTATION
A noct umancer can exist ill setti ngs th at do not m ake use
of shadow rnagtc, although it req uires some alteration. Th e
pres tige class might instea d represen t a branch of arcane
magic focu sed on controll ing the magic of ot he rs. Remove
the shadowcasrer-relared prerequisit es.

A bardic kn owledge check or a Gather Information ch eck
can reveal the same information as th ese Knowledge checks,
bur in eac h case the DC is 5 h igher than th e g iven value.

NOCTUMANCERS IN THE GAME
Noc tuma ncy is nor only a difficult art, it requires a rela tively
high level before one can enter rhe prestige class. Th us, it 's
unlikely tha t chara cters in a low-level or even mid-level ga me
wi ll encounter noctuma nce rs, allo w ing DM s to in troduce
one or more as th e campaign progresses, without hav in g to
expla in th eir prior absence.

Players shou ld think [hat rheir ch aracte rs"levels in nee
rurnance r are worthwhile so long as th ey have semifrequenr
encounter s with magic users or ongo ing spell effec ts. Th e
pres tige class allows them to progress in both classes , so they
will not be part icularly weak in any case, but it is against other
casters that th e nocrumancer rruly comes Into his own.

Speed 30 ft. (6 squares)
Melee +7fros t heavy mace +7/+2 (l d8 plus 1d6 co ld)
Base Atk +7; Grp +6
Special Actions Empower Mystery, Empower Spell, Enlarge

Myste ry
Combat Gear wand ofmirror image
Myste ries Known (Cl 9th) :
Apprentice paths

3rd-c1inging darkness (spell-like, 2/day, DC 19,
Cl 11th),j1icker (spell-like, 2/day), sharpshadows
[sp ell-like, 2/ day)

SAMPLE ENCOUNTER
Enco unters with noctumancers sho uld foc us heavil y on
their strange mystical abili ties. \Xlhi le a noctuman cer call
certain ly prove a heft y challenge simply by hurling both
mysteri es and spells , they are most fearsome when used to
co unter th e cas ters in the opposing party.

EL 15: Eveneth St illwater, newly appointed Lord of the
Third House in the Parliam ent of Shadows, spends much
time "in the field" for the organization. He is still adapting
to his new position, and somet imes proves a bi t'overzealous
in h is efforts to prove himself to the CabaL --

DAILY LIFE
A noctu mancer 's time is largely devoted to the srudy and
research req uired to master new mys ter ies, new spe lls, and
the interactions between them. Noc tuma ncers usually devote
their remai nin g tim e eithe r to advan cing the goals of their
organ iza tion, or adventuring to obta in both new magic and
exp ertlsewtrb th eir abili ties.

Nocruma nce rs rarely have the time for gover ning, bur
those who do take full advantage of their abiliti es, either to
protect or do minate their subjects. Even th e most well-mean
ing nocrumancer rulers often grow arrogant, as they become
co nvi nced of their master y of eld ritch forces.

NOTABLES
Nocturna ncers are exceptiona lly rare, but a few have still
managed to obtain noro riety. Evenerh Stillwa ter, l ord ofthe
Third House, is th e mos t recent add ition to th e Parliamen t
of Sh adows, and one of on ly a half-dozen noctumancer s
in the Cabal's ruling body. Th e sha dow licb known only
as Inrempestus leads a cad re of Nig htsh aders who lai r in a
shadows tuffcastle on the Plane of Shadow, near aperma nent
por tal to the M aterial Plane.

NOCTUMANCER LORE
c harac ters w ith ranks in Knowledge (arca na) can resea rch
noctumancers to lea rn more about th em . \Vhen a character

--:--"'Inakes a skill check, read or paraphrase the following, includ 
in g th e in formation from lower De s.

DC 1 0~ Th e no crumancer is a spe llcasrer who combines
arca ne magic and shadow magic.

DC 15: Noc tumancers have the ability to use spe lls and th e
powers of shadow, and can also hinder th e magic of others.
They can co unter spe lls with an act ofwilL

DC 20 : The noctumancer's abi lities , such as spe lls and
mysteri es, are limited by the nu mber of times th ey can use
them . You can sometimes overpower a no ctumancer th rough
simple att rit ion.

NPC REACTIONS
The vast majo rity of people react to noctumancers exactly as
they would to an arcane caster or shadowcaster, whichever the
noctu mancer most resembles. Only a very select few-mostly
cas ters them selves-recognize th e nocrumancer as some
thing different-In general, shadowcas ters are ind ifferen t or
fri endly (if rhey are ofthe same orga nization) to nocr urna nc
ers. .Many arca ne cas ters are host ile tow ard noctumancers,
for th ey fea r their ability CD manipulate othe rs' spe lls..

ORGANIZATION
Noctumancers fun ct ion m"3te or less as other mystery users

I
and spellcasrers in their respective organizations.Th e Votaries
of Vecna migh t hono r their abili ties, hut th ey don 't actua lly
bestow any true autho r ity that th e noctumancers haven't
other wise earn ed. Similarly,th e Nigh tshade Covenant and the
Tenebrou s Cabal respect the nocturnancer's knowledge, and
often put such individu als in cha rge ofmystical research and
inreracrtons with other arcane factions, but rhey are t reated
ju st like anvbther memb ers when it comes to advancement .



Class Skills (2 + Int modifier pe r level): Bluff, Climb, Craft ,
Hand le Animal , H ide, Intimidate, Jump, M ove Silent ly,
Profession, Ride, Swim.

CLASS FEATURES
Shadowblades manipulate shadow to str ike swiftly and fata lly,
becom ing the ultimate combination of skilled soldier and
bru tal slayer.

Un seen Wea pon (Su ): As astandard action, you can wrap
any melee weapon you wield in 3 layer of shift ing shadows .
This causes the weapon to darken, become lessdistinct, and
leave a trail of shadow behind it as it moves. Your weapon
must be in hand and ready to use for you to draw upon thi s
power. Youcan dismiss the effect with a free action;dropping
or sheathing the weapon also ends the effect.

Once per day per shadowbl ade level, you can activate one
of the powers of your un seen weapon as a swift action. At
tsr level, y Oll have the power romake an unerring strike (see
below). As you gain level s in the class, you acqui re additiona l
choices when activating your unseen weapon, as indicated on

Table 2- 6. When you activate your un seen weapon , choose
one ofthe available abilities . Multipl e uses ofthe same abilit y
do not stack on a single attack.

UIlt'Tring Stri"-:: Your nex t melee attack ignores any miss
chance because of co ncealment or total co ncealment. You
gain this choice at 1st level.

TABLE 2-6: THE S HAOOWBLAOE HIT DIE: 08
Base

Attack Fort Ref Will
Level Bonus Save Save Save

st +0 +2 +0 +0

2nd +1 +3 +0 +0

+1 +1

+3 +4 +1 +1
+3 +~ + +1

+2 +2
+ +2

8t +6 +6 +2 +2
+6 +6 +3 ~3

10th +7 +7 +3 +3

ENT RY REQU IRE ME NT S

Base Atta ck Bonus: +5
Skills: Bluff 5 ranks, H ide 5 ranks, Move Silently 5 ranks
Feats: Blind-F ight
Special: M ust have been exposed to shadow at some point
prior to taking this class, either through travel on the Plane
of Shado w, being subject to a mystery or a spell with the
darkness descriptor, or through physical contact with a
shadow or dark creatu re (such as a shadow mastiff or a
dar k lion)

"Don't be o1{raidof Ih edark. Beafraid ofwhal's in thedar!,."
- N iko Drendol, cap ta in of the Black Dawn

Abilities Str 8, Dex 18, Can 10, Int 13, Wis 10, Cha 19
SQ able to notice secret or concealed doors, susta ining

shadow (eat 1 meal /wee k)
Feats Combat Casting, Empower Mystery, Empower Spell ,

Enlarge Myste ry, Greater Path Focus (Dar k Terrain) ,
Path Focus (Dar k Terra in) , Spell Focus (evoc ation)

Skills Concentration +14, Knowledge (arcana) +15,
Knowledge (the plan es) +13, Listen +2, Search +2,
Spelleraft +17, Spot +2: Survival +0 (+2 o n ot her planes)

Possessions combat gear plus + 1frost heavymace, amulet
of naturalarmor+3. cloak af Charisma +4, gloves of
Dexterity +2

Shadowblades aremartial combatantswith an innate link [0

shadow. Wh ile some deliberately study th e arts of shadow,
most develop their abilities Instinct ively, making them
moreakin to shaclowdancersthanshadowcasrers.Those who
master the arts of the un seen weapon become warriors with
few equals. Their ability to manipulate darkness and shadow
enhances their martial skills , allowi ng them to target weak
points, land blows thatshould not strike true, and even attack
foe s who are paces away.

2nd-congress of shadows (spell-like, 2/day), black fi re
(sp ell- like, 2/ day, DC 18, CL Tlth}, sight eclipsed
(spell- like, 2/day)

1st-carpet of shadows (spell-like, 2/day), steel shadows
(sp ell-like, 2/day), voice ofshadow [spell-like, 2/day)

Fundamentals
O-arrow of dusk (sup ernatural, 3/day, +11 range d

touch), caul of shadow (supernat ural, 3/day) , m ystic
ref lections (s upernatural , 3/day), shadow hood
(supernatural, 3/day, DC 14), s ight obscu red
(supernatural ,3/d ay)

Sorcerer Spells Known (CL 10th) :
5th (3/d ay)-cane ofcold (DC 20)
4th (6/da y)-fire shield, ice storm
3rd (7/da y)-fireball (DC 18), jJy, lightning bolt (DC 18)
2nd (7/da y)-eagle's splendor, bear's enduran ce, blur,

scorching ray (+11 ranged touch)
1st (7/day )-grease, magic missile, mage armor, ray of

enfeeblement, shield
o (6/day)-arcane mark, daze (DC 14) , detect magic ,

jJare (DC 15), light, mending, m age hand, ray offrost
(+11 ranged to uch), read magic

BECOMING A SHADOWBLADE
Multiclass fighter/rogues are the most co mmon shadow
blades , because they possess both the martial abili ty and
the skills nece ssary. Single-classed fighters or rogues can
enter the class, but it takes longer . A rare few paladins and
rangers take thi s path, enhanci ng their ow n abilit ies wit h a
mastery ofshadow. Few mystery users orspellcastersbecome
shadowblades, and barbarians tend to prefer brute force and
distru st a shadowblade's powers.



The sbudow blade class allows the DM to introd uce shadow
magic into the- campaign wit hout excluding the heavy fighters
and to grant even the armor-dad warr iors in the PC group
some capability at stealt h.

adven turers. In fact. many are hi red spec ifica lly to combat
shadowcasrers, because the abili ties of the class help shad
owb lades overcome a shadowcas ter's typi cal defenses.

RESO URCES
If you're part ofan organization, the group might supply you
wirh some basic equipment, bur rarely much in the way of
magic items; you' ll need roacquire th ose on your own. Items
rhar en ha nce Streng th and Dexterity are important, as are
th ose [hat improve your abilit y ro sneak, and thus deliver
your speci al att acks. h em s rhar enha nce listen and Spot ,
or that warn you of oncom ing danger, are helpful because
your stea lth abil ities do no t aid you in detecting oth ers w ith

sim ilar capabil ities.

ADVANCEMENT
Youmight have activelyjoi ned a shcdow-rela red organization
to learn your abiliries. You might have been approac hed by an
experience d shadow blade or shadowc asrer att racted byyour
skills and prowess, or by th ose thar would use you as a tool
against orher shadow-based groups. Most likely,however,you
deve loped you r abil ities on your own, discovering an abi lit y
to manipulate shadow afte r exposu re to it.

Cont inued train ing is not un like tha t of other sold iers .
You drill in weapon s and techniqu es of stea lth, supplement
ing the m with medtnuive tech n iques and, in some cases,
occasio nal forays to the Plane of Shadow.

As you advance, you'll need to decide how much weight
to give you r mart ial abili ties, and how mu ch your stealth
abilit ies and your Bluffmodi fier. Are you a fighrerwho makes
lise of sneaky tactics, or a silenr krller who ca n hold hi s own
in battle?

COMBAT
You em ploy almos t equal amou nts of stea lth an d bruce
force, You C3n work primarily as a front-line fight er, but
your prowess in sneaking and surprise make you a better
guerri lla and finesse fighter. As your abi lities of stealth
improve, you become a viable scout, although your need ro
kee p your weapon un sheathed m igh t occasionally interfere
with remai ning unnoticed.

At high er levels, you can deliver surprise attacks from a
short d istance away. and even cut th rough th e defenses of
heavily armed foes. Combi ned with you r ever-increasing
stealth, th is enables you to fill in for eit her the rogue or th e
fighter, and even to make surg ical str ikes again st foes that
m igh t be too tou gh for the rogue or other scout to hand le.

SHADOWB LADES TN THE WORLD
"W/IlCll tile lmrml IWlr/J a dhlllol\,Natle wns comi11g fo r him, Itt'
II';pll',1tile 11 lUtlht'r of g lld n JsHlCtl on dilly'hat night. YOlllmowwJl al
illl((O Ill I'1i~"cd? Thra ti l1ll'S I1S U1lllly gll,m lmle ll died tired."

-Gimble, gno me bard and traveling storyteller

Un cxpccted S l r j l~ c: Your oppone nt is den ied its Dexterit y
bonus agains t your nex t melee at tack. You gain this ability
at j rd level.

Ephemcml Weapon: Your next melee attack dea ls an extra
2d6 points of dam age, as cx traplanar da rk ness mom ent arily
repla ces portions of your oppo ne nt's bod y. YOLI gain this
choice at crh level.

ShaaolV)' Str ike: You r next melee arrack is resolved as a
melee [Ouch at tack, ignoring armo r and natu ra l armor. You
gain thi s ability or 7th lewI.

Far Shl1dow;Yom me lee reach is incrc used by 10 feet for 1
round. You gain th is choice <H 91h level.

At 10th level, you can lISC your u nseen weap on abi lities as
a free action, thou gh you are stil l lim ited to on e lise per day
per class level.

Shadow and Stealt h (Su) : Beginning" 2nd level, the
shadows that engulf your unseen weapon cove r you as well,
gra nt ing you a circumstance bonus equa l ro ha lf your class
level (roun d down) on Hide and Move Silently checks.

Sudden Strike (Ex) : Beginning at 2nd level , if you can
catch an oppo nent wh en she is un able [Q defen d herself
effec tively fro m your att ack, you ca n st r ike a vi ta l spot fo r
extra damage. Whenever your target is den ied a dexterity
bonus to Armor Class (w he ther the targe t actua lly has a
Dexterity bonus or no r), you deal nu ex t ra Id 6 point s of
dam age with your att ack. Th is ex t ra damage increases by
Id6 for ever y rwo levels therea fter. YO LI can't use sudden
strike when Ranking all oppone nt un less th at oppone nt
is den ied its Dexterit y bonus [Q AC. Ran ged att acks can
co u n t as sudden s trike at tack s on ly if t he targe t is within
30 fee t.

Sudden strike [unc tions ident ically [Q sneak attack in all
other respect s. Th e extra damage from sudde n strike stacks
wit h the extra damage from snea k attack whe never both
would apply [Q the same target. It also stacks wit h the ephem
eral weapon ability of the un seen weapo n class featu re.

Sh adow Vision (Su): Beginn ing at 3rd level , you are able
to see clearly in shadowy illumination. Th us, you can see
up to 40 feet clearly in th e illumination prov ided by a torch
(whic h gives off bright ill umi nation in a 20·foot rad ius and
shadowy illuminat ion for 40 feet beyon d th at), or twice that
if you have low-light vis ion.

See in Dark n ess (Su): At 7th leve l, you can sec per fectl y
in darkness of :lny kind.even th at c reated by a £l ccpcr tlarbl e55
spell.

PLAYING A SHADOWBLADE
You are a soldier who has learned the benefits of stealth and
the power of dark ness. You are no t necessarily evil, but you
are certa in ly vio len t and skilled in com bat an d killing. Your
att itude toward mystery users migh r vary. If you deliberately
set our to learn your sk ills, you likely belong (Q one of their
organi zation s, bu r if you develop ed them instinct ively, it's
an even bet whethe r you consider the m comrades or harbor
a deep mistrust.

Although shndow blades exist in most shadow-re lated
organi zations, they are not speci fically associa ted with such
grou ps. Many arc independent opera tives, mercen aries, or



DAILY LIFE
Sh adowbl ades live mu ch lik e other professional wa rriors.
Th ey pract ice and u ll in, pursuing their ow n interests in th e
few free hou rs they have. They meditate on their abili ties,
milking them appear more like ascetic or relig ious warriors
(suc h as palad ins) rhau standard sold iers, ah ho ugh none of
their abilit ies are i nheren rly religious.They fiII many of th e
same nich es as other Iighrers: guards , sold iers, mercen aries,
lu red killers. and, of course, advent urers. Shadowbladcs
rend to be nocturnal, due to their gro wing con nec tio n w ith
shadow, and many find th emselves shunned in communities
that do nor unders tand [heir obilit ies.

NOTABLES
Only a few shadowbludes have atta ined any notori ety.
includi ng Niko Dre ndol, leader of th e mercil ess pira tes of
the ilIad? D a tVII; jassra Orun, who adven tu res with multiple
co mpa nies in her qu est to learn more of th e M ater ial plane;
and Murri m Kha leed, a deat h knight in serv ice to the

- Vo taries of Vecna .

ORGANIZATION
As me ntioned above, shndowblades are nor associa ted w ith
an y speci fic orga nizat ion. When they do belong to such ,
they rarely advan ce far in the hierarchy, since they lack th e
myst ical abil ities th at mo st of these orga niza tions revere.

NPC REACTIONS
Mo st common folk think of the shadowblades as a martial
ord er, mi staking them for a uni ted faction or a relig ious
insti t ut ion. O n an ind ividua l basis, most people react to

shadowblades with the sam e attitudes rhey wo uld d irect
toward any professiona l sold ier. Should a shadowblade make
subs tantia l and open use of hts shadow-related abili ties, th is
attit ude might worsen , as people begin to th ink of h im as a
sneak-th ief, assass in. or sold ier of darkn ess. They try nor to
d raw th e shudowblade's ire, but ins tead do thei r best to hu rr y
hi m abou t his business so that he might depart all th e soo ner.
Myster y users and spel lcasters recognize shadowb lndes for
wh at they are. The att itude of such a character depends
ent irely on whether the shadowblade in quest ion is a member
ofa friendl y: neutral, o r r ival faction to the caste r's own .

SHADOWBLADE LORE
Cha racters wi th t he bard ic knowledge abil ity or ranks in
Knowledge (arcana) can research shadowblades to learn
more about them. W hen a ch aracter makes a chec k, reed or
paraphrase the fol lowing, including the information from
lower De s.

DC 10:Sh adowblades are warriors who incorpora te shadow
and stealth in to their co mbar techniques.

D C 15: Sh adowb lades ore capable of mask ing the ir weap
ons and themselves in shadow, granting them supern atural
powers, such as t he abili ty to stri ke protected targets or 10

att ack from a di sta nce.
DC 20 : M arry of the shado wblades' abi lities are not fu nc

tionnl again st nonliving foes, such as undead or cons tructs.
I f you can cause them to d rop or change their weapon s, it

NiA·o Vr~ndfJl, a b"ma" sbadmvblade

takes a mome nt for them to reactivate theirpowe rs,offering
a brief window of opport uni ty.

SHADOWBLADES TN THE GAME
Shadowbludes are scattered th rough out many organizations,
guilds , an d adventuring parries. When introduc ing th em to
nn ongoing ca mpaign , it's reasonable ro sim ply assume rhnr
the pe s have never before encou ntered one, Alrer nutively.
perhaps one of th e pe s is the first person in th e region to
de velop these abilities.

This prestige class ma kes a good ch oice for anyo ne who
wants [Q play a warr ior w ith a stealthy or mystical bent. So
long as the OM does not res tric t encounters to creatu res
immu ne to his abilit ies, and gives him the occ asional chance
to scour ahead, to take out an ene my leader, or otherwise to

ma ke use of his less d irect forms of con fron tation. the player
should feel h is effo rts wor thwh ile.

ADAPTATION
Shadowblades do not have to be associated with shadow. Per
haps they are an order of killers for hire,who cloak themselves
and their weapons in illusion end inv isibi lity. Then again .
they mig ht tr u ly be me mbe rs ofa rellgtous order, their power
obtained th rough faith in a deity of darkness or decep tion.



AC 18, to uch 13, flat-footed 18; uncanny dodge
hp 58 (11 HD)
Resist evasion
Fort +9. Ref +9, Will +3

Shadowcasters draw power from darkness, and mas ters
of shadow command it, but no one tr uly m an ipulates the

drakness as does the shadowsmirh . Combining ma rtial and

mystical sk il ls,and possessed of a driving w iIII the shadow

smith formsh is tools and weapons from shado wsruff itself
drawin g forth ma t ter from empty night.

Abilities Str 14, De, 15, Co n 14, Int 12, Wis 10, Cha 8
SQ trapfind ing
Feats Athletic, Two-Weapon Defense, Two-Weapon Fighting,

Weapon Focus (short sword), Weapon Focus (t rident)
Skills Balan ce +10, Climb +12. Hide +7, Int imidate +7, Ju m p

+10, Move Silent ly +7, Profession (sa ilo r) +7, Swim +12,
Tumble +9

Possessions comba t gear plus masterwork short sword,
maste rwork trident, +7 studded leather, cloak of
resistance +1

Base Atk +3; Grp +5
Atk O ptions sneak attack +1d6
Combat Gear potion of barkskin (+3) , potion ofcure

moderate wounds

E NT RY REQUIREMENTS
Base Attack Bonus: +S
Skills: Craft [a rrno rsrnit hing. blacksmithing, or
weaponsmith ing) 5 ranks, Knowledge (arcana) 3 ranks,
Knowledge (the planes) 3 ranks
Special: M ust have been exposed to shadow at some point
prior to taking this class, either through travel on the Plane
of Shadow, being subject to a mystery or a spell with the
darkness descriptor, or physical contact with a shadow or
dark creature (such as a shadow ma stiff or a dark lion)

TAB LE 2-7: THE SHAOOWSM ITH HIT DIE: 08
Base

Attack Fort Ref Will Mysteries
Level Bonus Save Save Save Sred al Known

' ls t +i +0 + Q'ij'Cg 0 s liaao 1
2nd +2 +0 +3 +0 Shroud of shadow 1
3ra +3 +1 + ±] SM o c,a(, (6 s c) 1
4th +4 +1 +4 +1 Armor of shadow +2 i
5th +5 +1 +'1 +1 Wi en o~a 2
6th +6 +2 +5 +2 Shadow craft 2

(encha nte d1...
711i +7 +2 +5 +Z Armor 0 s a ow +4 2
8th +8 +2 +6 +2 Shadow craft arm or) i
9tl1 +9 +3 +6 +3 Slia(fow craft .

lquicke ed .
10th +10 +3 +7 +3 Shadow craft 3

(sh adow st riking) ,
armor of shadow
(quicken ed)

Class Skills (6 + Int modifier per level): Climb,

Concentration, Craft, Hide, Jump, Knowledge (arcana) ,

Knowledge (the planes), Move Silently, Profession.

_...,...-__.J.l.SHADOWSMIlli
"YOIl t lt ill '~ tile 1tI1 111-JtI ~d . YOlilhinl;: me hdp{css. So IOllg ITS IllerI' is
Jliglll lllltl dLlY, I am neitJlcr."

- Hrogar Ilgenson , shadowsrm rb and
firs t Mate of the Fourth Drago"

CR 4

AC 16, touch 12, flat-footed 14
hp 26 (4 HD)
Resist evasion
Fort +6, Ref +6, Will +1

Speed 30 ft. (6 squ ares)
Melee mwk tride nt +5 (l d8+2) and

mwk sho rt sword +5 (l d6 +1j 19- 20 )
Ranged mw k tride nt +7 (l d8+2)

BLACK DAWN PIRATE
Male or female human rogue 2/ fighter 2
N Medium humanoid
Init +2 ; Senses Listen +0, Spot +0
Languages Com mon , Half lmg

Abilities 5tr 13. Dex 16, Con 12, Int 13, Wis 10, Cha 16
SQ shadow and st ea lth, t rap sense +1, trapfind ing
Feats Blind-fight , Combat Expert ise, Improved Disarm,

Improved Feint. Stealthy, Weapon Finesse, Weapon
Focus (short swo rd)

Skills Balance +10, Bluff +9, Clim b +7, Diplo macy +6,
Disguise +3 (+5 acting) , Hide +17, Intimidate +11,
Jump +10, Listen +2, M ove Silent ly +17, Profession
(ship capta in) +2, Sense Motive + 7, Spot +7, Swim +6,
Tum ble +13

Possessions comb at gear plus + 1 short sword, +2/eather
armor, amulet ofheaJth +2, gloves aJ Dexterity +2,
mast erwork light steel shield, dagger

Speed 30 ft. (6 squa res)
Melee +1 short sword +14j+9 (l d 6+2j 19- 20)
Base Atk ...9; Crp +10
Atk Options Combat Expert ise, sneak att ack +2d6, sudden

strike +2d 6, unseen weapon (4/day; unerring strike,
unexpected strike)

Special Actions Improved Disarm, Imp roved Feint
Combat Cear brooch ofshielding

SAMPLE ENCOUNTER
\X/ h ile shndowblades ca n stand roe to toe w ith other war
riors}encoun ters wit h them should take advantage of their
ot her abi lities. Let the pes wonder how th e large man in
full p late snu ck into their camp, or how to defea t a soldier
wbo seems constantly able to distract them and then strike
where they're weakest.

EL 11:Niko Drendol is the leader of the pi rates ofthe Bl llc1~

Daw J1 , aship that is said to be able to breach the boundaries
of the planes to sail swi ftly across black seas on the Plane
of Shadow. Drendol ofte n trave ls wi th a quarter o f human
rog ue /fighters w ho se rve as her messengers and person al
guard. A foe of the pe s might hire Drend ol, she might be
afre r the same goal they are, or she m igh t develop a rivalry
with them while fighting on the same side in a con fl ict.

NIKO DRENDOL CR 11
Fem ale human fighter 3j rogue 4jsha dowb lade 4
CN M edium humanoid
Init +3 ; Senses sees clearly in shadowy illumination; Listen

+2, Spot +7
Languages Com mon, Ha lf ling



have seen! you must succeed on a DC 20 Craft chec k of (h e
appropriate son (weaponsm ithing, for instance).

At s rh level, you can en hanc e you r cre atio ns. You can
imbue a shadow-crafted weapon or sh ield with an enhanc e
menr bonus equal to your class level minus 5. For ins tance,
if you are an 8th-level sh ado wsmirh , you ca n crea te a +3
hll tlkaxf. If you creare two enhance d irems at one time (which
becomes possible whe n yOLl att ain 7th level), you mus t divide
the roral en hancement bonus between those item s. (For
ins tance , at 8rh level. you cou ld create a ..... J btlftlcaxc and a +1
(."go,'"dd.)

To succeed at th is en hanced crafti ng. you must make an
appropr iate Craft check [or each item (usually weaponsm irh
ing or armorsmith ing) against a DC of 20 + the de sired
enhance me nt bon us. If you fail, (he item is nonmagical. You
can onl y have one en hanced shadow-crafted item (or two , if
rhey were crea ted in th e same round ) at a time . If you create
new enhanced items , the old ones immediarely become
nonmagical. Attempti ng to create an enhanced item (or two,
if so desired ) with shadow craft is a fu ll-rou nd action.

At s th level, you can use shadow craft rocrea te light armor
for yourself(which you can give an en hancement bon us to).
The armor you crafr auromat ically has the imp roved shadow
special ability (DAlG219).

At 9th level. you can quicke n your shado w crafting. You
need only a standa rd actio n to create enhanced items and
only a swift action to create nonm agical one s.

At 10th level.you can apply the shadow str iking abili ry (see
page 155) to any magic weapon you create th rou gh shadow
craft. (If you create two weapons at once, on ly one can be
shadow srriking.) Further, you do nor need to cra ft the item
on the Plane of Shadow as is normally the case with shado w
str iki ng weOl pons.

Armor ofShadow (Su) : Start ing at 4th level. you can take
a standard action to su rround yourself in hardened shadow.
This abili ty grants you a +2 deflection bon us to AC. Ar mor
of shadovv lasts for 10 m inutes per class level, and is usable a
number of rimes per day equ al to one-half your class level.

At 7th level, the deflection bonus increases ro +4.
Ar 10th level, you quicken your armor of shadow,activating

it ;IS a swift act ion.
Widen Shrou d (Su) : Star ting ar 5th level, you can widen

)'ou r [Ouch of shad ow abili ty to include a number of compan·
ions equal to one-halfyour class level. If they move more rhan
10feet from you, th e effect ends for rhem; coming closer ro
you again does nor restore it. \Xliden shroud lasrs for 1 minute
per class level;each use counts as a daily use of your touch of
shadow ability.

PLAYING A SHADOWSMITH
You are self-reliant and skill ful, a master of craft and combat.
You do not necessarily devote your life to shadocv·• instead
seeing it as a rool and a weapon. \X' h ile you must be at least
somewhat learned to have developed your abilit ies, you are
more interested in actions th an words.

While the various shadow-based organiza tions all welcome
shcdowsm iths, finding their abilit ies useful and fasci nati ng.
none permit [heir kind to advance far in (he ranks. Shadow-

CLASS FEATURES
Your abilities alto".' you ro create rooIs and weapon s our of
darkness itse lf.

Weapon a n d Armor Proficiency: You are proficient
with simple and mart ial weapons,with light arm or,and with
shi elds (exce pt tower shields).

M ysreries Kn own: You have [he ability ro cast a sma ll
nu mber of myster ies. To cast a mystery, you mu se have an
Inrell igence score of at least 10 + rhe mystery level. so if you
haw an Int elligence of 10 or lower,you cann ot cast mysteries.

.- H igh ability scores do nor provide bonus mysteries. Saving
throws agains t your mysteries have a DC of 10+mystery level
+ your l nr modifi er.

Your-selection of myster ies is extremely lim ited. YO LI begin
in this class knowi ng on ly a single t sr-level mystery. Every
four levels th ereafter (at 5th and 9th), you gain an addit ional
mystery kn own . As with the sh adowcasterc lass, you may no t
ski p ahead in a given path. Your mysteri es mu st all be drawn
from an apprent ice path, and you cast them all as arcane
spells. You can use each mystery you kn ow once per day. You
do not gain fundamentals.

Touch ofSh adow (Su):At 1st level, your ability to manipu 
late shadow is undeveloped. You canno t yet create actua l
item s, but you can surro und your h and s and feet in a layer
of shado w.Thi s abilit y grams you a bon us on Climb checks
equ al to your class level. Fur ther; ir distr ibute s your weight
more even ly.so you cannor be tracked.Touch of shadow lasts
for 1 minute per class level and is usable a nu mber of times
per day equal ro your class level.

Sh rou d of Sh adow (Su): Star ting at 2nd level. you can su r
rou nd your body in a th in layer of shadow. Yougain a bonus
on Hide chec ks and Move Silently checks equal ro your class
level. Shroud of shadow lasts for 1 m inu te per class level and
is usable a number of times per day equa l to your class level.

Shadow Cr aft (Su): As of 3rd level. you can create small
item s, such as rools or weapons. from shadow. You need
merely place your hand s inro any shadow and draw for th the
desired item. lr can not possess moving or flexible part s! so
you could nor create a crossbovv, a rope. a flail. or a cabine t.
You can create nearly any orber weapon,simple tool.or sma ll
item. however.

You can create one item weighing a numbe r of pounds up
to tw ice yourc1ass level,or two items whose combined weight
does not exceed th at limit. Using shadow craft is a standard
action. If the item leaves your possess ion. it fades away in Jd4
rou nd s. O therwi se. it lasts for 1 hour per class level. Shadow
craft is usable a number of times per day equal to one-half
your class level. Items created by shadovv· craft can no t be
employed as materi al component s or foci in spe llcasting. I f
you wan t to crente all item that mim ics a specifi c item you

BECOMING A SHADOWSMITH
Almost anyone C::In become <1 shadowsm ith und er the proper
ci rcumstances. Rangers , paladins,and clerics are mc sr likely
to meet the requi rements first, (hough some rogu es follow
this path as wel l. Alth ough they could have the proper sk ills .
re,..' mystery users or spellcasrers pursue th is class, since its
casting progression is far slower than their own.



DAILY LIFE
Most shadowsmiths are ei ther warriors for hire ,

adven turers, or actual craftsme n wi th a myst ical
bent. \Vh ile the ir abilities clearly mark them as
some th ing other than th eir compatr iots, they do
not stand OUt to the same de-gree [hat ot her mystery
users do. Thus, although shadowsm iths spend

more rim e in study and practi ce, their lives
differ only margi nally from t hose

mem bers of the classes from wh ich
they co me.

Few shadowsm uhs aspire
to po sitions of author
ity; as a group. th ey are
more focused on their

crafting. Th ose who do
ma nage to obt ain power

tend to be commu nity or
mili tary leaders, and rare ly

ru le more than small villages or
prov inces in the name of a greater lo rd.

thcm, fo r Ihe)' arc true eX}lcrts 11 1 what they do, and V11ysiCl1 11y
mall /pu/Me shadow in ll'il)'S ew n tile (lL'sfof us rnnnot."

- Eddas Coradran, Lord of the First H ouse,
Parlia ment ofSh adows

Along with the sbadowblade . the sha dowsrmth allows even
players uninteres ted in portraying casters to take advantage of
the mater ial presented in th is chapter. While the shadowblade
is a heavy figh ter, however , the shadowsrnuh is the perfect

choice for lighter warriors, rangers, and rogues. Their
shadow craft abil ity makes shadowsmi rhs exceptiona lly
self-sufficient. and their capacity for stealth is almost
unequaled .

N PC REACTIONS
Mos t people respond to a shadowsrnirh as they wou ld to any
me mb er oEhe r appare n t cla ss. If th ey happen to learn of th e
shadowsmirh's abi lit ies, th eir reactions cha nge based on
th eir v iew of magic in ge ne ral. People might be a bit more
suspicious of a shndowsmirh (att itu de one category wors e) if

ORGANIZATION
While shadows miths rarely rise high in rhe larger shadow
focuse d organizations, they have formed a few of their own .
Some oi these- such as the Guild oi ;":ocrurna l Efforts, the
largest known-hold a reasonable degree of politi cal sway in
the dries that house them. In these organizations, shadowsmiths
make up the enti rety ofthe power structure, if not the whole of
[he faction itself. Even the gui ld. however, is far smaller and less
influentia l than the organiza tions prese nted herein .

NOTABLES
Few shadows miths have become fam ous. Those who have
include Hrogar Ilgenson, famed warrior and lieutenanr on
rhe coas tal raidi ng vessel Fourth Dragon, and Lozruet, a drow
who uses her ab ili ties to hum famous adventu rers.

Laxruet, d dnrlPsbadU1t'smitb

smiths lack the myst ical abil ities required for advan cem ent
in the Tenebrous Cabal. and they rarely have sufficien t power
to fo rce their way into the uppe r echelons of th e Votaries
or [he Nig htshade Covenant. Like the shadowblades. they
ofte n occupy guard and suppo rt pos itions, although some
have made names as field operatives and even assassins for
the various factions.

COMBAT
Shadowsrnirhs do nor have a universal figh ting style.
Rath er, you are lik ely to stick wit h wha tever tactics
se rved you bes t in you r prior class-i-Fronr-lme
battle for figh ters, snea k attacks for rog ues, and
so on-supplemented by your new abilities.
Th e stea lth boost provided by your low-level
abil ities is par ticularly useful fo r rogu es and
mobile fighters , while your abili ty to create
almost any eq uipmen t you need mean s
you can ar m yourself as appropria te for
whatever's com ing.

SHADOWSMITHS rN THE WORLD
"Dllhblt'rs!Theyborrowpower Iheydo uot lHltJe rsttll ll'J tHlil l YCll l lt
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RESOURCES
You rarely obtain anything from ot her shadows mi ths except
train ing. Organiz ations to wh ich you belong might offer raw
mater ials for your sta nda rd crafting skills, but will expect
you to crea te items for them in exc hange.

ADVANCEMENT
Most sh adowsmi ths learn fro m ot her sha d
owsmi rhs, either havi ng sought out, or been
approache d by, a potent ial ment or.
Some teach themselves, having re
sea rch ed the secrets of the art. A
rare few develop their abi li-
ties spontaneously.

Tra ining in the shadow-
smiths art is J strange combin ation
of lesson s and endeavors . \':rh ile
med itative techniques and menta]
exercises are essen tial to the con rin
ued evolution of your mystic al abilities
and mysteries, you mus t also study to

become an expert artisa n in your field . 'X'hile you spend far
less time poring over old [OIDes th an shadowcas rers, prefer
ri ng to occupy forges and workshops, you spend no less time
in long, arduous practice.

Advancing shadowsmirbs should focu s on Strength or
Dex rer uy-c-wh.cheve r mos t benefits you r preferred com
bar style-bu t also on Intell igence. Your ski lls : pa rticularly
Craft, affect hocv well you can take advantage ofyour various
abilities. You only know a few myster ies, and can lise each
only once per day, so select those tha t best complement your
ot her abilities.



they are of a part icularly religious bent , or if they interpret
her manipulation of shadow as a sign of evil. In most cases,
however, the shadowsm irh's abilit ies pass as just another for m
of magic, since they aren't as overtly strange as those of other
shadow magicians. The excep rion [Q this general ru le is the
shndow smirh who uses her myste ries, as opposed to her other
abilities, regularly and in full view of comm on folk.Th e alien
natu re of shadow magic makes these shadowsmir hs stand out
more than their more subtle coun terparts .

SHADOWSMITHS TN THE GAME
Because a shndowsmi rh's combat style and genera l behavior
do esn't change from her pr ior class, it 's easy to m istake her
for a fighter , a rogu e, a ranger , or the lik e. O nly when she
casts a mys tery or creates a shadow-craf ted item does her tru e
nature becom e apparent; thus, PCs m ight have encountered
shadowsnn rhs without realizing ir. Alt ernatively, on ly a
part icu lar race or com munity in a given campaign migh t
have discovered these abi lities.

Given the adaptable natu re of the presti ge clas s, players
wh o we re largely happ y with their characters' previou s
classes, but wanted an un usual tw ist, shou ld be happy with
the shadowsmith. Its abilities can en ha nce both martial an d

~'s rea lth~related characters, augmenting th em without alren ng
them so gr eatly t hat their inherent nature changes.

Speed 30 ft. (6 sq uares)
Melee +1 frost ropier +21/+16/+11 (1d6 +4/1 5- 20 plus l d6

cold )
Ranged +2 composite longbow (shadow -crafted)

+21/+16/+11 (l d8 +4/x 3)
Base Atk +13; Grp +15
Atk Options Combat Expert ise , po ison, Spr ing Attack,

Whi rlwind Attack
Special Act ions armor of shado w (3/ day, +4 deflection

bonu s for 70 minutes), sh adow craft (3jday, +2 weapon
fo r 7 hour s with DC 22 Craft (weapon smi th ing) check),
s hro ud of s had ow (7/day, +7 o n Hide and Move s ilently
checks for 7 mi nutes ), tou ch of shadow (7/ day, +7 on
Climb checks and can't be trac ked for 7 minutes)

Combat Gear 2 doses of draw knockout pois on (Fort
DC 13, unconsc iousnes sjunconscious ness for 2d4
hou rs), potion ofbarkskill (+3)

Mysteries Known (CL 7th , 15% arcane spe ll failure chance) :
App ren tice path
1st- carpet ofshadow (sp ell, l / day), dusk and down

(spe ll, l/day)
Spell . Like Abilit ies (CL 13th) :

1jday- dancing lights, darkness, faeriefi re

AC 25, to uc h 16, flat-foot ed 19
hp 77 (13 HD)
Immune slee p
Resist +2 on saves against enchantme nts; SR 24
Fort +9, Ref +14, Will +5 (+7 agains t sp ells and spell-like

abilities)
Weakness light blindness

EL 14: During a battle with invade rs of h er city, Lozru et
was magically transported to th e Plane ofShadow.There she
me t an d made an alliance wi th members of th e Nightshade
Covenaur.Iearning th e ways of the shadowsmith from them.
Lozrue t acts .1S an assassin forthe Nightshade Cove nant and
for her own benefir. The pes might come into conflic t with
her as she completes a mission on the Material Plan e, or
she might seek them ou t if they make enemie s among th e
Night shade rs.

~

LOZRUET CR14
Female drow fighter 6fs had owsmi th 7
NE Med ium hu ma noid (e lf)
Init +6 ; Sen ses darkvis ion 120 ft.: Liste n +2, Spot +S
Languages Abyssal, Comm on , Draw Sign Language, El ven,

Undercommon

I

SHADOWSMITH LORE
c harac ters ;vith ranks in Knowledge (arcana) can research
shadowsmirhs to learn more about them. When a character
make s a sk ill check, read or paraphrase the followi ng. includ
in g the information from lower De s.

DC 10: Shadowsrn irhs can create items out of nothingn ess.
DC 15: As they advance , shadowsmirhs can create more

potent items and armor,and can cloak th ems elves in sh adow
_ to h ide. They also have access to a few mysteries.

DC 20: The items created by <1 shadowsm ith h ave a limited
life span,altho ugh some lasr man y hours. If you can wait one
out arid strike at the right time, she might be- vulnerable.

A bard ic knowledge check or a Gather Infor mation check
(in a com munity th at has a shadowsm ith guild) can reveal
th e same in formation as these skill checks, bu t in each case
th e DC is 5 h ighe r than th e given value.

ADAPTATION
The DM can easily change the sh adowsmirh in to a class rbar
man ipulates essences or substances other than darkness.
Ch ampions of Pelor, for in stance, might form item s out of
light, an d app ly th e ghost touch or disruption spec ial abilit ies
rathe r than sh adow st riking. A character might for m rools
from smoke, or fire, or even force.

SAMPLE ENCOUNTER
The mo st effective mean s ofintroducing the pe s to a shad 
owsm ith is to make the m thi nk they 're f<l cin g an ordina ry
member of a standard adventur ing class. O nly aft er seeing
her in action do they reali ze they're up against so me thing
more eso teric .

Abilities Str 15, De, 22, Con 12, Int 14, Wis 10, Cha 10
SQ widen shro ud (use counts as use of shroud of sha dow:

gran t shroud of shadow benefit to up to 3 othe rs within
10 fee t fo r 7 minutes)

Feats Com bat Expert ise, Dodge, Improved Critical (rapi er),
Mobility, Spring Attack, Wea pon Finesse, Weapon
Focus (ra pier), Weapon Specializat ion (rapier),
Whi rlwind Attack I

Skills Appraise +2 (+4 weapons) , Climb +14, Concent ration
+12, Craft (weap on smit hing) +15, Hide +22, jump +8 ,
Knowled ge (arc ana) +5. Knowled ge (the plane s) +5,
Listen +2, Move Silent ly +22, Search +4, Spot +5

Possessions combat gear plus +1frost rapier, +2 composite
longbow (+2 Str bon us , crafted as needed) with 20
a rrows, +2 mithral shirt, +2 small light shield, gloves of
Dexterity +4, cloak ofresistance + 1



LINE OF SHADOW [METASHADOW]
You can cast a mystery without line of sight or line of e ffect
ro the rarger.

Prerequisite: An y two metashadow feat s.
Benefit : Once per day, you can apply this feat to a myster y

whi ch enables it to affec t a target even ifyOll do not currently
have line of sig ht or line of effect. The target mu st st ill be
w ithin th e spell's maxi mum range, and you mu st have had
line of sigh t and line of effect withi n a number of rounds
equal to your Intelligence modifi er. Th e target gains a bonus
on hi s save, if any, equal to t he n umber of rounds since you
had lin e of sight or effect . You can not apply thi s feat to any
myster y tha t requ ires a touch or ranged tou ch.

Casting a mystery with Line of Shadow is a ful l-round
action.

Normal: You must have lin e of effect or line of sigh t to
target a creature or objec t wi th a mystery or spell.

Sp eci al: You can take thi s feat up to four times.To rake it a
second ti me, you must have five met ashadow feats. To take it
a third time, you must have eight merasha dow feats. To rake
it a fourth rime, you must have eleven metash edow feats .

GREATER PATH FOCUS
Choose a path of shado w magic to which you have already
ap plied the Path Focus feat. You r mysteri es of th at path are
now even more potent.

Prerequ isite: Path Focus.
Benefit: You f unc tion at +1 caster level when casting

mysteries of the pa th you selec t. Addit iona ll y, add +1 to the
Difficu lty c lass of all saving throws agains t mys teries fro m
th at path. These bonuses stack with tho se g ran ted by Path
Focus.

Sp eci a l: You can gain this feat mult ip le times. lt s effe cts
do not stack. Each tim e you take the feat , it applies to a new
path ro wh ich you have applied rhe path Focu s feat.

gain an extra lise of tha t mys ter y per day. This feat does not
otherwise increase the nu mber of ti mes per day th at you G ill

cast th e chosen mystery.
Sp ecia l: You ca n take this feat multiple tim es. \Vhen you

take the feat again, you can choose to affect the same mystery
or a di fferen t one.

MAXIMIZE MYSTERY
[METASHADOW]

You can cast mysteries to maximum effect.
Prerequisite: A ny tw o rnetash adow feats.
Benefit: Once per day, all vat inble, numeric effects of a

mysrer y modifi ed by this feat are maxim ized. Thi s functions
in most respe ct s as the Max imize Spell fear.

Casti ng a maximized mystery is a fu ll-round action .
Specia l : You can take t his feat up to fou r times. To ta ke

it a second time, you must have five metashadow feats. To
lake it a thi rd tim e, you must have eight rneraslmdow fears'
To take it a fou rth t ime, you must have eleven metash adow
feats.

SHADOW MAGIC FEATS

METASHADOW FEATS
Just as other casters enh ance their spells throu gh met amagic,
so mystery user s can manipulate their castings with meta
shadow feats . While met amag ic feats increase the casting
time of a spell to a full round when attac hed to sponta neo usly
cast spells, this is not always the cas e with metashadow feats.
Metashadow feats function identically to met am agic feats in
all ways not specifically con tradicted herein .

A meta shadow feat improves a mystery regardless of
wheth er it is cast as a spe ll, activated as a spell-Hke ability, or
used as a supe rnatural ability. The exception to this rule is Still
Mystery,which only affects a myste ry cast as a spe ll.

_ __.....,,,,", nt' 'W' " .............~_~__

FAVORED MYSTERY
Th e myste ry you choo se becomes easier to cast.

Prerequisite: Abil ity to cast mysteri es.
Benefit :Ch oose a mystery you know, YOLl cast that mystery

as a supe rn atural abili ty instead ofa spell-like ability, o r as a
spe ll-like abil ity inst ead of as a spel l. Ifyou choose a mystery
thar you cas t as a sup ernatur al abil ity, or if you later gain
the abilit y to cast tha t mys tery as a supernatura l ability, you

J

EXTEND MYSTERY [METASHADOW]
Yo u can cast mysteries tha t last longer than norm al.

Benefit: Once per day, you can apply the effec t of the
Extend Mystery fear to any myster y you cas t. An exten ded
mystery lasts twice as long as normal.

Cas ting,an extended myster y is a fu ll-round action.
Special : You can take th is fear mu lti ple times.

Mystery users have developed numerous feats, bu ilding on
th eir dark powers. w/hile some of these feats are useful on ly
to mystery users, others <I re appropri ate fo r o ther classes
as well. ,-

EMPOWER MYSTERY [METASHADOW]
You can cas t myster ies to greate r effect.

Prerequisi tes: Any meta shadow fea t.
Benefit : Once per day, you can apply the effect of the

Empower Spe ll feat to any mystery you cast. All variable,
numeri c effec ts of an empowered my stery increase by one
half

Casti ng an empowered mystery is a fu ll-round action.
Special: You can take th is feat mult iple times.

ENLARGE MYSTERY [METASHADOW]
You can cast mysteries far ther than normal.

Benefit: Once per day, you can alter a mystery ,....-ith a range
ofclosetmedium, or long to in crease its range by100%. This
functi ons in most resp ec ts as the En large Spell feat.

Special: You can rake this feat mult iple t im es.



or a spedfic pat

Benefit
Cnose n mystery' ecom e ea rer to cast
You gain extra power at night

REACH MYSTERY [METASHADOW]
You ca n cast touch-range mysteries without touching the
target.

Prerequisite: An y merashadcw feat.
Benefi t : On ce per day, you can cast a mystery tha t normally

has a ran ge of touch at any targe t within 30 feet.The myster y
effect ively becom es a ray, so you mus t succeed on a ran ged
touch at tack to bestow th e myste ry up on rhe recipient.

Special: You can take this feat multiple times.

QUICKEN MYSTERY [METASHADOW]
You can cast a mystery w ith a moment 's thought.

Prerequisite : Any three me tashadow feats.
Benefit: O nce per day, you can cas t a mystery as a sw if t

action . This [cat function s in mOSI respe cts ns the Quicken
Spell [eat.

Sp ecial: You can take th is feat up to th ree ti mes. To rake it
a second rime, you mu st have seven me tashadow feats.To take
it a th ird tim e, you must have eleven merashadow feat s.

SHADOW CAST
Your shadow shimme rs as you cast a spe ll and yOll seem to
cast your mysteries from elsewh ere. (

Prerequisite : Conce ntration 5 ran ks, shadowcaster level
t st.

Benefit : Designa te a squ are adjacent to you. If no one
threatens th at square, you do not provoke an arrack ofoppor
tunity when you cast a spell or use a spell-like abili ty.

Any two metas adow feats

Prerequ~i~s::il~e.s;,.,.,===""",.. • .,:c:;;:,:;,,..,,,,,,,,,,,,,,,~",,,,,,,,,,,...,,,.,,,,.,.,,,,",,,
An>J other rnetasna ow eat ""'''''''''''''''

Benefit
I creas e mystery 5 varia6 e1 numen ef eets 1, 0 0
Double m ster 's range
Dou e .r. te r 5 uratio" _
Cas t a mystery without line of sig ht or effect ,
in certain conditions

__-,:A",ny two metaslia ow -eats aXl lz.. my,s e[y' 5 va ria Ble numericencts
An th ree metashad ow feats Cast m ster as sw ift act ion

)

Un se n {j"rrow

Shadow Visio n

Shadow Familiar Shadowcaste r evel 3rd Gain a familiar with the dark creature tern late
Sha ow Ren~e;;:ciilo~n~--~SliacJowcaster lever;;3:';, ;.,-:a"""i1"il-:y.,I"O-----A>;;I;;t~acks of opportunity against you ave-a

C $1 dusk and dawnor eEhemeral i m age"-_5f0::.%~m:!:!'is:;s.:c,:h"'a~~n"c'"e~....~"l"'~..........,,.......":"'---
Wis 15, abiiity to cast Sen se creatures with in 20 feet that are in shadowy
bend ers ective or truth revealed illuminati on or darkness
Unseen weaRon c ass eature se un seen weap-on a s{Ii"'tx""w"'t"'Ii"r"'a"'neg~e""w-:e"'a"'R"'o""'s--"

General Feats Prerequ isites
Favoreif M ster ~i·"--p,,;i,iTi tXto asl l ,ies
Nocturn al Cas ter" Ability to cast myster ies or a s pell

with the da rkness des ert tor
PatH Focus ·

NOCTURNAL CASTER
You are empowered by darkness, making you r abil ities
stronger at nigh t.

Prerequisite: Ability to cast mysteri es or a spell with the
dark ness descrip tor .

Benefit: Cho ose one path of mysteries or school of magic to

whic h you have access. At nigh t, the save DC ofall associated
myster ies or spells increases by +1. This bonu s stac ks with
sim ilar bonuses , such rhose from rhe Path Focus or Spe ll
Focus [eats.

Th e ambien t ligh t is ir relevant, no r does it ma rtel' if you
can see the sky. Only the acrual time of day ma tters.

Sp eci al: You C1 n gain this feat mul tiple times, bu t its effects
do not stac k. Each time you take the feat. it app lies to a new
school or path.

PATH FOCUS
c hoose <1 path of shadow magic, such as Touch ofTw ilig hr.
You r mysteries of t hat path are more potent tha n normal.

Benefit: You fu nction at +1 caster level when casting
mysteries of this path. Additionally, add +I to the DC of all
saving th rows against mysteries from this path.

Special: You can gain th is fear multiple t imes. Its effects
do no t stack. Each tim e you rake the feat, it applies to a new
path.

Reac M~tery' AnXmetasnaoo feat s QUe m'yster~ oecomes a ra~ wit" 0 t. range...__..
Still Myster y' Cast mystery without somatic co mp o nents
1 A shadowcaste r can select th is feat as one of his path-based bonus feats .
2 You can gain this feat multiple t imes, but its effects do not s tack. Each time you take the feat , apply it to a new pat h.
3 You can gain th is feat mult iple t imes . Its effects stack.

Metashadow Feats
E-'1'RO y.§1.e.r:t
Enlarge~y1
Exten M ster 1

-hine of ShadOWl

TABLE 2-8: S HADOW MAGIC FEATS



SHADOW FAMILIAR
Nocruman cer s developed th is feat in orde r 10 gain a mys tical
companion.

Prerequisite: Shadowcuster level j rd.
Benefit: You can ob tain a fami liar in th e same manner as

a so rcerer or w izard , but it possesses th e da rk tem plate. As
wit h a sbrcercr or wl zard , ob tain ing a fami liar takes 24 hours
and uses ~p mag ic materials worth 100 gpo

For the purpose of determining fam iliar abilities that
depend on your arcane caster level, YOU T levels in all classes
that allow you to cast mysteri es or ar cane spells stack.

Special: If you gain access ro an alternarIvc familiar,such
as through the Improved Familiar feat, it .1150 gains the dark
template.

SHADOW REFLECTlON
Your shadow flickers and moves in an aggressive, inde
penden t man ner, enabling you to avoid some att acks of
opportuni ty,

Prerequisites: Shadowcaster level Srrl, abi lit y to cast the
dancing shadows or the cli nging darkness myst er y.

Benefit: Afoe rharmakes <111 attack ofopportuni ty aga ins t
V0l1 has a 50% miss cha nce .
, Special: O pponents that do no t rely on sight ignore the
miss chance. I -

SHADOW VISION
Your senses g row so attuned wit h shadow th ai you gain a
lim ited abili ty to see in narural and magtcaI darkness.

Prerequisites: \'(lis 15,nhility to cast the bend per spectiv e
or tr uth revealed mystery.

Benefit: As long as you ar e in sha dowy illuminat ion or
darkness, you can take 3 mo ve act ion to se nse the nu mber
of crea tu res with in 20 fee t th at are 3150 wi th in shadowy
illum in at ion or da rk ness and th e di rec t ion ro each one. You
can no t pinpoin t th e loca tion of any creatu re with this feat.

STlLL MYSTERY [METASHADOWj
YOLI can cas t mysteries with out ges tu res .

Benefit: A st illed myster y can be cast w ith no so matic
compo nen ts. This also preven ts your shadow fro m ma king
ges tu res that di ffer fro m you r ow n d u r ing cas ting. Because
mysteries activated as spell-like and su pe rna tu ral abilit ies
have no somatic compo nents, this feat is useful on ly with

mysteries cas t as arcane spells.

UNSEEN ARROW
Devel op ed by shadowbledcs, this fea r allows a member of
that class to apply hi s u nseen weapon abili ties to th rown Dr
proje ct ile weapons.

Prerequisite : Un seen we:lpon cla ss feature.
Benefit : You C;'In apply (he un seen weapon class feature,

and all its abili t ies, to a thrown or m issile weapon. Ifyou use
the for shado w abil ity (see pag e 130) with a ranged weap on ,
it adds 30 fee t ro the d istance th e weapon can tra vel before
you take th e first ran ge inc reme n t pe na lty.

MYSTERIES AND PATHS
Mysreri es are for me d out of pO\:\,er d raw n f rom the Plane of
Shadow and cha n ne led through a caster's bod y and so u l.

All myster ies have a level, which is used to determi ne save
DCs. Mysteries arc d ivided in ro areas of s tu dy called pat hs.
Path s come in th ree categories : apprenr ice, in iti a te, an d
master, and each path ha s th ree ste ps of increasing power.
Thus, th e nine levels of myst eri es d ivid e equally into th e
paths: t sr-, znd-,and grd-level myst eries form the apprentice
pat hs, -uh-, yrh-, and srh-level mysteries the initiate pa ths,
and 7th-, Bth-, and 9th-level mysteries rhe mas te r pa ths.

Myster ies funct ion as spells, spe ll-like abilities, or super
natu ral abili t ies, dep end ing o n th e catego ry of the path and
th e kno wledge of the mystery user. All m ysteries have the
followi ng charac rerisrics, unless otherw ise no ted in a spec ific
dcscrtpuon.

Ca n be cast on ce per day iffu nction ing as an arcan e spel l,
IWO times per d ay if functi on ing as a spell-like abili ty,
and three times per day if functi oning as a su pe r natu ral
ahi lity,
Ca n be d ism issed at will by the mysrcrv use r if it has a
durat ion longer (han in stant an eous.
Fu nc tions in da rkness or any so rt of ambient ligh t, even if
the mys tery describes the mystery user manipulat ing his
or th e subjec t's shado w.The mystery user's con nec tion (0

the Plan e of Shadow is so strong that he can m anipulate
a subjecr's "spi rit ual shadow" even where sha dows can not

normal ly exi st.
Requires a standa rd action to cast.
Req ui res so matic com ponents i f cas t as an arcane spe l l.
Is subjec t to the same stacking rules as spe lls.
Does no t easily in ternet with spells. An y attempt to lise a
myst er y (such as shadowsfade) to di spel a spell , or to use a
spell (such as disJlt" magic) 10 dispel a mys ter y, rakes a -4
pen alt y,
Can be identified wi th a Spellcra fi check, but requires
a different underst anding of that skil l. A my ster y user
wi th no levels in a spel lcasting class takes a - 4 penalt y on
Spellcrafr checks made to identity spells . A spellcasrer
wi th no levels in a mystery-using class takes a - 4 pena lty
on Spe llc raft chec ks made to identify mysreries.
Can not benefit from feats th at en hance spells, suc h as
meramagic fears, Ability Focus.or Empower Spell-Like Abil
ity. Instead, mysteries ben efit from mem shad ow feat s.

DETECTING MYSTERIES
Shadow magic , th ou gh subtle , is an alien th in g, and people
who arc learned in th e occu lt can often detec t its lise. \'V'hen
a myster y use r casts a mystery as:3I1 arcane spell, h is sha dow
ma kes ges tu res different from [he ones he pe rforms. Any
obs erver can not ice th is bi t of oddness w ith a successfu l
DC 15 Spo t check.

Simi leely,any image, item .or cre atu re created or co nju red
through myste rie s is tou ched by shado w. SOIDe are d arker
than no rm al, as if half-ob scu red by shade; othe rs , particu
larly living crea tu res, m ight be pa ll id o r unusuall y gau n t.
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SPELL RESISTANCE
Apprent ice mysteries cast as supern atural abili ties are no t
subject to spe ll resistance, regardless of what migh t appear
on the spell resistance line ofa mystery descr iption.

FUNDAMENTAL MYSTERIES
Arrow of Dusk: Ray deals 2d4 no nlethal. X3 crit.
Black Can d le: As the spell .l" rk" essor light.
Cau l ofShadow: Shadows grant deflection bon us to AC.
Liquid N igh t : Creme ink by man ifesting sur rounding

shad ows.
Mysttc Reflections : As the spell dck clllTagic.
Sh ad ow Hood:Subject rukes c-r penalty on attack rolls and

Dexterit y-based c hecks .

Sigh t Obscured : +5 bon us on Hide, Sleight of Hand, or
other checks lO conceal your movements, actions, or
pre sen ce.

Um bral H and : As the spell l1I age llalld, but ca n affect
heavie r objects an d magic items.

\Viden ed Eyes: Gain low-ligh t vision .

Sup ernatu ra l: Supern at ural abilities are magica l and do
not function in an antimagic field but a re not subjec t to spell
resistance. Supernatu ral abilities cannot be dispe lled or cc un 
te rspe lled, or used to counterspell. Using a supe rna tura l abi lity
is a standa rd ac tion unless othe rwise noted. Supernatu ra l ab ili
ties might have a use limit or be usa ble at will, jus t like spell -like
abilities . Howeve r, supernatural ab ilities do not provoke att acks
of opportu nity and neve r requi re Conc ent ratio n checks.

The table be low exp ands upo n and supe rse des Table 8-1 on
page 290 of the Dungeo n Master's Guide. Column A refe rs to
spe lls, colum n B to s pe ll-like abi lities. and column C to s upe r
na tural abili ties .

DESCRIPTIVE PASSAGES
Th is pan of the de scr ip tion provid es hi nt s about whar
the mystery look s, sounds, or feels like when it is cast or
act ivated. The text here descr ibes t he myster y from the
caste r 's or user's view. These desc riptive passages are no t
bindi ng rules. A gra nd ges ture menti on ed in a mystery's
descriptive passage (represen ting the somat ic compon ent)
is unnecessary if a mystery use r activates (he mys tery as a
supernatural or spel l-like abi lity. Even th ough a desc rip tive
passage speaks of casting a mystery on ano the r crea ture, it
m ight be poss ible to cast the mystery in another man ner
(such as on th e mystery user herself) , dependi ng on the
mystery's target en try and the ru les for spellcusnn g in the
Pll1ycr's Hl1 l1abo IJ 1~ .

c,
------~-

Minor detai ls strike viewer s as wrong. Colors seem dull and
appearance more average , mut ing ex tremes ofe ither beauty
or ugliness. Dangerou s aspect s of crea tures or items app ear
enhanced-a normally innocuous anima l has a ferul uir and
more vicious claws and teeth, a rose bush is darker in hue,
slightly shriveled, and has excessive thorns.

Once an obse rver has eithe r seen a character's shadow
moving Independently, or has ob served th e (Ouch of shadow
in an image or item, she can arternpt a DC 15 Knowledge
(arcana) or Knowledge (t he planes) chec k, or a DC 25 bard tc
kno wledge or Know ledge (religion) check. Success identifies
th e mystery user for what he is or th e item or crea ture as
some thing taint ed by the Plane of Shadow.

Altho ugh it is difficult, mysteries m ight be revealed as
magic by spells such as delcet Ill ilgie. Myster ies regis ter as
bel onging to the schoo l of mag ic whose effects they most
closely resemble.

LEVEL/SCHO OL
Th is line gives the mystery's level, schoo l, subsc hool, 01'

descript or. Creatu res tha t [tave immuni tics. vu lnera bili ties ,
or special bonuses against a par ucula r school, subschool,o r
descriptor of a spell have the same character istics against a
mystery of that school, subschool, or descriptor.

MYSTERIES :
SPELLS, SPELL-LIKE,
AND SUPERNATURAL ABILITIES
Shadowcaste ts beg in weaving their myster ies as spells , then
develo p the m into s pe ll-like abilities, and finally mast e r them
as su pernatu ral abilities . These diffe rent kinds of effec ts ha ve
some , but not a ll, characte rist ics in common.

Spell-Like Abilities : Spell-like abilities are magical and work
just like s pells (alth ough they a re not s pe lls and so ha ve no
ve rba l, so ma tic, material, focus , or XP com po ne nts) . They do
not funct ion in an ant imagicfiel d and are subjec t to spe ll res is
tance if the spell the ability resembles or duplicates would be
su bjec t to s pe ll resistance.

Using a spell -like ab ility is a standard act ion un less ot he rwise
not ed, an d doing so while threaten ed provoke s attacks of op
portu nity. It is possi ble to make a Concen trat ion check to use
a spe ll-like ab ility defens ively and avoid provoking an attack of
o pp ortu nity, just as when casti ng a spell. A spell-like ab ility can
be disrup ted jus t as a spell ca n be. Spe ll-like ab ilities cannot be
used to counterspell , nor can they be counrerspelle d.

MYSTERY DESCRIPTIONS
Mysteries desc rip tions include ma ny of th e eleme nts of
spe ll descriptions (d iscussed in Chapter 10 of th e Playa 's
Handbook). Other pan s of the standard mystery for mat are
new or altered , and are covere d below.

PATH CATEGORY, PATH NAME
O n th e line below the mystery's name, the myste ry 's path
category (apprentice, in itiate, or master) and pat h name
are presented. If a mystery is a fun dnmcurnl, on ly th e word
"Fundamental" app ears on th is lin e.



DARK REFLECTIONS
4 Sh adow Evocation: Mimic evocation below 5th level,

bur only 20% real.
5 Feig n Life: Ani mate objects and give them co nceal

memo
6 Shad ow Evocation, Greater : .Miruic evocation below

7th level, but on ly 60%real.

ELEMENTAL SHADOWS
4 Aura of Shade: Subject is protected from cold and deals

cold dam age wit h at tacks.
5 Dark Ai r or Water: As the spell contl'O/ U'fnds or contro l

Ivatcr.

6 Sh adow Storm: Arc s of cold and electricity st rike mul
tiple targe ts.

UNBINDING SHADE
4 Sh adows Fade : As the spell dispel " lOgic.
S Un rave l Dwe omer : As rhe spell brealt t'l1dHlI1fment.
6 Sha dows Fade, Greater: As the spell greaterdispd magic.

INTTTATE PATH MYSTERIES
BLACK MAGIC

4 Warp Sp ell: Stea l the energy of another caster's mystery
or spell.

5 Ech o Spell : Repeat a mystery or spe ll cast in th e previous
round.

6 Flood of Sh adow: Casting in area is diffic ult, shadow
myste ries and spe ll s are empowered.

BODY AND SOUL
4 Bolste r : Grant subject temporary hit points.
5 Languor:Shadows weigh subjects down .
6 Sh adow I nvestit ure: Gram subject cold resistance 15.

evasion, and ability to see in darkness.

UMBRAL MIND
1 Mesmeri ai ng Sh ade : Daze subject for 1round or cause

- 1 penalt y on arrack rolls, chec ks , saves.
2 Thoughts of Sh adow: Briefly enhance mental abili

ties.

3 Afr aid of t h e Dark : Create a shadowy reflectio n of the
subject thai deals ability damage.

EBON ROADS
4 Step into Sh adow: Short-range trave l through sh adow.
5 Pass in to Sh adow: As the spell platle shif l, but must

involve the Plane of Shadow.
6 Voya ge in to Shadow: As the spell dladow ",aH" bur

[aster. -,

VEIL OF SHADOWS
4 Sh adow Visi on:Subject takes penalties on most ac tio ns

and has 50%miss cha nce.
5 Cu r t ai n of Sh adows: Block line of sight and dea l cold

dam age.
6 Unveil: Remove m any adverse cond it ions...............10

APPRENTICE PATH MYSTERIES
CLOAK OF SHADOWS

1 Steel Sh adows:Cain +3 armor bon us and +3 shield bonus
wAC.

2 Sight Eclipsed: Hide even whe n observed.
3 Sh ar p Sh ad ows : Foes striking you take piercing

damage.

NEW CONDITION: TMMOBTLIZED
Several myst eries impose a con dition not described in the
Player's Handbook or the Dungeon Master's Guide: immo bi
lized , An immo bilized creature can attack and cast spell s nor
mally, but it can not move fro m the sq ua re or sq uare s that it is
in. This condit ion does not prevent a crea ture from defend ing
itself, nor does it cause a crea ture to lose its Dexter ity bon us
to Armor Class . Flying creatures that beco me immobilized
in mid -flight can con trol their descen t so th at th ey do not
take fa lling dam age, but they are incapable of movi ng from
the ir curren t square as long as the effect ends and automat i
ca lly descend at a rate of 20 feet pe r rou nd. Flying creatures
with the abilit y to hover can maintain th eir initia l a ltitude if
they choo se .

EYES OF DARKNESS
1 Bend Perspective: Change point ofview.as though you

we re stand ing elsewhere.
2 Piercing Sig ht: Gain darkvi sion 60 ft. and see invisible

creat ures.
3 Killing Sh adows: COle attack that deals damage.

DARK TERRAIN
1 Car pet of Sh adow: Transform the ground into shadow

stuff. impeding movement.
2 Blac k Fire: Create fire in severa l squares th ar deals cold

damage.
3 Clinging Darkness: Root foes i n place.

EBON WHI SPERS
1 Voice ofSh ad ow :As th e spell (OI,m l l1 1 11~, but also affecrtng

int elligent un dead and con structs.
2 Congress of Shadows: Hold tWO-\\'<JY conversation ar a

distance.
3 Flicker : Flash through several locarions via conduits of

shadow.

SH UTTERS AND CLOUDS
1 Dusk a n d Dawn: Create an area of shadowy Illumt na

t ion.

2 Shadow Skin: Thicken your flesh with the power of
shadow.

3 Dancing Sh adows: Make subjects harder to hi t,

TO UCH OF TWILIGHT
1 Life Fades: Deal non lethal damage and cause fatigue.
2 Flesh Fails : Deal minor ability damage.
3 Um b ra l Touch: Deal damage and slo/,vwith a touch.



Afraid oftbe do,.k b,-ifJgsfirth a shado7i!)' duplicate
that attacks your etremy'stlli/!

Reality secus to tear open ,
rC llcllling It dm·hrif l. From
the hlae/mess , a $hadolV
elemcll taleHl erges.TheJirsf
of 11'ICHI )'t iI is rClldy lo serve.

This myster y functi ons
like the spe ll 511111 /11011

monster l , excep t as note d
here. You ca n sum mo n

one elde r, two greater, fou r
Huge, or eight Large shadow
elementals.

You m usrsucceed on a ran ged touch arrack to deal zd-tpoints
of nonlethal damage to the target. If you score <1 crit ical hit,
tr iple the da mage.

k:,
A /Jolt ofsfladmv springsfro ll1 )"o llr /l and,drl1i ning vitality Id 11!rC
if )trikcs.

You draw forth a twis ted reflection of you r foe from the
FLint' ofShadow. The im age unerring ly touches th e subject,
causing \Xfisdom damage equa l to Id6 po ints +1 po in t per
fou r cas rer leve-l s (maximu m +5). A\Vill saving throw halves
the Wisdom damage.

Range: Med ium (100 ft. + 10 ft.f leve!)
Target : One liv ing creatu re
Durat io n : In stantaneous
Saving Throw: Will ha lf
Spell Resistance : Yes

A$lJlldoll')' Ullageof)'O llr .foc appt.'tl l'S hcforehim utill rcae/us out to
cl utch him befo re vallis/ling.

ARROW OF DUSK
Fu ndam e n ta l
Level/School: rst/ Evocatlon
Range: Med ium (100 ft. + 10ft.!l evel)
Effect: Ray
D uration : Instan taneous
Savi ng Throw: No ne
Spell Res is tance: No

ARMY OF SHADOW
M aster, Sh ad ow Calling

fftlf~~~ Level/School: 9th/Conjura tion
(Summon ing)

Range: Close (25 ft. + 5 ft./ 2I evels)
Effect : O ne or more sum moned

creatures, no two of which are
mo re than 30 ft. apart
Duration: 1 minute/

level (D)
Savin g Th row: None
Spell Re si s tance : No

SHADOW CALLING
7 Su m m on Umbral Servant :Summon shadow eleme ntals

to serve you.
8 Shadow Plague:A cloud of shadow energy deals 4d6 cold

dama ge/round.
9 Army ofSh adow : Sum mon shadow elemenrals to serve

you.

HEART AND SOUL
7 Dark Sou l: Compel a subject to

att ack a targe t of your choice.
S Sou l Puppet: As th e spell (~ ol11 il1atc monster.
9 Sh adow Su rge: As the spell domillll tc monster, but affects

multiple targets fori roun d.

AFRAID OF THE DARK
Apprentice) Urnb ral M ind
Level/School: 3rd/ Il lusion (Mind-Affecting, Shadow)

EYES OF THE
NIGHT SKY

7 Trurh Revealed. As tbespell
In lt'sreillg.with additional,
but possibly misleading)
information .

8 Fa r Sig h t : As the
spellg l"ca trrscryfngJ in
conjunction with the
mySTery tn ltf! revealcd.

9 Reflections ofThings
to Com e: Gain limited
insigh t into the future .

EBONWALLS
7 Prison of Night: Entrap subject in a

_ shadow priso n.
8 Tom b of N ight: Prison of shadow

dra ins levels from subject ins ide .
9 Consu m e Essen ce : Slay creature

and ins tan tly reanima te it as a da rk
creatu re under your conrro l.

DARK METAMORPHOSIS
7 Ephemeral Image: Create a shadow duplicate th rough

which you can cast your magic.
S Um br al Body: Transform in to an incorporeal being of

shadow.
9 Shadow Time: Act freely for 3 rounds.

MASTER PATHS
BREATH OF TWILIGHT

7 Life Fa des , Great er : As the mystery lifefiHic5, but more
porenr and affec ting more subjec ts.

8 Flesh Fails, Greater: As the myster yjJesil fai l" bu t more
poten t and affec ting more subjec ts.

9 Ephemera] Storm : Targets mus t save or die, success
result s in Sd6 damage.



Tile f1 ll'iroll lllt:'llt grows i "lI "t'~litltd)' morc CO lllfortllhle IlS YOII
SlIIT OUlltf YO llm'/f lvillJ (111 ll ll nl ofpro/ t'Clllll' Sh ll dow.

von ~e l1ll yo ur vis ion 111 muglls(lallolVS IllIa Ill topIa/WI'repeet iOIlS,

alteringYOUy,'oilltofvmv.

You gra nt the subject 5 temporary h it po ints for each of its
t lit Dice (maximum 75). For (he du ration of [he effeet , the
subject's shadow grows larger than norma l,and its movements
are very slightly uncoordinated with those of the subject .An
observer can notice thi s cha racteris tic by making a DC 20
Spot check.

By l/IIkmg till' crCll tuyr touc/It'd ll ud the I'ltHll' of SIlil ll t11V, you
letllI'omnly tmllf sotueof ils tnlltSfo r more fltl lfflt ones llc!Ollging
toCrt' ttlU1"l'S oJ that slUT")'rcr lur.

You create a shapeable shadowy cu rt ain of black flame [hat
covers the affected squares.The fire deals Id6 points ofcold
da mage per [\VO caster levels to any creatu re standi ng in an
affected square at [he begin ning of each of you r turns un til
the effect ends. In add ition, the flame deals dama ge to an>'
creature entering or passing through an affected square . Blad.
fin' burns on lya few feel tall, so acreatu re can avoid the effec t
of rhe myster y by jumping or flying over the area.

You ,lrall' on ('xtmp/mlllr SlhldoH'or btHlislJ ('xlslillg Slllhlo ll's to
Iff in tilt" light.

You open a condUIt to lIlt' P!tHIt' ofSh.1ifOH', ,(rawing i ts dcmmtj
111 10 the H'orltlllllLl igmling11black fire 011 theground.

BLACK FIRE
Appre n t ice, Dark Terrain
Level/School: znd/ Evocano n [Cold]
Range: Close (25 fr. +5 f, .j~ levels)
Area : One 5·ft. square/ level (5)
Durat ion: 1 rou nd/ level (D)
Savin g Throw: Reflex negates; see tex t
Spell Resi stance: Yes

This mystery funct ions like rhespell lightor the spell aat'lm,ss.
Only one of these two effects is possible per use, and you muse
decide wh ich effec t is desired whe n cas ting.

BOLSTER
Initiate, Body and Sou l
Level/School: -trh/Tran smutad cn
Ran ge : Touch
Target: Creatu re touch ed
Duration: 10 minutes/level or until disch arged (D)
Sav ing Throw: Wpm negates (harmless)
Spe ll Resi stance: Yes (harmless)

AURA OF SHADE
In iti at e. Elementa l Shadows
Level/School : -tr h/Abjurauon rCold]
Range: Touch
Target: Crea ture touched
Duration: 1 round/ level (D)
Savin g Th row: \"Vill negates (harmless)
Spe ll Resi stance: Yes (harmless)

You protect rhe subjec t from low tempera tures J IlJ cold
en erg y with J th in layer of th at ene rgy's shadowy reflec
tion. Thi s grants the subject immun ity to normal extre mes
of remperature and absorbs cold damage from attacks and
effect s. Wh l'n an l1u m ofsl1l1 i'/t' absor bs J total of 12 point s of
co ld damage per caster level (maximum 120). it expires.

For as long as the aura is active, the subject's weapon or
natura l weapo n melee attacks deal an extra tds points of
cold damage.

You view the world as I hough you were standing in a differ
e m spor, Up 10 a maximum distance of 25 feet plus 5 feet per
two caster levels. You cannot see th rough solid objec ts. You
can, however, look around corn ers or over barri ers, obtain
a bi rds-eye view of your area, and [he like. Essentially, you
sh ift your perspec tive as though you were located ill any spot
in range to whic h you haw line of effect.

You can switch back and forth bet ween your own eyes
and you r altern ate viewpoint as a swift action. You can move
your alternate perspective.as in the spell ITrca 11 r fyL'. Its speed
is on ly 10 feet per round, however, and every round of such
movement decreases the mystery's du ration by 1 minute (if
you move the perspective in [he last m inute of the du ration,
you gain ;1 few seconds of vision at the new position before
the effect expires).

BEND PERSPECTIVE
Apprentice, Eyes of Darkness
Level/School: tst/Di vinatton (Scrying)
Ra nge: Persona l
Target : You
Duration : 1 min ute/ level (D)

BLACK CANDLE
Fu ndamen tal
Level/School: tst/Evocarton [Light or Darkness]
Range: Touch
Target: Object touched
Durat ion : 1 round/leve l (D)
Saving Th ro w: None
Spe ll Resi stance: No

CARPET OF SHADOW
App ren tice, Dark Terrain
level/ Schoo l: 1st/Conjuration (Creation)
Ra nge: Close (~5 fl . + 5 f,.j2 Ievels)
Area: O ne 5·f,. square / level (5)
Du ra tion: I rntnureylevel (D)
Savin g Throw: None
Spell Resistance: No



TIlt' ground becomes rougJl ilnd hl1znrdollS, JlIi.' rrnljlonr superim·
posed wilh irregulllr temuu ofthe pIt1Ilt' ofShadow.

You cloak the gro und with an u neven and hard to traverse
surface. The terrain beco mes difficult , mean ing that each
5-foot square withi n the area costs double to move into. For
inst ance, each light undergrowth square (normall)' cost ing
2 squares of movement to move into) now costs 4 squares of
movement to move into. If you cas t this mystery a second
time on the same area [or a port ion of the same area) while
th e first cas ti ng is still active , the second casti ng does not
worsen th e terr ain fu rther (although it would ex tend the
durat ion ofthe effect on that area).

CAUL OF SHADOW
Fu nda m ental
Leve l/School: 1st/Abjuration
Range: Personal

J arget: You
Du rat ion : 1 minute/level (D)

Ashifling, whirlingficld ofsemisolid shadows11lJdtiJlY rir ls ill the
nil' rises aroulld YIW.

Calliofshadow fain tlydarkens your form, bur does not provide
:111Y bonuses on Hide checks or similar efforts. Yougaln a +1
deflect ion bonus to AC, with an additional +1 for every six
cas ter levels (maximum bon us +4).

CLINGING DARKNESS
Appren t ice. Dark Terra in
Level/School: 3rd/ Conjuration (Creation)
Range: Clo se (25 fr. + 5 fr./2 levels)
Area: zu-Fr-radtus emn nnrion (D)
Duration: l minute/level
Savin g Throw: Reflex negates; see text
Spell Re sis ta nce: Yes

sh'hloHl oozes 0111of the.noon , the walls, even Ilu rnr; fil1illg tl,C
area WiHl wisps oJ ll'rilllitlg bllukllcss. C1TllIllYCS withi ll tile Ill'Ca

becomecoa ted ill 11I cst.' clinging shadows.

Any crea ture with in the area affected by th is mystery, or
[hal enters the area on its tu rn , must make a Reflex save or
become im mobili zed (see page t40).

Each round on its tu rn, an immobili zed subject ca n
atte mpt a new saving th row {Q end the condition. Because
of the subject's cond ition , th is save is a full-roun d action (bLH
docs not provoke at tacks of oppor tun ity). l f an immobilized
subjec t suc ceeds on its save, it still needs to save again 'I t the
Star t of its next turn in order to avoid succumbing to th e
dar kn ess again.

CONGRESS OF SHADOWS
Ap p ren tice. Ebon W h isp e rs
Level/School: znd/Dlvinat ion [Mind-Affecting]
Ra nge: I mile/ level

Target: O ne living creatu re whose exact lOCH ian is known to

you, or one living creature you know well wh ose approxi
mate locati on (within 100 fr.) is known (0 you

Duration : i nstantaneous
Saving Throw : Will nega tes (harmless)
Spell Resistance: Yes (harm less)

YO !~ look fOlt'llrd yourshallow llnd s J1 e(l '~ afc w words knowingtlt tlt
sOlne llistmlcCtlU'ilYta slIbjul /u ars " leU! andmighl rcph'.

r

You speak, and your words appear in the mind of a distant
creature. The message can cons ist of up to five words, plus
one additiona l wor d per caster level. It cannot del iver
command words for magic items, or in any other respect
function as anything bur normal speech. If the subject is
where you believe it to be, the message is delivere d. The
subjec t recog ni zes the iden ti ty of the sende r of the message
if it know s yO ll . The crea tu re can then reply, using [he same
number of words that you used, The message cannot cross
planar boundaries.

CONSUME ESSENCE
M aste r, Ebon W alls
Level/School: 9th/Necromancy [Death]
Range: Touch
Target: O ne liv ing creatu re
Durat ion: Instanta neous, then 1 round/ level (D); see tex t
Saving Th row: ~lm negates
Spe ll Resistan ce : Yes

YOIl reach ollf ilI ltf pre/ Hit' subjal's shadow tuvay, ' hell wrap it
im ide your Ott/ II.

The targe t of this horr id mystery must succe ed on a \V'ill

saving th row or die. If the creatu re succumbs to the myster y
and dies, it immediately returns to life,gains the dar k creatur e
template, and is under your control. The creature remains in
this state [or t round per level, and then dies again.

CURTAIN OF SHADOWS
Initiate . Veil of Shad ows
Level/School : 5th(frans l11l1tal ion
Range : Close (25 ft. + 5 fl./2 Ievels)
Effec t : Shadowy wall whose area is up to one io-fr. square/

level (5)
Dur ation : I minute/level (D)
Sav in g Throw: No ne
Spe ll Resista n ce: No

You creatc a WIlli of Jrigitf sha<"iow lllat l1locb l1isiOJl ami u,IYacks
all who ~ll1 S S through jj wilh mitt

You create a wall of shadow th at comple tely blocks li ne of
sigh t. Any creature passing through the wall takes IdGpoi nts
of cold dama ge per caste r level (maximum l sd6).



8)' casling consume essence, Tboniette SIId~s Ihe life 0141of berfoe

DANCING SHADOWS
Apprentice, Shutters an d Clon ds
Level/School: 3rd/ JIlusion (Clamer)
Range: Touch
Target: O ne crearure/S lcvels
Duration: 1 round/ level (D)
Saving Throw: Will negates (harmless)
Spell Resistance : Yes (harmless)

You drawlite slwdotVs 11luIlI lt l roundf or i) !lH' I"subjects. lt'hereHie)'
waverand shift. partially obswrillgJorm.

You grant subjects concea lment. Ifyo u cast this mystery on a
sing le subject, the shadows nrc thicker, and the subject gains
total concea lment. The spell sec illvisf/Jil ily and the mystery
piiTcil1g sight do not negate th ese miss cha nces , but th e spell
true see inga nd the mystery Im flJ rc vc11 1 j~j l do.

DARK AIR OR WATER
In it i ate, Elemen ta l Sha dows
Le vel/School: 5rh/Transmlltalion [Air or \'V';lIer]

Re(lc!ting out wit/I YOllr ", ind 10 thetltlrlmt'ss attaclr cd 10 YOllrsoul,
yOIl iI/ fuse II tl tun' with slll1 aow 111111compd it to tio YOII Y will.

Thi s mystery funct ions like th e spell COil trol water or COII

Irol winds_You decide wh ich version ro lise at th e time of
casting.

DARK SOUL
Master, Heart and So u l
Level/School: 7th/ Enchant ment (Compulsion) [Mind-

Affecting]
Ra nge: Perso nal
Ta rget: You
Duration : 1 rou nd/level
Sav in g Th row : \X'i ll negates; see text
Spell Res is tance: Yes; see text

YOIl open the SIlbjecl's mind 10 Ihe Plane of SlJatlolt., altering its
perso/lality_

You tu rn the dark energies fro m the Plan e ofShadow upo n
another creature, compe ll ing it ro acr in ways rhat it nor m ally
would nor. \X/hil e this effect is active, you can use a standard
action to focus the shadow ene rgies on one liv ing creatu re
within 30 feet rha: you select.The creature must succeed on a
Will savtng rhrowftx. 17 + yonrC ha modifier) or imm ediately
make a me lee att ack against one target within its reach.

DUSK AND DAWN
Appre n tice, Sh utters and Clouds
Level/Schoo l: tsr/ Evocarion
Range: Close (25 ft. + 5 ft./2 levels)
Area: zu -fr- radtus ema na tion cen te red on a poi nt in space
D u rat io n: 10 minu tes/ level (D)
Sa ving Throw: No ne
Spell Resi stance: No



Bydrawingshadefrom the r laneafShlldolV, or haHisl1 illgtfleshad
owsbad~ to it, )'0 11 control the level of ifl lIll1illl1fi atl i ll thearea.

You make a dark area lighter or a light area darker, blanketing
the affected area in shadowy illumination . Creatures 'with
da rkvision can see th rough this area normally.

ECHO SPELL
In itiate, Black Magic
Level /School: 5th/ Universal
Range: Close (25 fr. + 5 ft./2 Ievels)
Effect: Repeat-a previously cast spell or mystery
Duration : See text
Savin g Th row: See text

pell Resistance: See text

1 Even as you recoil front your enemy's sllell, YL1 1~ reach into the
.~ Plnne of Shadow and dmw for tlt the spirit.wl rejlsctien of tltnt

---spell. With a grin, yOll nUl/life>t it i ll the pl1 ysicalworld and hurl
it backnt him.

You can «echo" a mystery or spell cast by anyone other than
yourse lf,causing it to remanifesr under your control. Both the
caster and the effect must have been within ah aspell'srange,
and th e en tire cast ing must have occu rred in the previous
round. You choose the mystery or spell's target,and make any
other choices involved in casting it. Youcast the mystery or
spell using your mystery user level (use your Cha modifier
to determine the mystery or spell's DC; its duration , saves,
and the like are as normal for tha t spell ). You cannot echo
a mysrery or spell of a highe r level than the high est-level
mystery you can cast, and you can never echo a myster y ora
spell of higher than 4th level.

EPHEMERAL IMAGE
Master, Dark Metamorphos is
Level/School: 7th/ Illusion (Shadow)
Effect : One shedovv· duplicate
Duration: 1 mi nute/ level (D)
Savi ng Th row: None
Spell Res istance: No

Saving Throw: Forti tude partia l
Spell Resistance: Yes

Theair explodeswith shadowytendrils tl1l1 t slice liI,eblades.

Targets ofephemeral ston n must make a Fortitude save or die.
Those who succee d take sds points of damage.

FAR SIGHT
Master, Eyes of the Nig h t Sky
Level/School: Bth/ Divination (Scrying)
Range: See text
Effect: Magical sensor
Duration : 1 m inu te/level (D)
Savi ng Th row: w ill negates
Spe ll Resistance: Yes

You alter your perceptiolt5 to see through all)'shudow,11tlylvlterc.

Far sight is similar to the spell greater SCT)1ng, with the modi
fications described here. This mjstery allows you to see the
subject's true essence, as with the truth revea led mystery.

FEIGNLlFE
Init iate, Dark Reflection s
Level/School: 5rh/ Transmutation ~.
Range: Medium (100 ft. + 10 fe/level) "-
Target: One Small object per caster level; see text
Dura tion: 1 round/ level (D)
Saving Th r ow : None
Spe ll Resi stance: No

Yo u il1f llsr one or mere small objects witli sfuliloH's tllff. CllUSil1g
1l1l'nl toruutuute III your f01I1t1U1 tUl.

This myste ry func tions like the spell rtt1 ;lll11 tCobjec ts, but the
items grow dark and warped, becom ing more sharp-edged
and appearing slightly worn or decayed for the duration of
rhe effecr. In addition , objects an imated by thi s mystery
benefit from concealmen t.

FLESH FAILS
Apprentice, Touch of Tw ilight
Level/School: 2nd/Necromancy
Ran ge: Touch
Target : Living creatu re touched
Duration: Instantaneous
Saving Th row: None
Spel l Resistance: Yes

(
YOli opw your l'l lf myto thedarkness, tradinghisph)'simIaHrihllles
for wt'l1hcr i1 /J ilities hdongillg 10 rrertturcs of shadow.

You deal either 4 points of Streng th damage, 4 point s of
Dexteri ty damage, or 2 points of Constitut ion dam age to

the subject; you choose wh ich k ind of ability damage wh en
you cast the myster y.

This myster y funct ions like the spell pm.it·d image, except
as noted ab(}ve. l n addition, the image that you project has
concealment un less it is in direct sunlight or within the area
of a daylight spe ll,

EPHEMERAL STORM
Master, Breath ofTwilighr
Level/School: 9th/Evocation
Range: Close (25 ft. + 5 fl./2 levels)
Ta rget: On e living creature / z levels, no two of which are

more than 20 ft. apart
Duration: In stantaneous

You dt'faclJ your own 5ftaJou.' and unnttute it lvit!t cxtmIJJal1ar
et1Crgies, creatinga darf.:· flll cd, haz)'dupficn.tc of yourself



FLESH FAILS, GREATER
Master, Breath ofTwilight
Level/School: 8th /Necromancy
Range: Close (25 fl. + 5 ft./2Ie"els)
Ta rget: One living creature/ level in a zu-fr- radius spread
Dura tion : lnstanrnneous
Saving Th row: None
Spell Resistance: Yes

YOllr fors 5ULMenly .{I 'laf their l'i.1Ilil·s 1II[1l5fd with shatlowstuft;
IVcakrnlllg tllt'm grt'dtly.

This mystery fun ctions like the mystery }1t'sh [Ilifs. except
that you ca ll affect mul tiple subjects. and you deal either 6

points of Stre ngth damage. {. points of Dexteri ty damage ,
or 4 points of Constitu rion damage. YOLI must deal the same
ki nd of ability damage to all subjec ts.

FLICKER
Ap prentice, Ebon \Vhispers
Level/School: 3rd/Conjuration (Teleportanon)
Ra nge: Persona l
Target: You
Duration: t round/level (D)

Saving Throw: Will negates (harmless)
Spell Resis ta nce: Yes (harmless)

YOIl}lIISh Jllfollgh JIlt' collduiIs(lIIilpl1 thways of 11 11' r f, llh'ofS/hlIIOH!,
IJll1 tli!cStillg in multiple focaliolls in lhe rml worlJ

Once per round, as an immediate action, you can in stantly
transfer yourself from your current location to any other
spo t wi thin a dis tance of 5 feel per I WO caster levels. You
always arrive at exactly the SpO I desired- jusr as with rhe
spell duneusroudoor. If you cast fiid~t'Tin response to an attack
against you , the strike has a 509(; miss chance.

FLOOD OF SHADOW
I nitiate, Black Magic
Level/ School: 6th/Abjuration
Range: Close (25 ft. + 5 fI./2 levels)
Area: zc-fr- radtus spread
Duration: 10minutes/level (0)
Savi ng Th row: No ne
Spell Re si stance : See text

'1'011 i llUI lclllh." tIlt' lH"t' 11 lVi th ~ tm l1gf l'lIerg h'~ fmlll tIl l' Pi nu r of
SJ1I1aoltl, warping Ilt l' l'lJatsof magic.

A flood of mystical shadow-power renders casting I ~l ore dif
ficult .To casr mOSIspells while In.or into, an area affected by
flood ofsJllIdoll'. the caster mu st succee d on a Spellcr~[l check
(DC 15 + spell level). or the spell is lost with no effect.

Mysteries or tiny spe lls of th e shadow subsc hool can
be cast with in or into the affec ted area withou t nuking
the Spell craft chec k. In add ition. if a myster )' ? r . spe ll
of the shado w subsc hoo l or iginate s in an area affec ted by

flolltlof slllltlow, its varia ble numerica l effec t is increased
by 50?;' (as if it was empowered), although its level do es
nor in crease .

KILLING SHADOWS
Appren t ice, Eyes of Darkness
Level/School: Srd/Transmu tation
Ra nge: 30 fl.
Effect: Cone
Duration: Inst antaneous
Saving Throw: Will ha lf
Spell Resis ta nce: Yes

YOllr er t's lurn hIMI.: alIa shoot fo rtll 11 sha(low)' cOile of ll1l11i511 
"11"111.

Creat ures with in a cone of ldlling d lallolt's take Ids point s of
damage percasrer level (maximum iods),or halftbaramount
on a successful w ill save.

LANGUOR
Initiate, Body and Sou l
Level/School: 5lh /Enchantmenr (Compulsion)
Range: Close (25 fl. + 5 ft ./2 levels)
Target: One crea ture orone creatu re/ level, no two ofwhic h

are more [han 30 ft. aparr:see text
D ura t io n : t round /2 levels (D)
Saving Throw: Wi ll negates
Spell Resistance : Yes

YOll(hlllllld shadolt'S luf( into tht'subjat's s1Tild.,w, litcl'I1l1y wcigh
ing him ({(llt' ll ulllit'1" Itswt'ighl.

Lunguor functions like either the spell slow or rhe spe ll hold
mOllsler. You choose which version you warn before th e effect
beg ins. If you choose holtl mOllsler, the myster y Gin affect
only one subject.

LIFE FADES
Apprentice, Touch of Twi light
Level/ School: Ist/ i'-:ecrom ancy
Range: Touch
Targe t: Creature touche d
Duration: Instantaneous
Savi ng Throw: Fortitude par tial
Spell Resi stance: 'Yes

A H'11Vt' of darkllcss U'115ftl'sowr Jill' subject, Sllr'ping hismagy into
till' P/'H1f oJSIh1tlolt'.

Your touch deals td6 points of non lethal da mage per caster
level (maxim um Sd6) and causes the subjec t to become
fatigued for t round per caster level (a Fortitude save negates
rhe fatigue ). This myster y docs nor stack with itsel f, so a
creature fatigued byone casting does no t become exhausted
by a second casting.



LIFE FADES, GREATER
Master, Breath ofTwilight
Level/School: 7th/Necromancy
Range: Close (25 Ft. + 5 (t./2 levels)
Target : One living creature/ level in a zo-It-rad tus spread
Duration: Ins tanta neous
Saving Throw: Fortitude par tial
Spell Resis tance: Yes

Dmil1il1g shadowscrupt around YOll YIoes,.rwlIlcliJ1g their f SSt' !l(i'

and-energy into tilt' Plane (If Shndow.

Your touch deals ids poin ts of nonlethal damage per caster
level (maxim um zeds) and causes th e subjec t (0 become
exhausted for 1 round per caster level (:.1 Fort itude save reduces
th e dam age byhalfand decreases the exhaustion to fatigue).
Th is mystery does not stack with itself so a creat ure fatig ued
bysaving against one cas ting does no t beco me exhaus ted by
saving again st a second cast ing.

LIQUID NIGHT
Fundamental
Level/School: ts t /Conjnrarion (Creation)
Range: Touch
Effect: A small quantity of ink
Duration : Insta ntaneous
Saving Th row: None
Spell Resistance: No

Tile 5JltTdoll'~ around YO lfY hand seem to weep, leavillg it small
pudaJeoJ dllrk tedt"s.

You create a qu antity of ink grea t enough fo r you to wr-ite
approximately one page of text. It is no t of sufficien t qu ality
to scribe spells . In dark ness or shadowy illu mination, t he
ink glows wit h red or yellow light that has the br tgluness of
a ca ndle. \'17a ter splashed on the ink causes it to wash a\vay
and cease g lowing, bur othe rwise the ink continues to glow
indefinitely.

MESMERIZING SHADE
App rent ice, Umbral Mind
Level/Sc hool: l st/ Enchanrment (Compulsion) [M ind-

Affecting]
Range: Close (25 ft. + 5 ft./2 levels)
Target: One living creature
Duration: 1 roun d
Saving Throw: Will parrial
Sp ell Resistance: Yes

shadoH'~ fl i cl~er hefMc tile t')'es alld it J the mind of flIt.' m bject
rrealurc, which sudden ly seelJls ID bedisoriCilled.

Shadow flickers arou nd the subjec t, d ist ract ing and dazing
him . The subjec t can avoid the daze effect wit h a suc cessfu l
\'7ill saving throw,bu r st ill takes a - '1 penalty on att ack rolls ,
che cks, and saves.

MYSTIC REFLECTIONS
Fu ndamen tal
Level/Sch ool : a/ Div ination
Range: Personal
Target : You
Duration : 1 rollnd/ level (D)

YOH peer slightly 11110 rhe pl.lllt'of Shurimv1111d (11 1'1 5fC thedi ~ tort io lT

ill(I ll ohjecf 's 511tldoHHelf(alHed by fhe premIceoJ H!l1gk

Th is myster y funct ions like the spe ll dc/eel m,Tgic, except as
noted above. You ca n detec t magic up to 30 feet away.

PASS INTO SHADOW
Initiate, Ebon Roads
Leve l/Sch ool: 5th/ Conjuration (Teleportation)
Ra nge: TOllch
Effect: Creatu re touch ed, or lip (Q eigh t will ing creatures

join ing han ds
D u r ation : Instantaneous
Savi n g Throw: \X! il1 negates
Spell Res is t ance: Yes

Yml hrt'tll~ down the bmllldllrics be/Wt'ell worlds, opc ning 11 f,allJ
intothe Plnneof Shadow.

Thi s mystery functions like the spell plane511i,fI,excep t that your
destination or origination mu st be the Plane of Shadow,

PIERCING SIGHT
Apprent ice, Eyes of Darkness
Level/School : znd/ Divtnanon
Range: Per sona I
Target : You
Du r at ion: 1 mi nu te/ level (D)

You v il' IV the shado w rc.llec tioll oI tfleIvorld ll nJ Ull d you, al101vi llg
y 0 11 tnpl~ lI f1ra t(' darlwl'ss anti tII)'stim/ obslrt ul iol1S.

Yon can see invisible and et hereal creatures and objec ts as
with the sec invisibil ityspe ll. In addition ,y Oll gain darkv ision
out to 60 feet.

PRISON OF NIGHT
Maste r, Eben Walls
Level/Sch ool: 7th/Conjuration (Creation)
Ran ge: Close (25 ft. + 5 fr./ 2 Ievels)
Targe t : O ne Huge or smaller c reature
Du rati on : 1 round/ level (D)
Savi ng Th row: Fortitude negates; see tex t
Spell Resi stan ce : Yes

YO!! solidi.n,cxfmpll1lll1 r 51l11dow,creating /I sofid prisollofdiJ rlwt'5s.

This mystery immobilizes the subjec t in a prison of shad
owstuff This pr ison blocks both line of effecr and li ne of
sight to the creatu re in side it, and is im penetrable fro m the



outside. The creatu re in side [he pr iso n rakes Id 6 poin ts of
cold da mage at th e begin n ing of each ro und th at it rem ain s
inside th e p riso n.

Once each round asa standard anion, a creature caug h t
in the prison can att empt <1 Fortitude saving throw aga ins t
the spell's origi nal DC ro break our of th e pri son . Succ ess
mean s thar rhe creature ca n move OU I of the pri son , and it
fades ro noth ing ness. Failu re mean s that th e creature takes
1d4 points of Co nstitut ion d am age and re mai ns trapped .

REFLECTIONS OF THINGS
TO COME

Master, Eyes of the Night Sky
Level / School : 9th /Divina rion
Range : Per sonal
Ta rget: You
Durat ion: 10 minutes/level or u nti l d ischarged

Using tilegrt'tl!t'slof lIlagic, rOll Jlfl'r through Iltt' pjlllw ofSh L1 ll01t'

hack in/o the.\fa/erial Pl aU t', Illl t'! Vil'lV 511<1.1011'5alld Iyjlecl it1llS oJ
events thil t have /lo t yet 11l1N'fllt"1.

Th is mystery grants you kn ow ledge of what will occur (Dr at
least wh at is likely to occu r), gra n ting yo u severa l bene fits.
You gain the u ncan ny do dge abi lit y, a +10 Insight bon us on
initiat ive checks (you always get to ac t in a sur pris e ro und),
and a +4- ins ight bon us ro Armor Class.

In add ition , you can di scharge the energy or I hi s myst ery
as an immediate action to cause an att ack to mi ss you that
wo uld othe rwise have been successful. You can decl are that
you are using th is abili ty after th e res ult o f the at tack roll is
known, but you mu st do so befor e damage is deter mined.
Using th is abili ty discharges and ends t he mystery.

You ca n also di scharge the elwrgy o f this mystery as an
im mediat e ac tion to im me d iate ly re rol l one failed savi ng
throw, Using th is <l bil it)' di sch arges and ends the myst ery.

SHADOW EVOCATION
Init ia te, Dark Reflect io ns
Level/School: 4th/ llIusion (Shadow)

This mystery [unctions like the spell Sl1l1l{O WCVOfilfiol1,excep t
as noted above. Jn add ition, th is mystery can mi m ic an evoca
t ion spell oflower than Sth level (rather than 6t h).

SHADOW EVOCATION, GREATER
Init i ate , Dark Reflectio n s
Level/School: 6th/ Illusion (Shadow)

This myster-y fun ction s like (he spel l gn'L'ller Sl lll tlOlV evo(alioll,
exce pt as noted above. In ncldirion . this myster -y ca n mimic an
evoca tion spell of lower than 7th level (ra the r [h an 8rh).

SHADOW HOOD
Fundam ental
Level/School: O/ Evocatioll

Range: Close (25 ft. + 5 ft./2 levels)
Target: One crea tu re
Duration: I rou nd / level (D)
Sav ing Throw: \X'il l nega tes
Spell Res is tance: No

Swi rl ing tend ril s and bursts of mystic shadow dist ract rhe
su bjec t. It takes a - I pena lty on attack mil s and Dexteri ty
based checks.

SHADOW INVESTITURE
I n itiate, Body and So u l
Level/School: 6lh/ Transmutation
Range: Close (25 ft. + 5 ft./2Ievels)
Target: O ne creature
Duration : 1 round/ level (0)
Savi ng Throw: Forti tude negates
Sp ell Res istance: Yes

YOll llmw lhl'slIbjt'(t's sJ1LldolV to r Oil andswlpt it intoll lJCW s lt ~l J l r.

The m hjl.'ct wa rps n!l' IIIlS its shadow does.

YOLI in fuse the subject w ith th e power con tained in its ow n
sha dow. Th is g rant s the crea ture resistance to cold 15, th e
evas ion abil ity,an d the ability I'Dsee in darkne ss (even magica l
d ark ness such as t hat created by the spell deeperdar/m ess),

SHADOW PLAGUE
M aster, Sh adow Ca lling
Level/School: arh/ Coniuranou (Creation) [Cold]

Th is m ystery fu nc tions Iike the spe ll iner lldiary cloud ,exce p t
th at it deals cold da mage rather than fire da mage.

SHADOW SKIN
Apprentice. Sh u tte rs an d Clouds
Level/School: j nd /Abjurunon
Range: Personal
Target: You
Du ration: 1 ro un d or less; see text

Si' lIl isoliaSlt ll liol llS r i5<'ura lI" Sl'tWt1S protccfors,fiidurillgaltllllla rOll

anliabsorbing sOllie of01l' dalllageyOIl might olhenvist' havc takell.

You ca n cast this myster y as an im me d iate ac tion. Yo u ga in
dam age redu c tion accord ing to you r cas te r level (see table
below). This DR lasts u nti l the beg in n ing of your next
tu rn .

DR
5 rn""a"'g";c::-- - - - - - - -

__"""10 rna ic
oS I ver

;;,:,...:.:.::;", --;15 si 'o'e r
"""""-- ....:5,J~ _



SHADOW STORM
I nitiate, E lementa l Sh ad ow s
Level/School: 6th/ Bvoccrion [Electr icit y, Cold]
Ra nge : Med ium (100 ft. + 10 f l.j level)
Targe ts: One prim ary targe t. plus one seconda ry target/

level (each of which must be within 30 ft. of the pr imary
target)

Duration: In stantaneou s
Savi ng Throw: Reflex half
Spell Resi stance: Yes

Fro", 1151hldcli rift in/11 the r!rttll' oJ Slllllinll', II cola wind hegills
to hloll'. Torrents ofsl/ad m-v arc out, clmill ing tIle lifefrom tlt'lll" /J )'
(rcnlurcs.

This mystery crea tes a blast of electricity and cold energy,
much like some orthe most fearsome weathe r found on the
Plene ofShadow.The storm st rikes one target in itially, then
arcs to o the r targets.

- The storm deals Id6 points of damage per caster level
(maximum zeds). Half of rh ts damage is elecmctry damage,
and the other halfis cold damage. After it str ikes, the storm
arcs (like the spell elJ(lin lightlling) roa number of secondary
targets equal to your caster level (maximum twen ty). The
seconda ry arcs each strike one target an d deal half as much
damage as the primary one did (round down).

SHADOW SURGE
Master, Heart and Soul
Leve l/School : s th / Bnchnm menr (Compulsion) [Mi nd

Affecting]
Range : Close (25 fl. + 5 fl.j2 1evelsl
Target: Up to one living creature/level, no two of which

are more th an 30 ft. apart
Duration: 1 round
Savi ng Throw : Will negates
Spell Resista nce : Yes

YOIl St' lld tile lleal'by sours pillIII I1lct illg illto
lillrlmcss1ICI1Villg their btltlil's ('IIlJ1fy
Vt'sst'l s tilat follo w your will.

This mystery functions like
the spell dominate llIomtcr,
excep t 3 S noted above.

SHADOWTlME
Master, Dark Meramorphos ts
Level/Schoo l: s rh/Trans rn utauon
Durat ion: td++4 rounds (apparent time); see text for

time stop

This mysrery fun ct ions like the spell ti mestop,
exce pt as noted above .

SHADOW VISION
In iti ate , Veil of Sh adows
Level/School: -tth/ Transmutation
Range: Med ium (100 ft. + 10 fl.j leve!)
Targe t: One creature wi th an Intel-

ligence of 3 or higher
Du rat ion: 1 round/ level (D)
Savi ng Th row: \'\fill negates
Spell Resistance: Yes

The subject'svision OVel'/llps I'll'
planeof Shudow,((Iw i llg him
10 5Cl:' jl id.:t'ri llg images, arm s
ofJarlmt'SS, t1I ul olhrr
visual di5cn.'1'i1 llcit'S
Ivitll till' umtr
ria/ world.



You impede th e subjec t's vision and irs abi lit y to determ ine
wha t's happening aroun d it. The subjec t tak es a - 4 pen alty on
attack rolls, saves,abili ty chec ks, and skill checks. In add it ion.
you have total concea lmen t with respect to th e subject (miss
chance applies during each ro und of th e durat ion ).

SHADOWS FADE
Initiat e, Un bin d ing Shade
Leve l/Schoo l: 4th/ Abjurat ion
Range: Med ium (100 [t. + 10 ft./ level)
Target: One crea ture o r object; or zu-fc-radursburst
Dur at ion : I nstantaneous
Saving T h row: None
Spe ll Res istance: No

Ynu reach iJllo Sll!ldoll' 11 11d draw fill- til Ihe I'e}lection of I1ctive
llJ(lgic, H1a ging ilwilh thlll Hilig ic I1l1d Cl1ll 5i llg t/1l'1II to CtIllCt'!

eMh ol/ler,

This myst ery [unctions like the spe ll iiispel Uhlgic.

SHADOWS FADE, GREATER
Initiate, Un bi nd i n g Sh ade
l evel/Sch ool : 6lhiAbju r:ition

T h is more poten t ver sion of the mystery 5h11410H's )~l tlt' fu nc
tion s like the spell gl'Ctl trr displ,j lllt1gic.

SHARP SHADOWS
Apprentice, Cloak of Sha dows
Level/ School: 3rdiAbj uralion
Range : Perso na t

Ta rget: You

Dura t ion: t mi nute/level CD)

You clolll~ yourselJ iu sitarp sriJ~ t's of darfml'ss. AllllO llgll Illey an'
lVeightless afl, Jdo not/ling to iltll'l"tll' yOIl, your fill' ) SOOI1 discover
fflat they'n' f10t so Illclty,

A creature striking you with its body or [1 handh eld weapon
rakes tU6 poin ts of damage +1 point per custer level (maxi mum
+15). A creature wield ing a reach weapo n, suc h as a longspear,
is not subject to this damage i fi r at tacks you, I f rhe attacker has
spell resistance, it applies to th is effect (un less yO lI used the
rnysrery asa supernatural ability). Damage from sJll1 rpslll1dows is
not conside red rnngica] for Ihe purpose ofovercc m ing dam age
redu ction , and the effec t is nor considered a weapon for the
pu rpast:' ofspe lls such as align weapolJ or nwgir IIIC111'0Il,

SIGHT ECLIPSED
Apprentic e, Cloak of Sh adows
Level / Sch ool : 2ndi Illu siol1 (Clarner)
Ra nge : Perso nal
Ta rge t : You
D u rat ion : 1 round/ level (D)

YOll c1011/, YOlll'sdf ill s1J1111oH! at/d s1 1;f t !11l' liglll tlwt IIlOllld rcvCf1 1
Y(l 1/ illlo the Plan e ofSlllltlow.

\X!hi le thi s myster y is in effec t, you can attempt H ide checks
even while being observed. just as if you had cover or conceal
me nr far th e purpose of th is dererm inntion.

SIGHT OBSCURED
Fu n d am en t a l
Leve l/School: oi Jllusion (Clarner)
R ange: Touch
Target : Creat ure touch ed
Dn rat ion : I round/ level (D)
Saving Throw: \X'ill negates (harm less)
Spell Res istance: Yes (harmless)

Yo u cloak Ilir suhjecl (lIId her mOVCllIents in subtly ~ / I ifli ng

slltldoHl.

Th is myster y gra nts a +5 circumstance bonus on H ide checks,
Sleigh t of Han d chec ks , and any othe r checks rhar involve
conce aling th e subjec t's act ions or ges tu res .

SOUL PUPPET
Master, Heart an d Sou l
Level/School: s rh/ Enchnmment (Compulsion) [Mind -

Affec ting]
Ra nge: Touch
Ta rget: One living creat ure touched
Durat ion: 1 day/level (D)
Saving Throw: Will negates
Spell Resi stance: Yes

TClldrils of s/1t1 ilOI\l C1Wp frolll your .fi ngers, IIIYOllgfl the r /tlfll' of
Slll1 tlO ll', ll/UI into Ille sou! of the sllhjrd hy It'll)'of itsOWll shadnU',
YO ll 110Wconlroll he{n'llJure's l1d ioll5 115 if it were L1 l 'llJlpd ,

The control gran ted by501l11'1lpJlt'tfollows the same mech anics
as the spell ilotrlHl llle mcnster; An yone observing the subject
with the spell truesceillg, the mystery trulh yellt.'lllt'd, o r u simi
lar ability sees tendrils of darkness ex tendin g a few feet [rom
the subject before folding into noth ingn ess.Sim ilarly. an yon e
observing you while using simila r nbilities noti ces tend rils
ex tend ing (ro m your finge rs, also fadi ng into noth in g.

STEEL SHADOWS
Appren tice, C loak o f Sh adows
Level/ School: lstiAbjurarion
Range: Person al
Target : You
Du ration; 10minutes/ level (D)

Dllrl~J h'H flll1bcc~ abollt your body• .forming a sllitdow-sJwl't' of
urmnr l1na uuothrr tJlITl l oo l~ ~ I i'~e 11 shield. Although lheyarc I1 S
Iwightll'SS IlS theair, )'011 knowthey'llpro/at you as wdl 1l5if Ihey
were madeofsteel.



YO Il tcmporarily banish rour fOt 10 lilt, ,rcplhsof SllllLiow.

Rounds
StudiedEffect

Detect taw
etee 00

etect rna tc

Detect evil
Detect ' nos

At its most basic, [h is mystery functions like the spell true
scl'illg. You ca n also, by concentrating on a particular creatu re
or object for 1 minute or more, gain addit iona l infcrma
tion on thar subject. However, because of the distort ion
betw een worlds and the twist ing e ffect of shadows, an y
addit ion al inform ation gained in th is mann er m ight be
false or mi sleading.

This mystery fu nction s like the mystery prisonofnight,except
thar ins tead of taking Co ns titution dam age upon fa il ing a
Fort itude saving throw to escape th e prison. the crearu re
gains one negative leve l. In add ition , loml1of night deals 3d6
points ofcold damage per rou nd.

By focu smg on tIll' spm lual shatlow of fil e world, you can see
hidden truths.

TRUTH REVEALED
Ma ster, Eyes of the Ni ght Sky
Level/School: 7th/ Divination
Range: Perso na l
Ta rge t : You
Duration : 1 minute/level (D); see text

TOMB OF NIGHT
Ma ster, Ebon Walls
Leve l/ School: 8th/Conjur ation (Crea tion)

You tr,UlsI'orl )'oursdf through the pllUlC of Sl lil l~OH' to any slJO!
within mnge. Your shadow slre tclles otll{rom yen until it mlclu.'s

.yo ur d10sm destillation, f'lim iHg through salitl objects 111111 I1hll'ing
IULfepentfenlly of tllt' ambirnt light. You ClI'PCl1r to f.ll1 illio rour
s1! 'l.folV at our rud, awl nse from II af fheether.

Th is mystery functi ons like the spell {limells;otl door.

Sted sJlIllfoU's gra nts you a +3 armor bonus and a +3 sh ield
bonus to AC, but without weight, armo r check penalty,
arcane spell failur e cha nce, or speed reduct ion. The effec t
is not a force effect, and attacks from incor poreal crea ture s
ignore it.

You summon a creotlin'of s1l11110lV to serw YOIl, mlfillg il lhrougJI
the barriersbetwec lI It.'orJds.

SUMMON UMBRAL SERVANT
Master, Shadow Call in g
Level/School: 7t h/Conjuration (Sum mon ing)
Range: Close (25 ft. +5 ft./2 levels)
Effec t : O ne summoned creature
Duration: 1 round/ level (0 )
Saving Throw: None
Spell Re sistance: No

STEP INTO SHADOW
Initiate , Ebon Roads
Level/Scho ol: 4t h/ Conjuration (Teleporta tion)
Range: Lon g (400 ft. + 40 ft./level)
Target: You and touched objects or othe r touch ed willi ng

creatures
Duration : Insta ntaneous
Saving Throw: No ne and \'('iIl negates (objec t)
Spell R esis tan ce: No and Yes (object)

This mystery funct ions like the spell summon monster I,excep t
as noted here. You can summon one Huge, two Large, or four
Med ium or sma ller shadow elemenrals.

Detect thou hts
e er I e su6Je s reee"n:.t "ac"t""o"'n"'s ~ ~__......

Discern lies
[ f a n U J ct gre e e

2

The table below ind icates wh at othe r mysttcal effec ts can
be duplicate d with trulll n'vcalc,1. Concem ratingon a speci fic
rarget requ ires a subs tant ial amo unt of time, during which
you ca n on ly rake move acti on s, and cannot focu s on any
other target. At th e end of th is period, rhe target makes a
saving throw against th e DC of tru t" rcwald to resist the
de tecr ion effect. Spe ll resistance applies 10 this further
de tection effect as well. You may not attempt anyone effec t
on th e same target more than once pe r use of trllth revealed.
Reme mbe r t hat rhese effec ts are in addit ion to the basic
knowledge granted by tru e sl'cillgl whic h occu rs Ins ta ntly
and reli ably.

THOUGHTS OF SHADOW
Ap prentice, Um b ral M in d
Level/School : 2nd(fransmutation
Range: Touch
Target: Crea tu re touched
Duration: 1 mi nu te/level (D)
Saving Throw: W ill negates (harm less)
Sp ell Resistance: Yes (harm less)

YOII open the subject's mimI to shadow, .uhl the " L'1l' f1fYCqtiolls
II offm.

You grant the subjec t a +4 en hancement bonu s to Int elli
gen ce, \'(fisdom, or Charis ma. You decide whic h abil ity you
are enhanci ng wh en you cast the mystery, a nd you may not
later alter your cho ice.

1 See what the subjec t did a nu mber 0

past equal to your cas te r level.
minutes into the



YOIl open tl CMlI l ll it to tfu rla ue of
slwdo w,leachingalit tlle ena gy tnnin
111il1 illg an ongOing magical effect.

Thi s mystery fun ct ion s like the
spe ll brea l~ t'l1d liw fmenf.

UNRAVEL DWEOMER
Initiat e, Unb in d ing Shade
l evel/School: -trh/Abjuranon
Range: Close (25 ft. + 5 ft./ 2 levels)
Target: Up to one creature/level.all

with in 30 ft. of each other
Duration: Insta nt aneou s
Saving Throw: See text
Spell Resistance: No

UNVEIL
Init iate, Veil of Sh adows

Level/Sch ool: 6th/ Divination
Ra n ge: Touch
Target: Creature touched
Duration: Instant aneous
Saving Th row: w ill negates (harmless)
Spell Resistance: Yes (harmless)

target, whic h must succeed on 3 Fort itude saving th row or
also be slowed. \,;'hile th is mystery is act ive, you threat en an
area as if you were arm ed and can ma ke attacks ofopport uni ty
with your ul1lbral tOl/ch.

This mystery co mpletely occ up ies one ofyou r hands, as if
you ' v'ere holding an objec t in tha t h and. If you have anothe r
open hand, you can cast other mysteries or spells normally,
even those with a range of touch , bur you cannot deliver
another touch mystery or much spe ll and mak e an attack
with umlll"lll touch in the same rou nd.

Th is effect normally lasts for 1 mi nute per level, bur each
successful touch attack sho rt ens th e

duration by1 mi nu te (allowing you to

make one successful attac k per level
before the effect is discharged).

RCl1Chillg 11ItO Ilu ~llalloH' ofthecreature, yoII grasp theshadowsof
thelldclcrious ' hings lllat affect it tUh{ fear them awa),.

This myste ry immediately ends any ofth e following adverse
cond itions: ability damage, blinded. confused, dazed,dazzled.
deafene d, d iseased ,exhaus ted . fatigued, immobili zed , insan
ity, nauseated. sickened, stunned, and poi soned. In addition,
if negates the effects of [he mysteri es mesmerizing sJlaile,
sllLl aow hooel , tlllLl shadow hd wt'ClI, and cancels curses as the
spell removecurse.

VOICE OF SHADOW
Appre n t ice , Ebon Whispers
level/Sch ool: lst/ Enchantment (Compulsion)[Language

Dependent , ?\...li nd-Affecting] or Necroman cy; see text

Irri" Coradr4n
UJ~J "mbral body to kcom~
incorpore41bifQre IItf4cltint

Darktl e~ s SlIITOllthls YOllr hand, tllm ing it itlto 11aeatlly wel1Il{ltl.

UmbmrfOllch infuses one ofyour ha nds with dark, shadow)'
energy, allowing you to make debiliran ng melee [Ouch
attacks. A successful str ike deals Sd6 points of dam age lO a

Thi s myster y functions
like the spell mage hand,
except you can manipu
late heavier objects and
m agic ite ms. Magic
it ems at e allowed a
saving th row to negate
the effect . You need not
conc ent ra te on the effec t,
but you must direct it wi th
your though ts once each rou nd (a free
action), or th e effect ends.

YOIIpllint youy.fi ngerat 11 dis
lIlII t object, (md 1/1(' shadows
sem I togrilsJllllHl tug at it.

YOll hecolnca llC illgofshadow, ruther than our ofsuhstal1 Cf.

UMBRALBODY
M ast er, Dark Metamorphosis
l evel/Sch ool: Sth/Transrnutatlon
Range: Personal
Ta rget: You
Duration: t round/level (D)

You gain the incorporeal subtype (see page 164) and all
advantages and traits associated with it.

UMBRAL HAND
Fu n damen tal
l evel/ School: t sc/Trausruurauon
Ra nge: Close (25 ft. + 5 ft./

2 levels)
Target: O ne unat tended

object weighing up to
5 lb.Zlevel

Duration: 1 round!
level (D)

Saving Throw: will
negates (object)

Sp ell Resistance: No

UMBRAL TO UCH
Apprentice.Touch of Twilight
level/School: 3rd/ Conjuration
Range: Touc h
Target : Creature or crea tu res touc hed
Duration: 1minute/level (0); see text
Savi ng Throw: Fort itude part ial; see [ext
Spell Resistance : Yes



Range: Close (25 ft. + 5 ft./2 1E'·els)
Ta rget: One creature
Duration: 1 round
Saving Th row: Will negafes
Sp ell Resis t ance: Yes

B}' speahing l'itl aconduit tllrollglt the PlancofS'hl.iolV, )'01/ ddipcr
a commanding tl1 cssag(',

This mystery fun ctions like the spell conlJlwlld.
A second function is a necromancy effect. Undead and

cons truc ts tha t fail thei r saving throws agains t this effect
<Ire dazed for 1 round.

You can only use one version of this mystery in a sing le
casting.

VOYAGE INTO SHADOW
I nit iate, Ebon Roads

evel/School: 6th / Illusion (Shadow)
Ran ge : Touch
Target s: Up ro one touched creature/ leve l
Durat ion : I hour/ level (D)
Sav ing Throw: 'will negares
Spell Resis tance: Yes

YOII ana other creatures you tOllch euler "Ie P/allCofShllaow for
a brief span, using it asa meansof crossing grt'll l t'fistallccs Oil the
Material Plane.

Th is mystery functions like the spe ll s1111dow walk,exce pt as
no ted here. Your movement rate on the Plane ofShadow is
do ub le that descr ibed by the spell. Further, upon reaching
your destination , you can attempt a DC 30 Knowledge (the
planes) check, success indica tes tha t you app ear exac tly
where you wish , rath er than being shunted to a nearby
space as per the spell. You need no t leave th e Plane of
Shadow once you enter it, and this mystery can be used
on th e Plane of Shadow to travel rapid ly.

WARP SPELL
Initiate , Black M agic
Level/School: 4th/

Abjuration
Range: Close (25 ft. +

5 ft./2 levels)
Target: A spell or mystery cas t by someone else
Du ration : Instant aneous
Saving Throw : w ill negates; see rex t
Spell Res ist an ce : No

)'01{readl o!~ f witllSrladolVycl1ergit.:s, bl1 t1 i.~ ' lil lg )'o llr

!(It!'sspelfor nlystery illto tl1l' Plnne ofSllaclo lll wJt ill'
rq ,llu illg it with itsdark reflt'Ctio ll.

You can cas t this mystery as an imrnediare action ro warp
ano t her cas ter's spell or mysrery. In th is case, \\'IlrP spclI
must be used at t he mo ment of the other caster's cas ti ng. To

be successfu l, you must bea r the other caster on an opposed
caster level check (ld20 + caster level), If you do not, you
have faile d to take control of his spell or mystery, and it
manifests normally.

If you succeed on the opposed check, th e ot her caster's
mystery or spell is countered, as if you had used rhe coun ter
spell action successfully, and you gain one addinonal use of
an apprentice-pat h mystery t hat you k now. Youcan keep this
additiona l use un til a later turn (requiring a srandard action
to activate), but it mu st be used within 1 hour or it is losr.
You can also combine the act ivation of the addi tio na l spe ll
or mystery with the im mediate action required for the tVl1rp

spe ll mystery itsel f, al lowing yOli ro cast the appren tice-path
mystery out of [Urn .

WIDENED EYES
Fu n dam ent al
Level/School: 1st/ Divination
Range: Perso nal
Target: You
Durat ion : to min utes/ level (D)

You rover YO llr eves (vith a fi lter of shadow that channels mid
enhnnresillCom;ng Ilghl.

You gain low-ligh t vision , enabling you to see twice as far as
a hum an in starl ight , moon ligh t, torchlight , shadowy illum i
nation , and simila r cond itions of poor illumi nation . If you
already have low-light vision , th ese effec ts stack, enabling you
TO see four rimes as far as a human in poor illumination .

UmbraJ louch turns E1J~IIf:lh's hand ;1110 a deadlJ' 1QenpOll
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Merashadow, Line ofShado w
Au ra/ Cas ter Level: Stro ng (no school). CL 17th.
Cons tr uct ion: Craft Rod, line ofShadow Mystery; 7,000

gp, 560 XP, 14 days (lesser); 27,000 gp, 2,160 XP, 54 day
(normal); 60,750 gp , 4,860 XP, 122 days (greater).

Price : 14,000 gp (lesser), 54,000 gp (norm al), 12t ,500 gp
(greater).

Metashadow, Ex tend Mystery
Aura/Caster Level: Strong (no school). CL 17th .
Cons tr uc t ion :Craft Rod, Extend Mystery; 11500 gp, J20

XP,3 days (lesser); 5,500 gp , 440 XP, 11 days (normal); 12,250
gp, 980 XP, 25 days (greater).

Price: 3,000 gp (lesser), 1t,OOO gp (normal), 24,500 gp
(greater).

Merashadow, Enlarge Mystery
Aura/Caster Level : Strong (no school). CL t7rh.
Const ru ct ion: Crafr Rod, Enl arge Mystery; 1,500 gp, 120

XP, 3 days (lesser); 5,500 gp, 440 XP, 11days (normal); 12,250
gp, 980 XP,25 days (greater).

Price: 3,000 gp (lesser), 11,000 gp (norma l), 24,500 gp
(greater).

Metashadow, "Maxim ize Mystery
Aura/ Cas ter Level:Stro ng (no school). CL 17th.
Const r uct ion: Craft Rod , Maximize Mystery; 7,000 gp,

560 XP, 14days (lesser); 27,000 gp, 2,160XP, 54 days (normal);
60.750 gp, 4,860 XP, t22 davs (greater).

Price : 14,000 gp (lesser), 54,000 gp (normal), 121,500 gp
(greater).

Mera shadow, Empower Mystery
Au ra/Cas ter Level: Strong (no school). CL 17t h.
Const r uct ion : Craft Rod, Empower Mystery; 4,500 gpo

360XP,9 days (lesse r); 16,250 gp , 1,300 XP, 33 days (normal);
36,500 gp, 2,920 XP, 73 days (greater).

Price: 9,000 gp (lesser), 32,500 gp (normal), 73,000 gp
(greater).

OTHER STANDARD MAGIC ITEMS
In addition to potions, scrolls, sta ffs, and wands, shadow
magic-specific variant s exist of various magic items th at
do not receive a full write-up in thi s sect ion. The se items
func tion, and are priced .as indic ated in the DungeonMasler's
Guide.

METASHADOW ROD
This item grants its wielder access to a par ticular met ashadow
fear, usable three tim es a day. For instance, a rod of empolwr
mysteryallows the wielder to empower th ree mysterie s per
day.As with metamagic rods, metashadow rods come in th ree
varieties: lesser (usable with fun damentals and appren tice
path mysterie s), norm al (usable with initiate path mysteries),
and greater (usable with master path mysteries).

15th
11 t
15th
5t1:i

8th
11tH'---~

Path[sJ
One a rentic e
One initiate
One mast er

Two master

Two a e rentice
Two mitiate

One 3ep';rentice, one 100tia te
One a ere nt ice, one master

ne 1/ ltl tel one, ter

Mysrery users create magic items, and some even rival wizards
for sheer qua nt ity of item creation [eats. The majori ty of the
shadow magic items pre sented here were created byshadow
casters using various mysteries,bur some are intended instead
to oppose mystery users- and a rare few seem to have been
the original creat ion of no morral, bur based on the designs
of creatures of the Plane of Shadow.

SHADOW MAGIC ITEMS

SPELL COMPLETION AND
SPELL TRIGGER ITEMS

In addirian to new items.mystery userscreate their own porions,
scrolls, staffs, and wands. These items function based on the
mystery's level,and amysteryalwaysfunctions like a spell when
cast by an item, even if the caster level is high enough that a
shadowcaster would use it as a supernatural ability.

The mystery user musr know rhe rnysrery or mysreries he
wishes to imbue in rhe item . The act of imbuing the item
triggers the mystery; the creator loses one use of rhar mystery
for th e day, as though he had expended it. The mystery user
must supply all the necessary mater ials for these items, and
must have a quiet and well-equipped workspace. Creating
an item requires one day per 1,000 gp of the base price,
minimum one day. He must spend at least 8 hour s working
every day unnl the item is completed. In all respects, th is
process follows the standard rules for creating magic items
(DMG 282-288).

Mystery users cannot use spell completion or spell mg
gel' devices created by members of other classes, even if the
spell has an effect similar to that of a mystery, For instance,a
mystery user could noruse a wmul oftlispd IIlllgic, even though
that spell is func tionally the same as the mystery sllatloU'sfil dc.
The same is true in reverse; a wizard could not use a Ullllld of
slll1 dol\'sflliit'.

Traditionally, mystery users create staffs along path lines,
although thi s is not a requi rement.A staff might hold all the
mysterie s of a single path ,or six mysteries represent ing two
complet e paths. It is also traditional-though again, not a
mech anical requirement- for appren tice-path myster ies to
require one charge! ini tiate-path mysteries ro require two,
and master-path mysteries TO require th ree. Assuming this
default , shadow magic staffs are normally priced as follows.
(The price indicated is marke t pr ice; cost [ 0 create is 1/2
mark et price, as normal. )

T ABLE 2- 9: S H ADOW M AGIC STAFF COSTS
Caster
Level

8"t'----.



Shadow Silk Armor Maximum Arm or Arcane Spell
Armor Cost Bonu s Dex Bonu s Check Penalt (30 fl.) (20 ft.
Padded 1 50 gPo +1 +1 0 0 30 [1. 20 it.
Leather 1,750 g +2 +8 0 30 [1. 20 [1.
Hide ,500 gPo 3 +6 - 1 30 1. 20 [1.

A shad</1Q slriki,,!.
gr~nlsw(;rd

NEW WEAPON SPECIAL
ABILITY: SHADOW STRIKING
Alt hough mys te ry users are no t no r ma lly mart ial
combata nts , they have devel oped the shadow stri king
weapon special ability ro atd them and the ir companions

in batt le.
A sha dow strik ing weapo n takes on the

properties of a crea tu re it hit s, developing th e
ability ro overco me damage reduction.
Description: A shadow strik ing weapon is an

unreflecti ve jet black. It seems almosr to rippl e
on occas ion , like an objec t viewed under a th in

layer of u neasy water. It is uncomfortably cold, but
not painful . to [he rouch.

Pre requ isit e:The st riking surface ofa shadow str ik
ing weapon must be 111 ~J(l c of metal. \XleaRons th at are
rnade eurirely of wood cannot be shadow striking. Bows,
crossbows. and slings cannot be nefi t from [he shadow
str iking ability, bu: metal nmmuni tiou can.

Act ivation : A shadow striking weapon auto matically
attunes itsel f to the rargcr. When it str ikes a target thar
has damage reduct ion , it adjusts itself to overcome the
damage red uct ion of that creature .

Effec t: Shadow st riking weapons dra w on the reflec
tive natur e ofshadow to alter their na tu re and overcome
damage reduction. A shadow striking weapon can adjust
to emu late any alig n ment or substa nce req ui red to

overcome damage reduct ion .
A sha dow st riking weapon's a t tuneme nr to a par

ticular SOrt of damage reduction fades ld-l m in ut es
after the las t ti me it mad e contact with the appropri
ate crea t ure.

Aura/Caster Level: Mod erate un iversal (shadow).
CL 9th .

Construction : Craft Magic Arms and Armor,
crea tion of the weapon mu st take place on the Plane
of Shado w.

Price : +3 bonus.

An item made fro m sh adow silk we ighs approxi ma te ly
one-quarter as muc h as th e same ite m made fro m other
materia ls. Armor fashioned from shadow silk is always
masterwork; the masterwork CO S1 is includ ed in the prices
given below.

Shadow silk armor has tu hir poi nts and hardness 1. The
materia l k nits itself back toge ther in areas of shadowy
illumination or dark ness , restori ng I hit point per round

un less it is des troyed (h it points 0 or lower) .

Metamagic, Sti ll Myst ery
Aura/ Caste r Level: Strong (no schoo l).

CL [7th.
Const ruction ; Craft Rod , Still Mystery;

1.50 0 g p, 120 X I', 3 days (lesser); 5.500 gpo H O
XI' , 11 days (norm al); 12.250 gp, 980 X I'. 25
da ys (g reate r).

Pri ce: 3,000 gp (lesser), 11.000 gp (normal), 24,500
gp (greater).

NEW ARMOR SPECIAL
MATERIAL: SHADOW SILK

This ma teria ] is woven fro m shadow irself
Descr iption: SllIlaow s r ll~ is <I very fain t mat erial,

translucent and flimsy. It has the look and feel of
deep black silk.

Activation : Shadow silk armor cont inually grants
its wearer its ben efits. In bri ghte r light, it feels he avier
and in areas of shadowy illumi nation or darkness, it
feel s lig h tweig h t and fluid .

Effec t: Th e wearer of sha dow silk armo r moves
more qu ietly and blends into shadow more effectively.
It gra ms its wea rer :I +2 bonus on H ide and Move
Silently checks.

O n ly armor that is made from clo th or leather
ca n be crafted usi ng shadow silk. Padded, leat her,
or hide armor can be made [rom the materi al. These
shadow silk armors are treated as lig ht ar mor. The
maximum Dexterity bo nus is increased by 2, and
armor ch eck penalties are lessened by 2 (to a mini 
mum of 0). The arcane spell failure cha nce in areas
of shado wy illumination or darkn ess is reduced by
15% (min imum 0%).

Metamag ic , Reach Mystery
Aura/ Ca ster Le vel; Stro ng (no schoo l), Cl l7 th .
Constru cti on : Craft Rod , Reach Myster y; 7.000 gp,

560 XI', 14 days (lesser); 27.000 gpo 2.160 XP, 54 da ys
(no rma l); 60.750 gpo4,860 XI', 122 days (g reater).

Price; 14,000 gp (lesser). 54.000 gp (no rmal). [ 21.500
gp (grea ter).

Metamag!c, Q uick en Myst ery
Au r a/ Caster Level : Strong (no school ). Cl 17th.
Const r uc tion: Craft Rod, Quicken Mystery; 17,500

gpo1.400 XI'. 35 days (lesser): 37,750 gpo 3,020 XI'. 76 days
(no rmal); 85,000 gp, 6,800 XI'. 170 Jays (greater).

Pr ice; 35,500 gp (lesser), 75.500 gp (no rmal). [ 70.000
gp (greater).



Effec t : This item transforms you into a being of shadow,
bes towing the dark creature template.

Aura/Caster Level: Moderate transm uta tion. CL 111h.
Co nstruct ion : Craft \X'ondrous Item, s1111 doIV illveshtul'l",

5,400 gpo 432 XP. I I days.
Var iants: \'(!h ile some mystery user s appreci ate the cost

savingsassociated with acommand word item, othe rs prefer
a con rinuous r.o"aroflwl ~' I"l l t1Ictllt1h1rpllOsis.These items hnve
a marker price of22.000 gpo

Weight: 1 lb.
Pr ice : 10,800 gpo

GEM OF N IGHT
A gt'J11 of IlIght is essent ially a piece of solid sh adow I hat
can g row in to n shadow elemental .

De scription : Th e item appea rs to be a refl ec tive
black gemstone . II is a roug h g lobe, covered in hun
dreds of tinyfacets. Ir is vaguelycold to the touch and

seems to abso rb rather than reflect light.
Prerequisite: Anyone ca n benefit fro m a gl'm

ofnigh/.
Activa tion: Th e gem must be crushed, smashed,

or broken (a sta ndard ac tion).
Effect :The gem conju res a Large shadowelernenra l under

the co ntrol of the creature that broke the gem. The ele me ntal
is banished back ro rhe Plane of Shadow after 13rounds.

Aura/ Caster Level: Moderate conj uration. CL 13[h .
Const r uc t io n : Cra ft \Wond rou s [rem, sumtnou umbral

st'I'!'l1 /lt,cas ter must begin wi th a gem min ed or found on the
Plan e of Shndow, 750 gp, 60 X P.2 days.

Weight : - .
Pr ic e: 1,50 0 gpo

ORB OF SHADOW
Mystery users pri ze orbs of sltadolV as wizards do peL1 rls of
p OIl' ff.

Descr ip t io n : An orb ofSJllldow appears to be a black pearl
of average size and unu su al luster.

Activation : Once per day. youcan speak a com ma nd word
as a standard actio n to act ivate an orb. You mu st have the orb
in your hand ; d rawing it out is a move action.

Effec t: Like a J1l.'a rl of potvcr;[his item allows
a single ex tra use of a myster y, regard less

of whethe r th at myste ry functions as a
spell, spell-like abil iry, or sup ern atura l
abillty.Th e mystery mu st be of a particu -

lar level, depe nding on the orb. Different
o rbs exi st (o r recall ing o ne mystery pe r day
of eac h level frorn tsr th rough 9th an d for
the reca ll of two myster ies per day (each of a

differ ent level , 6th or lower).
Au ra / Ca s ter Level : Strong tra nsmutation.

CL 17.h .
Construction: Craft \'?'ondrous Item,

creator m UST be able to cast myste rie s of the nrys
tery level to be recalled; 500 gpo 40 XP. 1 day ( lSI);

2,000 gpo 160 XP. 4 days (znd);4.500 gp, 360 XP. 9
Colla r ofumbral

melamorpb osis

RlNGSAND
WONDROUS ITEMS

The following are just a sample of the items
tha t can be crea ted thr ough the lise of
shadow magic- or to thwa rt it.

DARK LANTERN
Designed by shadowcusrers. a dark
laulern sheds J mystical light in the
form of shadowy illumma rion.

Desc ription :This item isa hooded
lan tern , co ns truc ted of black iron
with mirh ral filigree. Irs crystalline
panels are tinted bright gold.

\X/hen lit, the lantern radiates
shadowy illum i na tio n o ut to
60 feet. The lighl flickers more
slowly than norm al fire, and
th e cra ckle of the f1a 111~5

sounds more like plodd ing
footste ps.

Ac tivation : You str ike a
light wi thin, just as if it were a
norrnal lanrern.The lantern must have oil
or other fuel.You also speak a com ma nd
word, suc h as "shadows" 6r "darkness." 'IJark lantern

The acti vating pro cess requ ires a fu ll·
round act io n. You can deactivate the lantern by openi ng
it and blow ing OUI the flame with in (altogethe r a stan dard
ac tion ).

Effec t : A aal'h lrTll lel'l1 sheds a mystic lig ht that creates
shadowy illumina tion , mod ifying th e brigh tness of ambient
ligh t as well as spells o fequal or lower level w uh th e light or
darkness descrip tor.

Au ra/ Cas te r Level: Mod erate evocation. CL sth.
Co n st r uction : Craft Wond rou s Item, allsJ~ ,1I 1i1 dl1ll'lI,

1.000 gpo80 XP. 2 days.
Weight: 2 lb.
Pric e : 2,00 0 gpo

COLLAR OF UMBRAL METAMORPHOSIS
This collar temporaril y transforms you in to a creature
of shadow.

Descriptio n : A (OHM ofIIIlthlll II Il'tll 

tnorphosi5is a thick collar of black lealher
studded with onyx spikes and closed
with a tarn ished silver clasp. \Vhe n
act ivated , ir seems [ 0 di sappear i nrc
your shadowy flesh.

Activat ion: A com mand word ,
such as >'fade" or 'darken," both
ac tivates and deactivates the co llar ,
This requires a STa ndar d ac tion. A
collar fu nct ions for up ro 10 minutes
per day, divided up as you see fi l
(bur eac h use coun ts as 1 minute,
mi ni mum),



Construc t ion: Craft Wondrous Item, li.wring sJltulows,
shatloll'skin, caul ofSllthiolV. 5,080 gp, 407 XP, II days . Greater
shroud: Craft \Vondrou s hem, dancing slrll(low5, shel doH'sbn,
(11IIl of Shllilow, voyage into shatJolV. 18,315 gpo 1,4 66 XP, 37
days.

Varian ts: A grmtcr slmwd of n;gllt grants a +3 de flection
bonus. and also enables you to lise Vt1)'llgl' i llt o shatlolV once
per day (self only). To do so. you must utter a com mand word
(such as "vanish") an d wrap the shroud abo ut yoursel f.

We ighr: 1 lb.
Price: 10,160 gpo

Greate r shroud: 36,630 gpo

SHROUD OF NIGHT
A shroUtl or lIight grant s yOll a number of shadow-o riented
defense s.

Descr ipt ion: A slJrou(JofIIigilt is a very lightweight clo th,
made of a thi n, gossamer material. It is always blac k or dark
gray. \X'hen worn , it ripples slightly even in the absenc e of:Iny

wind or move me nt.The sh roud wraps abo ut the shoulders
but occupies space on th e bo dy as a vest. not as a cloa k.

Activation : The deflecti on bonus is active co ns ta ntly
whil e the shroud is worn. Using 1ll1ll(l llg shadows or shadD1\'

skill requires a command word. such as "nightfall"or "obfus
cate."

Effect: A sllrolhloIlI ig"t grant s you a +2deflect ion honus ro
AC. It can also cast th e mysteries1'.I'IC;lIg ~ 1 J(1 dou'5 and shadow
skm each once per day. 0 11 yOll only.

Aura/Caster Level : Faint abjuration, illusio n. CL yrh.
Greater shroud: Moderate abjuratio n. illusion (shadow).
CL t t th ,

Ring of
nullification

da ys (Brd); 8,000 gp, 640 XP,
16 days (4th); 12,500 gp,
1,00 0 XP, 25 days (gth):
18,000 gp, 1,+40 XP,
36 days (srh): 24,500
gp, 1,960 X P, 49
days (7th); 32,000
gp, 2,560 XP, 64
days (s th); 40,500
gp, 3,240 XP, 81
days (9th);or 35,000
gp, 2,800 XP, 70 days
(two mysteri es).

Variants: Some mys
tery user s prefer to set an
orb of shl1 lIoH' in ro a ring . Gnn ofnight

In this case, you need
never draw out the orb, bur it occu pies space on you r bod y
as a ring.

- Weight: - .
Price : 1.000 gp (tsr), 4,000 gp (Znd) , 9,000 gp (3rd), 16,000

gp (4th), 25,000 gp (Srh), 36,000 gp (s rh) , 49,000 gp (7th),
64,000 gp (srh), 81,000 gp (srh), or 70,000 gp (two myster
ies).

RING OF N ULLIFICATION
Th is ring protects you from one arrack of almost any- son
per day.

De sc r iption : A ring of 1l l/llrIictllioJ1 appea rs to be a pluln
band ordull metal with ;111 onyx gem set

in it. \'V"hen act ivated . the o nyx g lows as
brighrly as a to rch for 311 in stant , then

it darkens to jet black umil the next
midnight.

Activa ti on: At any time, you can
specify the type ofarrack agai nst which

the ring wi ll protect you, Doing th is
requ ires a sta nda rd anion . Th e r ing th en

act ivates instant ly and automa tica lly should
you be targeted by th at so rt of attack.

Effect : O nce per day, the ring nulli fies
a sing le att ack agains t you. You mus t have

declared ahead of time what sort of attack
will activate th e ring. You can specify a
type of dam age F'rhe next time 1 take
fire dam age" or "the next time I take
streng th damage") ora method of att ack
("the next time someone strikes me w ith
a weap on" or "the next ti me someo ne
casts a damagi ng spell on me"). Th e rmg

negates 20 point s of h it point dam age (or 2 poi nt s of abili ty
damage) from rhe next specified attack. It th en goes dormant
for 24 hours.

Aura/Caster level: Moderat e abjuration. CL iorh .
Co n struction: Forge Ring.mnu ofdlel tft", ~"ad ott' sl;:ill, 1,600

gp, 128 XP, 4 days.
Price : 3,200 gpo



SHADOW MAGIC
MONSTERS

Attack: Morn ingstar +5 melee (Ids) or javelin +5 ranged
(1M)

Fu ll Attack : Morningstar +5 melee (1d6) or javeli n +5
ranged (i d-t)

Spa ce/ Reach : 5 ft./5 ft.
Sp eci al Attacks : -
Speci al Quali t ies: Darkvision 60 [r., hide in plain sight.

resis tance to cold 10, superior low-light v ision
Saves : Fort +4, Ref +2, w ill "0
Abilities: Str 11. Dex 13,Con 12, lnt 10,Wis 9, Cha 6
s k ills: Hide · 13, listen +2. Move Silent ly +11, Ride H,

Spot +4
Fea ts: Alertness, Weapon Focus (morningstar)
Environmen t: Plane of Shadow
Orga n izat ion: Gang (4- 9), band (10-100 plus 100%

noncornbatanrs plus 1 Srd-level sergeant per 20 adulrs
and [ leader of 4th- 6th level), warband (10- 24 with worg
mounts), Ottribe (40-400 plus 100%nonco mbatants plus
J grd-Ievel sergeant per 20 adults, 1 or z heu tenanrs ofarh
or 5th level, 1 leader of 6th-8th level, lO- 24 worgs, and
2-4- d ire wolves)

Ch allenge Rating: 2
Treasu re: Standard
Alignmen t : Usually neut ral evil
Advancement: By character class
Level Adjustmen t: +[

Dark goblins are small hu man oids that many consider ti t tle
more than a nui sance. However, if th ey are unchecked, their
g reat numbers, rapid reproduct ion, and evil dis posit ion

This litlie flllllll1l loid lI11saflat {tuc, bf0I1 11 1105Cd'~1i ll tl?d enrs, lVide
mouth,ali a SIIIIlII, Sl1llfP fl1ngs.Hssh,jl! isgYil y-gn'{' J1 ,alld ifshl1ir
11 feU! shndes tlln J.: n. It wrdb upright, hul its arms f1l1 JJg dO lV ll

,llmo$! to ils knees.

Th e Plane ofShadow boas ts dark "reflec tion s" ofJUSt about
eve ry race to popu late the Material Plane. as well as a number
ofirs own unique inhabiranrs. Presen ted here is a small selec
t ion of new crea tures.

Dark crearures dwell on the Plane of Shadow, sometimes
crossing into other planes where the barriers between
dimensi on s are weak. Just as parts of the Plane of Shadow
rese mble a strange, distorted version of the Materi al Plane,
dark creatures superficially resemble creatu res from the
Material Plane. Dark creatu res are shadowy, more elusive,
and spookier than [heir material counterpar ts. Gray and black
are t heir most common colors , and they almost never boost
bright hues such as wh ite or yellow. O ther creatures native
[Q th e Plane of Shadow exist that have stronger or weaker
connections [0 the energies of the place (such as the shadow
mastiff) and do not felloev this te mplate.

The exam ples below use a gobli n , a lion, and an umber
Ill!Ik as th e base crea tures.

DARK GOBLIN
Gobli n , j rd-Level Warrior
Sm all Humanoid (Ext raplan ar, Goblinoi d)
H it Dice : 3d8+3 (16 hpj
Initiative: +l

Speed : 40 ft, (8 squares)
Armor Class: 15 (+1 size , +1 Dex, +2 lea the r ar mo r, «t light

shield), [Ouch [2, flat-footed 14
Base Attack/ Grapple: +3/ -1

-.../"'-.......,;;;.~~~.E ~ .
COMBAT IN THE DARK creature has a 50% miss chance in combat (allopponents have
Shad owy illumination or darkness adds a differen t na ir to tota l concealment) , loses any Dexter ity bonus to AC, takes a
combat. For those with impa ired sight, combat becomes less - 2 penalty to AC, moves at half speed, and takes a - 4 pen alty
certain ; blows miss, and sp ells can 't be targeted. on Search checks and most Strength and Dexteri ty-based skill

Page 164 of the Player's Handbook covers the top ic of vision check s.
and light, but the information is wor th reexamining because Characters who have low-light vision (elves , gnomes, and
most of the creatures presented here will be encou ntered in half-e lves) can see obj ec ts twice as far away as the given
darkness or shadowy illuminat ion. Some, such as the eph em eral rad ius . Double the effective radiu s o f bright light and of shad
ha ngman and the shadow elemental. have the ab ility to provide owy illumination fo r such characte rs . Fo r example, a to rch
their own . provides bright illuminat ion to a rad ius of 40 feet (rat he r than

In an area of bright light. all characters can see clearly. Acrea- 20 feet) for a character with low-light visio n, and it pro vides
ture can't use Hide in an area of bright light unless it is invisible, shadowy illumination to a rad ius of 80 fee t (rather than 40
has cover, or has the hide in plain sight ability. feet) . Cha racters who have superior low-light vision can se e

In an area of shadowyillumination, a character can see d imly. o bjects four t imes as far away as the given radi us. Quadruple
Creatu res within this area have concealment relative to that the effecti ve rad ius of br ight light and of shadowy illuminatio n
char acter. if he or she doesn't have dar kvision. Concealment has for su ch characters.
two main effects: The subject of a successful attack has a 20% Characters who have dar kvision (dwarves an d half-orcs) can
miss chan ce, and creatu res can make a Hide check to conceal see lit areas normally as well as dar k areas within 60 feet. A
the mse lves. creature ca n' t use Hide within 60 feet of a characte r who has

In areas o f da rkness , crea tures witho ut darkvis ion are ef· dark vision unless it is invisible. has cover, or has the hide in
fec tively blinded. In addition to the obvio us effects , a blinded plain sight ability._ _ _ _ _ _ __~ ... "- c

n
....... I) ............""'"_~ _. _



en able them to overrun and despoil civilized areas. Th ey're
a common humanoid race in th e Plane ofShadow and thrive
in that environment.

A dark goblin stands 3 to 3-1/2feet tall and weigh s 30 10 35
pounds,a littl e bir lighter than its Material Plane counterpa r t.
Its eyes are usually dull and glazed, varying in color from
washed-our red to [ainr yellow. A dark goblin's skin color
ranges fro m pale yellow or orange 10 a sickly red ; usually
all members ofa single tr ibe are about the same color. Dark
gob lin s wear cloth ing ofgray leath er, whic h ten ds [Q be drab
and soiled.

Darkgoblins speak Goblin; rhosewirh Intell igence scores
of 12 or higher also speak Com mon.

Mo st goblins encounte red outside th eir ho me s are
warrior s,

COMBAT
Being bullied by bigger, stro nger crea tures has taugh r dark
goblins to exploit what few advan tages they have: sheer
numbers and malicious ingenuiry. Th e concept of a fair
fight is meaningless in their soc iety. They favor ambushes,
overwhe lm ing odds, dir ty tri cks, and any other edge they
can devi se.

Dark goblins have a poor grasp ofsrraregvand are cowardly
by nat u re, tending to flee the field if a batt le tu r ns against
th em. \'V'it h proper supervision, though, they can impleme nt
reaso nably complex plan s, and i n such circu mstances th eir
nu mbers can be a deadly advantage.

Ski ll s: Dark goblins h ave a ++ racial bonus on Move
Silen tly checks and Ride checks. Dark gob lin cavalry
(mou nred on worgs) usua lly select rhe Mounted Combar feat
in place of the Aler tness feat,which reduces [heir Listen and
SPO[ modifiers to +0 and +2 respectivel y.

DARKLJON
Large Animal (Ex t rap lanar)
Hit Di ce: 5ds+1O (32 hpj
Initiative : +3
Speed: 50 Ir, (10 squares)
Armor Class: 15 (- I size, +3 Dex. +3 natural), touch 12,

fiat-fooled 12
Bas e Attack/Gr app le: +3/+12
Attack: Claw +7 melee (ld4+5)
Fu ll Attack: 2 claws +7 melee (ld4+5) and bile +2 melee

(ld8+2)
Space/Reach: 10 ft .f5 fr.
Special Attacks : Pounce, improved grab, rake Id4+2
Special Qualities: Darkv ision 60 fr., hide in plain sight,

resistance to cold 10, scent, superior low-light vis ion
Sa ve s: Fort +6, Ref +7, \'(Till+2

Abiliries: Str 21, Dex 17, Ca n 15, l ru 2, Wis 12, Cha 6
Skills : Balan ce +7, Hide +111}, Listen +5, Move Silent ly +17,

Spor +5
Feats : Alertness, Run
Environment: Plane of Shadow
Organization: Solitary, pair, or pride (6- LO)
Ch allen ge Rating: 4

.A dark lion

Treasure: None
Align ment: Usua lly neut ral evil
Advancement: 6-8 H D (Large)
Level Adj ustmenr: -

An t' 1I0 rtl10 1lSfe /illt" i'lIIt'rg"s fro m thrdarlwl'ss. Blacl~,lV i f lJ a thick
malicli',," 111l'1"t'llth ofsIIIob', it IO(l/:s115 'hough 11 wa cma,lcofthe
shnaoll'sf rom whicll It (11111 i'.

COMBAT
Dark lions prefer to arrack from surprise, and oflen use
pack tact ics.They rare ly at tack cream res more tha n one size
category larger (han they are, un less rhey have the advantage
of numbers.

Pounce (Ex) : If a dark lion charges a foe, it can make a
fu ll att ack, inc luding two rake attacks.

Improved Grab (Ex):To use th is abili ty, a dark lion must
hit with its bite att ack. It can th en attempt [ 0 start agrapple as



A dark umber hulk

Dark umber hu lks are mass ive crea tu res th at dwell deep
beneath th e earth of th e Plane of Shadow. Ripping through
rock as th ough it were ligh t unde rbrus h, they ra mpage
con tinuously, leaving des truction in [heir wake. Theyare
found most often under hills and mo untains.

An umber hul k stands roughly S feet tall and measures
nea rly 5 feet across , weighi ng about 600 pou nds. An umbe r
hulk can bur row th rough solid roc k at a speed of 5 fee t. It
does not leave a usabl e run nel unl ess it chooses to do so,

Dark umbe r hulks speak Terran.

TIlis '11lH~illg , powerfully built creature loob something like a
cross bclween a great apeand a beetle. The fow, rounded head ;s
donliunted bya massivepl1i r of 11Iclndiblesand rowsof trillltgular
lee th.It lIastwobigcompoundeyes likea beet/e's,witll twoSHltlller
eycs like an ope's ill betwecu. Black cmd gray armor plates cover
virluallyall of itschitillous body, whose scattered feelers resemble
sparse IIair.

COMBAT
An umber hulk can deliver blows powerful enough to crush
almost any ene my. In addition, its mandibles are stro ng
enough to bite th rough armor or exos keletons with ease .

Despi te its great bulk, a dark umber hulk is inrelligenr.
It use s ligh ting conditions [ 0 good advantage. If th e combat
occurs in darkness, a dark umber hulk focuses its gaze first
on oppo ne nts who can obviously see it- those [hat have
darkvi sion.In brighter conditions, it is even more ofa da nger
because more creatures can see it and tall prey to irs confus
ing gaze. When brute force won't overco me its enemy, it is
more than capable ofoutthinking th ose who assume it ro be
a stupid beast. Umber hul ks often use thei r tunneli ng ability
ro create deadfalls an d pits for th e unwary.

~-1t__~......."", z t'

a free aerion wi thout provok ing an attac k of oppo rtu nity. lf ir
wins the gra pple check, it establishes a hold and can rake.

Rake (Ex) : Attack bonus t7 mele e, dam age td4+2.
Sk ills: Dark lions have a ++ racia l bon us on Balance

checks, a +12 racial bonus on Hide chec ks, and a +10 racial
bonus on Move Silently checks. "In areas of tall grass or heavy
unde rgrowth , the H ide bonus improves to +20.

I
(

DARK UMBER HULK
Larg e Ab er ration
Hit D ice: SdSt35 (71 hp j
Initiative: +1

Speed: 30 ft. (6 squares), burrow 30 ft.
Armor Class: 18 (- 1 size, +1 Dex, +8 natu ral), touch 10,

Ilar-footed 17
Base Attack/Grapp le: t6/ t 16
Attack : Claw t it melee (2d4t6)
Ful1 Attack: 2 claws t 11 melee (2d4+6) and bite t9

melee (2dS+3)
Space/ Reach: 10 ft./l0 ft.
Special Attacks: Confusing gaze
Special Qualit ies: Darkvision 60 fr., hid e in plain

sight, resistance to cold 10, su perior low-light vision ,
rremorsense 60 ft .

Saves: Fort +8 , Ref +3/ w ill +6
Ab i lrt ies: Str 23, Dex 13, Con 19, Int 11,Wi s 11, ch. 13
Skills: Climb t12, H ide t9, Jump +5, Listen til , Move

Silently +7
Feats : Great For tirude, Mu ltiattack, Toug hness
E n viron men t: Plane of Shadow
Org anization: Solitary or clu ster (2- 4)
Challenge Rating : S
Treasu re: Standard
Align m ent : Usually neutral evil
Ad va ncemen t: 9-12 HO (Large): 13- 24 H O (Huge)
Level Adjustment:-

BEHIND THE CURTAIN:
DARK CREATURES
Th e dark tem plate is designed to be s imple and flavorful. Yo u
can easily apply it on the fly to add shadow-bas ed creat ures
to the campaign. It's a simp le. strea mlined version of the
shad ow crea ture template (see Manual of the Planes page 190
and Lords a/ Madness page 167).

The dark creature tem plate sho uld eithe r add +0 or +1 to a
- - creature 's CR. Some creatures won' t gain much ben efit from

the tem plate. For example. a white d ragon already has dark
vision, super ior low-light vision , and im munity to cold. It gains
a small increase to its already good s pee d and the ability to
hide in plain sight. This template won't appreciably increase
its CR. On the other hand, a creatu re such as a lion gains
greater benefit and likelymerit s a +1 increase to its CR.

Its level ad justment is low. making it a reaso nable cost for
PCs. You might allowa player character with a strong ccnnec
tio n to the Plane of Shadow to acqui re this tem plate in lieu of
a class level.



Confu sing Gaze {Su): Confllsion as the spell, range 30
feer, cas ter level srh, will DC 15 negates. The save DC is
Charisma-based.

CREATING A DARK CREATURE
"Dark" is an acqui red or inherited template that can be added
to any crea ture (referr ed to hereafter as the base creature).

Dark creatures tend to be much duller in color, w ith more
gray and black skin tones and hair high lights, th an the ir
Mater ial Plan e versions. Jn genera l, they also weigh less, as if
parr of th eir very substance was mere shado w stuff.

A dark creature has all the base creat ure's statis t ics and
spe cial abilit ies excep t as noted here.

Size and Type: Type and size are unchanged. Dark crea
rures encountered away from the Plane of Shadow have the
ex rraplanar subtype.

Speed: As base crea ture, + to feet to all modes of move
ment.

Sp eci al Qualitie s: A dark creature retains all the special
qualities of the base creature and also gain s the following.

- Darkvision 60 fl.
- Hide in Plain Sight (Ex): Use the Hide skill even while

being observed (except in natural dayligh t, the area of a
daylight spell, or a similar euecr),

- Resista nce to cold to.
- Super ior low-light vision .
Sk i lls: Same as the base creature , plus Hide +8 and

Move Silently +6.
Environ ment: Ch anges IO Plane of Shadow.
Ch a ll enge Rat ing: Same as th e base creat ure or same as

the base cre atu re +1; see sidebar.
Alignment: Usually one step d ifferent from the base

creatu re, rare ly good.
Level Adjustment: +1.

Large Aberration {Extraplanar}
Hit Di ce : l1d8+55 (104 hp)
Initiative: +7

Speed: 30 ft. (6 squares)
Armor Class: 20 (- 1 size, +3 Dex, +8 natural), touc h

12, flat-footed 17
Base Attack/Grapple: +8/+18
Attack: Tendril +14 (lds +(, plus slow)
Full Attack: 4 ten dr ils +14 (ld8+6 plus slow) and

bite +11 melee (2d6d plus slow)
Space/Reach: 10 ft./l0 fl. (20 fl. with tendril s in

shadowy illum ination or darkness)
Special Attacks: Constric t Ids+6 plus slow,

improved gra b, slow
Sp eci a l Q ualitie s : Blindsight 60 ft.•dar kvi sion

60 fr., regeneration 5. shadow pee ker. step into
shadow

Saves : Fort +8, Ref +6. will +9
Abilities : Srr 22 . Dex 16 , Con 20. Int S. \'('is 14. Cha 16

Skills : Hide +9", listen +9. Move Silen tly +13. Spot +9

Feats: Alertness, Improved lniriar ive, Multiattack,
Weapon Focus (tendr il)

E nvironment: Any underground or urban
O rg anization : Solitary
Challenge Rating: 7
Treasure: None
Alignment: Always ch aotic evil
Adva n ce men t: 12-22 HD (Large); 23-33 H D (H uge)
Level Adjust men t : -

f rom tht sltatlolVYl1llSsilgeexlwas aaark Icntae/!.' ofink)'u J ll cl~11 (,S51

sre tning!ytoo 111 rgl? to.fll ll'i ll lill Jilt' co rridor.AseClJ lldfo llows/ IhCll
11 I'/l ird. Behind it,pmclim rly itlV i5ibic itt ti lt' tl(lrbl i'SS, istl /nmldllu
i10dyfo rnr eal sold}'oJ writing I('HIM/I's.

An ephemeral hangman is an aberration bo rn ofshadow, an
anomal y even among th e strange creatures of the Plane of
Shadow. Ir consists of dozens of black tendrils located around
a central maw, It no rm ally stands upright, pre senting an
appe arance almost like tha t of a dark and animate tree, but
it is capable of ext ending all its tendrils at on ce, spreading
itself almos t flat. Usi ng its ability to enter places ordinarily

Ephemeral hmlgmall



The khayal dwell apar t from the rest ofgen ieki nd , whom th ey
view with varying degrees ofantipath y.They are particularly
hostil e reward the jann,with whom they have fought a hid den
and spo radic \V3r for eons. just as th e jan n are genies formed
ofall four elements. sages postu late tha t th e first khayal were
elemental spiri ts thai materialized outside th e fourelemems.
Lackingany form at all, they drifted aro und the periphery of
gen ie society. until they finally bonde d (heir empti ness with
the shadow ofth e elements. \,(Thelher this th eory is accurate
or not. it is unde niable (hat th e khayal consider th emselves
apart fro m others of rheir kind.

_-,--_-,------>oLGENlE....KHAYAL
M edium O utsider (Ext raplana r)
H it Dice: SJSHO (76 hpj
Initiative: +8

Speed: 30 fr. (6 squares), fly 40 fr. (perfect)
Ar m or Class: 19 (+4 Dex, +2 natural. +3 masterwork studded

leather). touc h 14.flat-footed I S

Base Attack/Grap p le: +B/~lO

Attack: Scim itar +12 melee ( td6+2!18- 20) or sbonbow +12
ranged (ld6/x3)

Fu ll At tack: Scimitar + 12/~7 melee (ld6+2/18- 20) or
shortbow + 12/~7 ranged (ld6/x3)

Space/ Reach : 5 ft./5 fr.
Specia l Attacks : Sneak attack +3d6, spell-like abilities
Special Q uali ties: Darkvtsion 60 fr.,elemental endurance

immunity to cold, improved finess e, pass ;II to slladolV.
resistance to acid 5. electrici ty 5, fire 5, sonic 5, telepat hy
100 fr.

Saves: FOri +11, Re( +10, w ill +7
Abilit ie s: Str 14. Des IB, Co n 20, In' 14. Wis 13, Cha IS

Skills : s luf!" +12. Co nce ntration +12, Craft (any ) +12,
Diplomacy +6, Escape Artist +1+, Hi de +14, In timid ate
+J4 , Knowledge (the planes)+12, Listen +11, M ove Silently
+1+, Sense Morive + 11,Spo t +11

Fe ats: Co mbat Cast ing, Combat Reflexes! Dodge, Improved
l niriative", Weapon Finesse"

Environ men t : Plane ofShadow
O rganization: Solitary, company (2- 4), or band (6- 13)
Challenge Rating: 6
Treasu re: Standard
Align men t : Usually chaotic ne ut ral
Advance men t : 9-16 HD (Medium); 17-24 HD (Large)
l evel Adjustment: ++

era l hangman must make a DC 18 W ill save or be sloll',d, as
th e spell. for 2d6 roun ds. Th e save DC is Charisma-based.

Skills: An ephemeral hangman has a ~s racial bonus on
Hide and Move Silently checks. '11It has a +4 circumstance
bo nus on Hide checks when ma king use of its shadow
pocket ability.

TIli5[Jdllg «ppctrs to"I' 11 tIImclcll, wiry llllllum. His 5bll is11darh
(lilt! t1!151~ )'gm )'i111 5v" lml, I'ClIIls,llfltf1'£'$1oldccpl'st' lJ l l1d~ . Hiseyes
apllcLlr w'l'l y, IlI111gill hllllllll/uls intCl the dl1r1~(' st Iliglil.

inaccessible to a creature of its size, it hunts its pre y-s-living
beings. particularly children and others roo small and weak
to fight back.

No one is certain how the first ephe mera l hangmen came
into being, altho ugh some sages sugges t th at th ey were
originally the "shadow selves" ofa creatu re such 3S th e rope r
somehow granted their own independent sentie nce.

An ephemeral hang m:m is about 12 feet rail when
standi ng upright, and weighs nearly 1,000 pounds. These
creatures speak rarely: when they do so, (hey use a dialect
of Undercommon.

COMBAT
An ephemeral hangman is :1I1ambush hunter. It prefers to

lurk in dark areas th at would crdi naflv be 10 0 sma ll for a
creature of its size to en ter, and th en strike at uns uspec ting
prey. It di slikes bri ght light , which pr events it from using
its regenerat ion. shadow pocket , and sh adow step abili ties ,
and it flees if confronted with sunlight or spells suc h as
d.,)'lighl.

Con st rict (Ex): On a successfu l g rapple check, an epbern
eral hangman deals Id8+6 poin ts of dam age.

Improved Grab (Ex): To use thi s abi lity, a hangm an
must hit a creature at least on e size smaller than itself with
its tendr il att ack. lt can the- n at te m pt to star t a grappl e as a
free action wit hou t provoking an nrtack of opport uni ty. If it
wins th e grapple check, it cstablishcs uhold and transfers th e
oppon ent to irs mou th as a free act ion, nutoruaticallydealing
bite da mage . Alterna tive ly, it can c hoose to co nstrict.

Regen e ration: In areas of da rk ness or shadowy illu 
minati on, on ly spells wi th the light descriptor and 5c,Hillg
light deal norma l damage to an ephem eral hangman. trit
loses a limb or a body parr, the lost portion reg rows in 3d6
minutes. Th e creatu re ca n reatt ach (h e seve red member
in stant ly by hold ing it to the stu mp. In areas ofbr ight light,
its regenerati on ceases to func tion. and all att acks do norma l
dam age.

Shadow Pocket (Su) : In areas of darkness or shadow)'
illumination, an ephemera l hangman can fir into a space
seemingly toO small for it. It ca n fit in to a sing le 5-foot
square wirhout raking any pen alti es (or squee zing. It can
squeeze into an even small er space , down to a 2-1/ 2-£001
squa re, but do ing th is im poses the standard penalties
for squeezing through .1 space (DAle 29). \,\;'l1en using its
shadow pocket abil ity, an ephemeral hangman gains a ++
circums tance bonus on Hi lle ch ecks (no r factored into the
stat istics block).

Ifan ephemeral hang man is ever exposed ro light brighter
than torchlight or a Iighl spell while using its shadow pocket
ability, it is immediately shunted to the nearest open space
large enough to hold it, rak ing Id 6 point s of damage for
every 5 feet so moved .

Step into Sh adow (Su) : ]n areas of darkness or shadowy
illumin ation , three times per day an ephemeral hangman can
use strp nuo 51llhlolt' as a shadowcas rer of 1nh level.

Slow (Su): Anyone who is struck or grappled by an ephe m-



Khayal look down upon most other races, including
humans and other humanoids,They t hink of these creatures
us weak fi nd delight in deceiving them. Decep tion is a fine
art among the khaya l, who seem to have d isho ne sty in their
blood. The" are consummate liars, bur tra di tion dem ands
th in should a "lesser being" eve r con front one of the khayal
with irrefu table proof that the Ind ividu al has lied to him ,
th e genie must then perform a service for th at indiv idua l
in penance for being found out . O f course, some khayal
cleave to th is trad ition with grea ter devo tion than others,
On occasio n, th e khayal offer to assist mortals who have
impressed th em - often \~virh their own abili ties at decep
tion- or those with whom they share a com mon goal. In suc h
circumstances, the khayal always assumes a leadersh ip role ,
and m ight be surprised that the ot hers don't simply accept
him as su pe rior,

Khayal are usually t he size of tall human s. Each speaks
Cornman, anyone elemental language (Aquan , Auran ,
lgnen,or Terranj.aud any one allgntnenr language (Abyssa l,
Celes tial , or In ferna l),

COMBAT
Khayal are courageous and swift combata nts, confident of
thei r prowess and easily offended. They conside r the concept
of a "falr figh t" to be a ludic rou s one and make frequent use
of their spell-like abilities!sneak at tacks , and ambush tactics.
Khayal are wi lli ng to retreat in the face of a losing strugg le,
but they find flight humilia ti ng an d hold grudges against
those who drive th em 10 it.

Improv ed Finesse (Ex): Khayal can apply th eir Weapon
Finesse feat to any weap on they wield one- handed , even if it
is nor no rmally a ligh t 'weapon.

Shadow Bou n d (Su) : Khaval can not sur vive for long
away fro m the Plane of Shadow. If a khayal ever spends more
than 24 co nsecut ive hou rs away from the Plane of Shadow,
it tak es 2 points of Co nstitu tion d rain . For each add itional
hour beyon d 24 hours that a khaya l rem ains away fro m th e
Plane of Shadow, it lakes ano ther 2 poin ts orCo nstitutio n
dra in.

Sneak At tack (Ex): Anytime a khayal's target is de n ied a
Dexter ity bonus,or whe n th e target is flan ked by the khayal,
the khaya l dea ls an add itiona l 3J 6 point s of damage. See
the rog ue class feurure of the same nam e (PH 50) for more
de tai ls.

Spell-Li ke Abi li ties: At will-blcur.mndlc,1'11 55ill fo sJlltdow;
3/day-dlld~ and dllWIl. siglJI cd fpSl' tl; 2/day-holslL'r (DC 15);
l /daY-HMl bral body(l ho ur durarjon). Caster level Sth.

KHAYAL SOCIETY
M ost khaya l make their homes in th e City of Onyx on th e
Plane of Shadow. Th is is a community of tw isted spires
and high mina rets, pro truding in all d irect ions and paying
no heed to the laws of archi tecture or physics. The Malik
al-Khaya l, the King of Shadows, ru les the khayal [rom the
Grand Palace ofEndi ngs. The ci ty's marke tp laces bustle wit h
all manner of races and travel ers, indi vidu als who make lise

of the plane of Shadow as abyway betwee n other plan es, bur
t he ce nrer of the city is off limits to nonkhuyal.

The khayal pench an t fo r- decept ion docs not extend to th eir
own race, A khayal th inks noth ing ofdeceiving a huma n, all
elf,or a member of one of the other genie races, bur he never
lies to another kha yal . Ge nder is a relative nonissue among
the khayal: the Cit}' of Onyx make s few distinct ions between
its m ale and female citizens .

Other khaya l commun ities exist across th e Plane of
Shadow. Th ey op erate on similar pri nciples, althoug h their
rule rs usually cla im the tide of emir. Nobody but th e true
ki ng can clai m the titl e of malik .
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no rmally ignore (such as a web or wall o! stone spell) . Altho ugh
it is not a ma gical att ack, a hit with ho ly wa te r has a 50% chance
of affec t ing an incorpo rea l undead crea ture.

An inco rporea l creature's natural weapo ns affect bot h Incc rc
pc rea l and co rpo rea l targe ts , an d pa ss through (ignore) co r
porea l natural a rmo r, armor, and shie lds, although deflec tion
bo nuses an d force effec ts (s uch as mage armor) work no rmally
aga inst it. Attacks made by an inco rporea l crea ture with a non
magical me lee weapo n have no effe ct on co rporea l target s, an d
an y melee attack an incorporeal crea tu re makes with a magic
wea pon ag ains t a co rpore a l target has a 50% miss chance,
except for attacks it makes with a ghost to uch weapon , which
a re ma de no rmally (no miss chance).

Any equipment wo rn or ca rried by an inco rpo real creature is
also incor porea l as long as it remains in the creature's pos ses
sion . An objec t that the crea ture relinquishes loses its inco rpo
rea l qua lity (and the c reature loses the abi lity to manipul ate the
ob jec t). If an inco rporea l creature uses a thrown wea pon or a
ran ged weapon, the pro jecti le become s corpo rea l as soo n as

"--------

Shadow ljJementals arc c rea tu res of living shade,
brought in to bei ng from th e stuff of the Plane of
Shadow. Appear ing 3S nebulou s fo rm s ofcvcr-shlfr ing
gloom, they lash out at living creatures with smoky
tendril s as insubstantia l as the darkness.

These elusive crea tures rare ly roam the Mare
ri al Plane of their own Free w ill ; when they do, it
is alm ost excl us ive ly J eep underg rou nd , where
ligh t has never touched. More frequen tl y, they
man ifest as servants sum mon ed from th e Plane
of Shadow. Althou gh they are not harmed by
light. it causes them cons iderable discomfort,
and rheydo all they can ro escape or snuff ou r
the ha teful illumination. Similarly, shadow
ele menrals find th e p resence of living
beings nOI native [0 shadow [0 be d ist u rb-
in g, alrhough nor nearly to the same ex ten t
as they do light itself. W he n not un der 3

su mmoner's cont rol, they make ever y creon
to extingui sh light and life both. They nrc as
obedient as any elemen tal when su m moned , however,

so mos t shadow elernen rals only behave as evilly as th eir
mas ters pe rmi t

Shadow elemen tnls un de rstand the commands of their
sum moners, regardless ofwhat language the>' speak. Beyond
this, however, these creatures neve r seem to co m mun icate
in an}' manner, and ir is u nk nown whet herthey know any
language ar all.

Tile SJlfldolt's coalesce into II sill g1t>point llJ pulsillg
11 tlil1ln trd darJmess. Tmilillg s f11 o l~J' I \l i5 "5 llfgloom ,the
vagll!.' fo ntl motlCS sOll/hl/csslycl05CI~ dnlilling thc liglll
as it pl1sses.
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THE INCORPOREAL SUBTYPE
Creatures that are out of phase with the Material Plane might
possess the inco rpo real subtype. The deta ils of this subtype
are prese nted below, and supersede the descript ion s in the
Dungeon Master's Guide and the Monster Manual.

Incorporeal Subty pe : Some cre a tures are inco rpo rea l by
nature, while othe rs (such as those that become ghosts) can
acqui re the incorpo real subt ype. An incorpo real creature has no
physica l body. It can be harmed only by othe r inco rporeal crea 
tures, ma gic wea pons or crea tures tha t s trike as magic wea pons ,
and spe lls, spell-like abilities , or supernatural abilities . It has irn
munity to all non magical att ack forms. Even when hit by spells,
including touch spe lls or magic weapons , it has a 50% chance to
igno re any dam age from a co rporea l so urce (except for pos itive
energy, negative energ y, force effe cts s uc h as magic missile, or
attacks mad e with ghost touch weapons). Nondamaging spell
attacks affect incorporeal creature s no rmally unless the y requ ire
co rporeal targets to funct ion (such as the s pe ll implosion) or
they cre ate a corporeal effec t that inco rpo real creatures wou ld



Shadow Elementa l. Sma ll Shadow Elementa l, Me di u m Sha dow Ele me nta l, Large
Sma ll Ele menta l Med ium Ele men tal La rge Elementa l
(Exrraplanar, Incor poreal ) (Ext raplan ar, I ncorporeal ) (Extrapla na r, Incorporeal)

Hit Di ce : 2d8 (9 hpj 4d8+S (26 hpj SdS+24 (60 hp j

Initiative : ,4 +5 +6

Sp eed : Fly 40 ft. (perfec t] (S squares) Fly 40 fr. (perfec t} (8 squares) Fly 40 ft. (perfect) (S squares)

Armor Class: 1:2 (+1 size, +1 de flec ti on), 12 (+I Dex. +1 de flec tio n). 12 (-1 size, +2 Dex. +1 deflec-

touc h 12, flar-fcoted 12 touch 12, flar-foored 11 tion), touch 12, flat-footed 10

Base Attack/ Grapple: +1/ - 3 +3/+3 +6/+ 10

Attack: Incorporeal touch +2 me lee Incorporeal touch +4 me lee Incorporeal touch +i melee

(Id4 plus Id4 cold) (ids plus Id6 cold ) (Ids plus Ids cold)

Full Attack: Incorporeal touc h +2 melee Incorporeal rouch +4 melee 2 inco rpo real touch es +7
melee

(i d-t plus Id4 cold ) (ld6 plus Id6 cold) (Ids plus Ids cold)

Space/Reach: 5 fr./5 fr. 5 fl./5 fl. 10 ft./10 fr.

Special Attacks: Shadow mastery, Shadow mastery, Shadow master y,

tilH l~ and dO H'1I dusk: anddcwu ti1l5 1~ lutti dim'"
Special Q u a li ties : Blindsig hr 60 [t .. c lernenral Blindsighr 60 ft.. elementa l Bltndsigh r 60 Fr., ele me n tal

tr aits, incorporea l traits traits, incorporea l traits trait s, incorporeal tra its

Saves : For t +0. Ref+3, W ill +0 Fort +3, Ref +5, Will +1 Fan +5, Ref +8, \X!ill +2

Abilities: Str-, Dex 10. Con 10, Str -, Dex 11, Con 14, Str-, Dex 14, Con 16,
Inr 4, \'{'is 11, Cha 11 Int 4, Wis I I , Cha II l nt 6, \'(lis ll . Ch a I I

Skills : Listen +2, Spot +3 Listen +3, Spot +4 Listen +7, Spot +8
Feat s: Improved Initiative Combat Reflexes. Improved Alert ness. Comba t Reflexes,

Init iat ive Im proved Init iative
Environ men t : Plane of Shadow Plan e of Shadow Plane of Shadow
Orga nization : Soli tary Solitar y Solitary
Ch a ll e nge Ra t ing: 2 4 7
Treasure: None No ne No ne
Alig nment: Usua lly neutral evil Usua lly neutral ev il Us ually neu tra l evil
Adva ncemen t : 3 HD (Small) 5-7 H D (Medium) 9- 15 H O (Large)
Level Adj u s tment :

it is fired and can affect a corpo real target nor m ally (no miss
ch ance). Magic items poss essed by an incorpo real crea ture
work normally with res pect to their effects on the creature or on
another ta rget. Similarly, spells cas t by an incorporeal crea ture
affec t cor po real crea tures no rma lly.

An incorp o rea l creature has no nat ural armor bonus but has
a deflect ion bo nus equal to its Charisma bon us (always at least
+1, even if the creature's Charism a score do es not nor mally
provide a bonus) .

An inco rporeal creatu re can ent er o r pass through sol id ob 
jects, but mu st remain adjacen t to the object 's exterio r, and so
cannot pas s entirely throu gh an objec t whose spa ce is la rger
than its own. It can sense the presence of creatures or objects
within a square adjacen t to its current locat io n, but enemies
have tota l co ncea lment from an incorpo real creature that is
inside an ob ject. In ord er to see clea rly and attack normally,
the inco rporeal creatu re must emerge. An incorp oreal crea ture
ins ide an ob ject has total cover, but whe n it att acks a creat ure
ou tside the o bject it on ly has cover, so a creat ure outs ide with

-------- d'

a read ied act ion cou ld strike at it as it attacks. An incorpo real
creature cannot pass through a force effec t.

Incorporeal creatures pass thro ugh and ope rate in water
as easily as they do in air. Incorporeal crea tu res cannot fall or
take falling damage. Incorpo real creature canno t make tr ip or
gra pple attacks against co rporeal crea tures, nor ca n they be
tripped or gra ppled by such crea tu res .
In fact , they cannot take any phys ical ac tion that would move
or mani pulate a corporeal being o r its equipme nt. no r are they
subject to such ac tions . Incorporeal creatures have no weig ht
and do not set off t raps that are tr iggered by weight.

An incorp oreal crea tu re moves silen tly and cannot be heard
with List en checks if it does n't wish to be. It has no -Stren gth
score, so its Dexter ity mo difier applies to both its melee attacks
and its ranged attacks. Nonvis ual se nses, s uch as sce nt and
blindsighr. are eithe r ineffec tive or only part ly effec tive with
regard to inco rporeal creatures . Incorporeal creatur es have an
innate se nse of direct ion and can move at full sp eed even when
they cannot se e.

CD



Hit Dice:
In itiative:
Speed:
Armor Class :

Base Attack/Grapple:
Attack:

Full Attack:

Sp ace/Reach :
Spe ci a l Attacks:

Special Qualities:

Saves :
Abilities :

Sk ills:
Fe ats:

Envi ron m en t :
Organization:
Ch allenge Ra ting:
Treasure :
Alignment:
Advancement:
Le vel Adjustment:

Sh adow Elem en ta l, Huge
Huge Elem en tal
(Ex traplanar, I ncorpor eal)
16d8+64 (136 hpj
+8
Fly 40 ft. (perfect) (8 squares)
13 (-2 size, +4 Dex, +1

deflect ion), touch 13,
flat-footed 9
+12/+20
l ncorporeal touch +15 melee
(2d6 plus 2d6 cold)
2 incorporea l touches +15
melee (2d6 plus 2d6 cold)
15 ft./15 f t.
Shadow ma ste ry,
a ll s1~ MIddawn
Bltndstghr 60 fr., elemental
traits, incorporeal trait s
Fort +9, Ref +16, w ill +5
Sn-c.- , Dex 18, Ca n 18,
1111 6, \X/ is 11, Cha 11
Listen +1 (1 Spot +12
Alert ness, Combat Reflexes,
.Flyby Attack, i mproved
In itiat ive, Ligh tning
Reflexes, \X'eapon Focus
(Incorporea l touch)

Plane of Sha dow
Solita ry
9
None
Usually neut ral evil
17- 20 HD (H uge)

Shadow E lem en ta l, Gre ate r
Huge Elem en t al
(Ext r aplan ar, Incorporeal)
21d8+84 (178 hpj
+9
Fly 40 ft. (perfect) (8 squares)
14 (- 2 size, +5 Dex, +1
deflect ion), touch 14,

flat-footed 9

+15/ +23
Incorporeal touch +19 melee
(2d6 plus 4d6 cold)
2 incorpo real touches +t 9

melee (2d6 plus 4d 6 cold)
15 ft./15 ft.
Shadow mastery,
ifu sl~ {l ila d OW II

Bli.ndsigh t 60 fr., element al
traits, incorporeal traits
Fort +11 , Ref +19, w ill +7
Str - 1 Dex 20 , Con 18,

Iur 8, Wi s 11, Cha 11
Listen +:1 41 Spot +14

Alertness, Comba t Reflexes,
Dodge, Flyby Attack,
Improved In itiative,
l ightn ing Reflexes, Mobility,
'ccecpo» Focus (incorporeal
touch)
Plane of Shadow
Solitary
11
None
Usually neutral evil
22- 23 H D (Huge)

Sh adow Elemen ta l , Elder
Huge Elemental
(Ex t r aplan ar , I ncorporeal)
24d8+96 (204 hpj
+10

Fly 40 ft. (perfec t) (8 squares)
15 (- 2 size, +6 Dex, +1
deflect ion, touch 141
flar-foored 9
+18/+26
Incorporeal touch +23 mel ee
(2d6 plus 6d6 cold)
2 inc orporeal touches +23
melee (2d6 plus 6d6 cold)
15 ft./1 5 ft.
Shadow mastery,
duskand daj.\1t1
Blindsight 60 fr., eleme n tal
traits, incorporeal trai ts
Fort +121 Ref +22, W ill +10

Str - , Dex 22 , Co n 18,
In r 10, Wis 11, Cha 11
Listen +29, Spot +29
Alertness, Co mbat Reflexes,
Dodge , Flyby Attack,
Improved Ini riative, Iron
W ill, Ligh tning Reflexes,
Mobility, Weapon Focus
(incorporeal touch)
Plane of Shadow
Solita ry
13
None
Usually neu tral evil
25-48 HD (H uge)

COMBAT
Whe n confronting a threat or light-bearing creatures, shadow
elementa ls slash at foes with freezing rendrils of absolute
darkness. If possible, they retrear fro m comba t in light ed
areas, or blo t out light sou rces with dusk and daw n, to gain
the advantages of their shadow maste ry power.

Sh adow Mastery (Ex): A shadow elementa l gains a +1
bonus on att ack rolls and dama ge rolls ifboth it and its foe

are in an area of dar kness or shadowy illumi nat ion . W h ile
in an area of brighr light (such as sun ligh t or that cause d bya
rlll)'ligllfspell), shadow elemem als rake a-4 pena lty on attack
rolls and damage rolls .

Dusk and Daw n (Su): Three rimes per day, a shadow
elemental can use du sk and dawn , as the myster y. If h as a
caster level equal ro one-half its HD.



Th is sec tion de rails th ree importa nt organ izat ions associated
with shadow magic.

PLAYING A MEMBER OF THE
NIGHTSHADE COVENANT

As a Nig hrshader, }'Oll op pose light . This doesn 't ma ke y Oll

evil, JUSt com mitted to th e orga niza tion and its ends. The
shadows pro tect and h ide you , and you take comfort in their
depths.

Fewesrablished Nighrshaders spend rime in the Covenant's
citade l. Most prowl the Plane of Shadow, monitoring the
movements of int erlopers and quenching light wherever it
shines . Agains t fortified enemies, you and your com rades
mount terrorist strikes, slipping in under th e cover of
darkness, destroying light sources, kidn apping in fluential
citizens, and being general nui sances.

Depending on your faction , you mig ht receive orde rs from
the zealous Brotherhood of th e

Blinded Sun, the Shadar-Kai In i
tiat ive, or even from one of th e
many draw hou ses controlling

much of the Coven ant's leader
ship. Each faction ha s different
interests, and you do best when
you know what th ey are.

COMBAT
You rarely figh t fair. Use dark
ness ro conceal your movement s.
stage elaborate amb ushes, an d
implem ent whatever tools yo u
have to succeed, Again st unsus
peeting foes,you might suddenly
ext inguish all light, slip behind
enemy lines and make liberal use
of shadow essence, sneak attacks,
or damaging spells.

Alterna tively, you might band
with a few allies. Having a few he avy

hitte rs along can keep th e rougher foes
at bay,giving you the chance [ 0 elinu nare the enemyspellcasr
ers with ease. Even in th ese larger un its,gath er int ell igence
about your enemy before stri ki ng.

\Vhen the situatio n dema nds a larger offensive, you mig ht
be part ofa scouting uni t. Ir's you r respons ibili ty 10find ways
in and ways out ofenemy strongholds. Once you've examined
the ban lefield an d rep on ed to your leaders}you and others
lik e you embed yourselves inside your enemy's ter ri tory}
strik ing from behind whi le your undead all ies attac k.

ADVANCEMENT
Younever choose to become a Nightshader; father, the Night
shade Covensnr chooses you. In rhe months precedi ng yOll r
f rst contact, the organ ization places you und er surve illance .
I t' P UlS ro u into dangerous situa tion s [0 see how you reac t.
Spies are cons tan tly nearby, always warchtng. weigh ing,
and assessing. Once you meet the COVen311t's standards ,
members kid nap an d drop you offiu some deadl y and da rk
bellhclc.Ie avtng vou to find your own way back. Th is is your
final tr ial; success in escapi ng guaran tees tha t you wi ll gain
memb ersh ip.

Spel lcasters, shndowcas ters especi ally,
lead the Nightsh nde rs, di rect ing the group's effor ts to purge
the ligh t. Stealthy ch aracters are spies and terrori sts, str iking
wh ere least expec ted. Finally, when muscle is needed, the
Covena nt tu rns to rangers and occas ionally un dead .

NIGHTSHADE COVENANT
BENEFITS

Members of the Nig ht shade Covena nt have access to certain
kinds ofequipmen! and services.

The Covenant provides to irs mem bers magic item s at a
reduced price, charging only 75~'(, of th e list price. Th ey do
not manu facture or sup ply items that generate light.

Th e Covenant relies on a steady stream of informa tion,
and so it mon itors movem ent across the Plan e of Shadow.
look ing for potent spellcasrers and unu sua l ph en om en on.
A s 3 resu lt, charac ters jo ining th is organization gain a +2

bonus on Gathe r In formation chec ks and on Know ledge
(the pla nes) checks for information rhar specifica lly rel ates
to [he Plane of Shadow.

"Light is Ill }' enemy. TIll; SUlI isthehatefulcyt' HUll revea ls a/lsecrets.
But 110 more, for we shall sec its cnd."

-Silious Roh, Ntghrshader

The Nighrshad e Covena nt opposes the ligh t and irs presence
-0 11 th e Plane of Shadow, Consis ting of
drew exiles, shadnr-kni, dark ones,
an d und ead, its factions th reaten
to tear th e group apart.

ENTRY REQ UI REMENTS

Special: Native to the Plane of
Shadow or light blindness , light
sensiti vi ty. or vulnerabili ty to
sunlight racial trait

SHADOW MAGIC
ORGANIZATIONS

IOINING THE
NIGHTSHADE
COVENANT

Th e Nightshade Covenant recruits
sha dowcas rers and others who
employ shadow magic. It accepts
rogues, assassins, and rangers of
ques tio na ble morals. for th ese
cha racters have talents wit h stealth
and subterfuge.



NPC REACTIONS
Individuals native to other planes, espe cially the Mater ia]
Plane , are unfr iendly or hosti le if the y h ave prev iously suf
fered at the Nightshade Covenan t's hands, Creatures native
to the Plane of Shadow see th em as cha mp ions, being at least
ind ifferent or even fr iend ly.

The Votaries ofVecna have no concern [or the Nigh rshaders
and their mission, seeing th e Darklands as the truest expres
sion of the plane's nat ure. The Covena nt doesn't in terfere
with rhe Votar ies, fo r many of its cells use undead, bur th e
Votaries' naked m..rlevolence pu ts these two groups at odds.

NIGHTSHADE COVENANT LORE
Characters with ranks in Knowledge (the planes) can research
the Covena nt to learn more abour it. \'{Then a charac ter makes
a sk ill chec k, read or paraphrase the followi ng, in cludi ng rhe
information from lower DCs.

DC 15: Th e Nightshade Covenan t works to destroy light
wherever it appears on the Plane of Sh adow.

DC 20: Dark elf exiles and sha dar-kai foun ded rhe
Coven ant.

DC 25: One faction, the Brotherhood ofth e Blinded Sun,
wan ts 10 ex tend the Plane of Shadow to all worlds, an d its
highes t-ranking members are dark elves.

A bard tc knowledge check can reveal [he same in for ma
t ion as these Knowledge checks, bu t in each case the DC is
5 higher than the given value.

The most in fluential facrion in th e organiza tion is th e
Brot herhood of the Blinded S UIl. Its aggress ive stanc e agai ns t
light pushes the organi zation to rake a hostil e attitude agains t
orher planes. Members of th e Brotherhood believe tha t at the
end of all thin gs, shadow swallows light, and it 's th eir dut y
[0 bring th is about. Of course, not all Cove nant members
subsc ribe to th is view. Some believe th ey sho u ld serve th e
plane and keep it pure, while others harbor a deeper grud ge,
using th e shadow to perpetrate thei r reven ge agains t certain
races or crea tu res.

The competing view began with the Covena nt's foundi ng,
when drew ex iles first enco u nt ered the shadar-ka i (see page
150 of Fiend Folio), a race of fey creatu res whose es sentia l
na ture is lied to the darkness. After a few blo ody batt les, th e
two races forged a peace, bo und in their combined hatred
of lighr-lovers. But th e ten sions did no t end there. Th e drew
soug ht to use their newfou nd all ies to mounr an offensive
agains t th eir form er homes. The shadar-kai an d ot her mem
bel'Sof the Covenant, such as th e dark ones (see page 37 of
Fiellll FoliL1) ~ were concern ed on ly with preser ving the dark
beam)' of th eir native plane.

NIGHTSHADE COVENANT CITADEL
This fort ress bristles with towering spires of basalt stone ,
each tw ist ing UPW~1f(J in ro the perpetual gloom of the Plane
of Shadow. Situated high in a range of shadow-drenched
mountains, it exis ts in abso lute dark ness, with n o lights and
nothing to suggest anyo ne lives there ar all.

ttc,

THE UCH MYSTERY USER
Mystery users do not tru ly cast spe lls. and are thus inca pable
of becoming standard lkhes . The lure of undeath is insidious,
however, and evil practit ioners of shadow magic have long
s ince modified the rite to crea te the proper phylactery, The
resu lt is the s hadow llch. a form of the lich tem plate available
to myst ery users. A shad ow lich is ide ntical to a standard lich
in all mechanic al respects, excep t tha t it cas ts myster ies rather
than spells. A s hadow uch appears eith er as a skeleto n made
of black bones . or as an em acia ted being covered in as h-gray,
parchm entlike fles h, Many sha dow liches use a gem oj night
when creating their phylactery, Althoug h they must shape the
gem into a new form. the magic of th e rite allows the item
to ret ain its standa rd properties. as well as functioning as a
phylactery.

\,\' hen you become a mem ber, the N igh tshade Covenant
expec ts you to conti n ue as before, living your li fe, underrak
ing adven tures, and doing Wh,H you ordinari ly do. As you
cl imb th e ran ks, you lose more and more of your freedom,
but you take command of un its and mi ssions.

Being a Nightshader requires you to choose a faction. Many
groups d amor for con tro l over rhe Covenan t, from extremis t
elements,who would see the Nightshade Covenan t push into
other worlds, to th e conserva tive and reasoned approach of
simply defending the Plane ofShadow. Occasionally it 's best
to rake the middle road, using rhe infigh ting between factions
ro further your own agenda,

MISS IONS
As a Nighrshader, you spend your ti me expl oring the plane,
que nching lighr where you find it. You follow leads bytal king
TOn atives and occasionally make raids into the stro ngh old; of
light-lovers. Although you wou ld rather escort these trespass
ers off th e dark plane, some ti mes you have to figh t.

The Nightshade Covenant is an excellent nemesis or poten tial
ally for campaigns featuring extens ive planar travel. Night
shade rs can act as guides or as reccurr ing foes, [tarr ying
PCs as they cross th roug h (he Plane of Shadow. Factions
with in the orga n izat ion also want [Q ex tend th ei r in l1 uence
to oth er planes,Th ey regularly sen d ra iding part ies onro th e
Mater ial Plane.

Nightshaders act independently or in small cells, with [heir
techniqu es varying depending on the operative or gro up.
For example, a group cfN tghrshaders fights in Balefire,one
of rhe plane's few populated cities, ra idi ng ir to destroy the
place's ligh t, O the r gro ups pat rol major byvv'ays.watching for
light-bearers and escor ting rhem off the plane .

THE NIGHTSHADE COVENANT
IN THE WORLD

"Nos}' 11(0115, telling ushow10 livcalia what III de. . . tIlt, NightsilCul
crs arc a fIICIh1CC. WI' Votaries of Vem a kill llle1n 5111 1\'/Y whenever
1ll1 t1 whel"t'vertvt'find theur. " t

-c-Academician Drake, lich and Votary of Vecna



~Ol l fy 1\'(.'knotvlite tnllh ofs/liltfOIl' Hhlg1C All oUleTS arrimpostors."
- Yezen Trueweave. Lord of the First Hou se,

Parliament of Shadows

AC 23, tou ch 11 , flat-footed 22
hp 30 (8 HD)
Immune s leep
SR19
Fort +7, Ref +3, Will +5 (+7 against spell s and spell -like

ab ilities)
Weakness light blindness

The Ten ebrous Cabal is a powerful organization gove rn ing
the practice ofshadow magic. In the Bleak Academy, it trains
appren tices and works [Q pe rfect th eir understanding ofth is
unusual form of magic.

Abilities str 15, Dex 12, Con 10, Int 16, Wis 10, Cha 18
SQ sustaining shadow (eat 1 mea ljweek)
Feats Alertness, Greate r Path Focus (Eyes of Darkness),

Nocturnal Caster (Eyes of Darkness) , Path Focus (Eyes
of Darkness), Weapon Focus (Iongsword)

Skills Concen trat ion +10, Intimidate +9, Knowledge
(arcana) +13. Knowledge (the planes) +13, Listen +4,
Searc h +5, Spellcraft +15, Spot +14, Survival +0 (+2 on
other planes)

Possessions combat gear plus +1full plate, +1heavy steel
shield, gauntlets of ogre power, masterwork longsword

Speed 20 ft . (4 squares)
Melee mwk longsword +8 (l d8+2j1 9- 20)
Base Atk +4 ; Grp +6
Atk Options poison
Combat Gear 2 doses of drow knockout poison (DC 13,

uncon sciousness/unconsc iousn ess for 2d4 hours ), dust
ofillusion, pot ion ofcure light wounds

Mysteries Known (Cl 7th):
Apprentice pa ths

3rd-killing shadows [spell-like . 6jday, DC 19 or DC 20
at night ; Cl 9th)

2nd-piercing sight (spell -like, 2jday, Cl 9th), thoughts
of shadow (spell-like, 2jday)

1st- bend perspective (spell-like, 2jday, Cl 9th) ,
mesmerizing shade (spell-like, 2j day)

Fundamen tals
O- arrow of du sk (sup ernatural , 6/day, +5 range d

tou ch), caul of shado w (supernatural, 3jday),
shadow hood (supe rna tural, 3jd ay)

Spell-Like Abilities (Cl 8th):
1jday-dancing lights, darkness, faerie fire

S ILI OUS ROH C R 9
Male drow shadowcaste r 7jfighter 1
NE Med ium humanoid (elf)
Init +1; Senses darkvision 150 ft.: Listen +4, Spot ...14
Languages Abyssal, Common, Draconi c, Drow Sign

language, Elven, Undercommon

JOINING THE TENEBROUS CABAL
The Cabal accepts mys ter y users and spcl lcasre rs who make
liberal use of illus ion (shadow) spells. Those who have

Blind gargoyles, maws opened wide , deco rate the citade l.
No windows offer glimpses [Q the inside. Doors are weirdl y
placed on the exterior walls, seemingly at random on every
level. Overhead, shadow dire bats fl utter and squeak, looking
for prey.

The citadel stand s at the site of th e pact made between
rhe drow and the sbadar-kai. Buil t from th e dark rock
prevalent th rough out the plane, it is a rare testimony to th e
architectural skills of the plane 's inhabitants. For th ose seek
ing contact wi th th e elusive Nigh tshaders, thi s strongho ld
is an ideal goal , even if the road to th is place is hidden and
perilou s.

Even after find ing the cita del, characters mu st conten d
with its guardians . Terri ble things pro rec r th e srrongho ld ,
from shadow beas ts to Nighrshader patrol s and th eir shadow
mast iffs.The citadel has tight secur ity, and the guards do nor
tolerat e trespassing. One or more of th e Nightshade CO\'e
nant's leaders always inhabits oneof the spires, di rec ting the
activ ities of the organization for their sinis ter purposes.

ADAPTATION
If your campaign setting doe sn't feature a Plane of Shadow,
you can still use the Covenant. Maybe the Covenant opera tes
in t he Underdark. In the FORr:o n EK R EA L\tS sett ing, it ca n
work just as described. hutyou can streng then the con nect ion
between the organization and sett ing by making the d raw
members former priestesses and followers of Lolrh,who fled
the Materia] Plane after their de ity fell silent.

SAMPLE ENCOUNTER
\Vh en constructing an encounter wi th Ntg lushaders. make
sure you featu re a good mix ofextraplanar characte rs. such as
shadar-ka i and shadowswyfrs.Also, encounters with this orga
nl zauon sho uld always feature at least one shadowcaster,

EL 9: Silious Roh is a middle-tier rnernber ofrhe Covenan t
wh o joined because his fathe r was a member. Having inher
ited his father's ha tred for ligh t-loving creatures, he takes
spec ial pleasure in blind ing hi s enem ies befo re laking them
apart.

THE NIGHTSHADE COVENANT
IN THE GAME

The Nigh tshade Covenant initiates all en cou nters wi th pe s, a
fact th at hel ps the Dlvl co ncea l the existence ofthe organize
tion , even ifcharacters have previously explored the Plane of
Sha dow or wo rked ex tensive ly w ith shadow magic. At some
poi nt ch arac ters with a con nect ion to shadow at trucr th e
att ent ion of th is group.

Being a part of the Nightshade Covenant offers great oppor
tun ities for advent ure. The mor e mis sions PCs un dert ake,
the grea ter th eir prominen ce, allow ing them to ma ke more
importan t decis ions and per haps eventua lly rise to a pos ition
of leadership.



adopted shadow magic prestige classes make particularly
good members.

fighter to enhance your defenses. Against bigger numbers ,
make use of other Cabal members, combin ing your att acks
with theirs to elim.inate small groups at a time.

MISSIONS
The Caba l wan ts new talen t. You
migh t be part of gro up of Testers ,
traveling across th e M aterial Plan e

to find children w ith the abili ty to

man ipulate shadow magic, and if
so, convince th eir parent s to send

rhe prospective stude nt to the Bleak
Academy. Or, yOli might figh t agains t

those who misuse shadow magic, such
as th e Votaries of Vecna.

\Vhen incorpora ting shadow magic inro an ongoing cam
paign, many players will want ro de velop mysrer y-using
characters or begin newones.The OM can use theTenebrous
Cabal to make th is happen. Player characters could be par t of
asecretive and larger body ofm ystery wielders , spreading am
inro the world searc hi ng for othe rs like th em selves.

The Tene bro us Cabal is a large net work of likemi nded
ind ividuals, all committed to the advanceme nt of th eir craft.
Although all train " rhe Bleak Acade my, on ly a few mystery
usersand spe llcasrers remain there. Most leave. retu rn ing on
occasion ro share in formation, learn new in sights,or see k an
audience wi th the Parliament of Shadows.

Although members are free to come and go as they please,
as long as they are parr of the Cabal, they are still subjec t to
th e edic ts from the Parliament .Th is govern ing body cons lsrs
of [he very best , or at least the most In fluen tial, mem ber!'.

THE CABAL IN THE WORLD
"Foolid l b1l5}'bodics- fltd r ar rllgaJ1 (C is l'Cli psi'd ollly hy their
aI11111 1ioll."

-Leanel Felldawn. Regen t of the Arcane Orde r

ADVANCEMENT
The Cabal is an open organiza tion , offe ring mem bership
to any caster wi th the proper abili ties. After joi n ing, you
undergo rigorous train ing under different mentor s. each
specialized in a d ifferent subset of abil it ies. Th is process
allows th e Cabal to learn you r natu ral incl ination s, guiding
you to t he proper paths.

After ~l yearof rrauung. rhe school assigns you 10 a persona l
men tor under which you study in smaller classes..Everyrh ing

you do during these formative years furthers you r natu
ral gifis and refines them into worthwh ile

abilities.
Afrer gra dua uon, you maint ain

con nec tions wi rh the Cabal for rhe
rest of your life. You could spend time
reaching classes or even make a bid for
a sear in th e Parliament. Even if you
are on ly tangentially con nected [0 the
Cabal, you can always rake advantage
of thei r resourc es.

Sp'lbol if tbe Te"ebrollJCablll

\XTould-be apprentices exh ibiting a knack for shadow magic
present themselves before the governing body, the Parliamen t
of Shadows (or a represern ntive body such as th e one on Fark's
Road; see page 175). If accepted , th e st ude nt starts school,
exploring every facet and app licati on of magic in excru
ciat ing detail. During th ese early years ,
th e professors develop the student s'
natu ral talents,guid ing them toward
a par ticular path of study.

ENTRY RE QUI REMENTS
Skills : Spellerait 4 ranks
Shadowcast ingJSpellcasting: Ability to use fundamentals
of shadow or ability to cast one arcane spell of the shadow
subschool

PLAYING A CABALIST
Th e Caba l has a litany of ru les and regu lations,and the train
ing is difficult, but every harsh lesson hones your talents.As
you develop your skills, you relish the opp orrunity to impress
your bett ers, and maybe. one day, sir on the Par liament.

Bein g a Cabalist is much Like be ing a parr of a wizards
guild . You have a responsibili ty to the order. In exchange for
your commitment, you receive un parall eled rral ning, access
to rest rtcred knowledge, and tutoring from I he best scholars
of shadow mag ic available.

COMBAT
As an organizat ion of casters, you rely entirely on magic in
a battl e. Exploitin g shadow magic as your principal mode of
arrack and defense allows you ro defeat th e expectations of
you r ene mies.

You face the same limitations as other casters. Having fewer
hit point s and few combat capabili ties makes you vulnerab le
in bigger battles. Pair lip with a well-arme d and wel l-armored

TENEBROUS CABAL
BENEFITS

As a full-fledged academy, the Ten
eb rous Cabal can access treasu res
and services. of wh ich its mem
ber s take full adva n tage.

The Cabal loans magic items to

its memb ers, up to a value of 1,00 0

gp X the member's caster level.
Members can pu rchase at half

pr ice any magi c itcru that requires
a mystery or an illusion (shadow)
spe ll for its creariou .

A member of the Cabal receives
free passage on plan ar ga lleys,
great co ns truc ts des igned {Q b reac h
rhe boundaries an d tr avel th rough
the Plan e of Sheclow to other desrma
nons.



They co nvene two t imes a year to d iscu ss news and man age
(he. ted ious affai rs of ru n ning and funding the Academ y.

Most Cabalis ts concern themselves lit tle w ith the politics
oftheir organization. Those wit h no eye for advancement , bur
having an appreciable talent wi th shadow magic, stay 0 11 to

teach . Othe rs travel th e Material Plane, purs uing their own
interest s but always watching [or others who have the kn ack
for the art .

NPC REACTIONS
Traditi onal spellcasters view the Tenebrous Cabal'sstructured
tr aining 3S oppressive, and the pro duc ts of that rigorous
tra in ing as brai nwashed fools. Most arca ne spellcasrers
aware of the Cabal are unfriendly. Most good ch ara cters see
Cabalist s as evil , thanks to the association that shadow has
with foul crea tures. Paladins and good-aligned cleri cs are
always un friend ly.

TENEBROUS CABAL LORE
c h aracters with rank s in Knowledge (arca na) can research
the Tenebrous Cabal to learn more abour it. \V'hen a character
makes a skil l check, rend or paraphrase the following, includ
ing the informat ion from lower DCs.

DC 15:A Caba list is a caster who specia lizes in a rare form
of magic called shadow magic.

DC 20 : Th e Tenehrou s Cabal operates our of the Bleak
Acad em y,a grear school where appren tice shadowcasters are
tr ain ed.

D C 25: Cabalists <Ire always sea rch ing for new taleur to

add to their ran ks , and so thei r me mbers always watch for
children with some magical abillty.

A bardlc knowled ge check or a Cat her Informarion check
(in a co m mu nity with a wizards gu ild) ca n reveal [he same
informat ion as these Knowledge che ck s, but in each case I he
DC is 5 high er than the given value.

THE BLEAK ACADEMY
The heart of the Teneb rou s Cahal is the Bleak Academy on
the Material Plane. The Cabal makes the mo st important
decisions there and trains future shadow magicians.Although
a la rge school, it rem ains well hidden .

The Bleak Academy lies inside II mounta in , its en trance
marked by bu ge stat ues flank ing a pair of black doors. The
entry is carved with glyphs and other pro tective magic.
Inside is a warren of halls and room s, built in the dwa rven
style of archirecrure. The Academy lias [our major reg ion s.
The dorm ito ries hou se the students and can bold one hun
d red apprentices com for tably. Classro om s are adjacent to
the dorms, wi th the professors' apart ments nanking th em .
The finery of these room s pales next to th e Parliamentary
Hall- the darkened meeting room where the beads of th e
sch oo l convene. Thi s place is like <1 grea t bowl, wi th row
seat ing all around and facing the Speake r's Platform <I t the
bo rrom .

Th e Bleak Academy was once a dwarven out post whose
population fell to mi nd [layer s.After it had been abandone d
for hu ndreds ofyears , the Cabal cleansed the place of squat-

tel'S and assu med co ntrol. What the Cabali srs don 't tell th e
stude nts and many of th e professors is th at th e cavern s to
the Underdar k remain ope n, and periodically some horr or
emerges to snnrch guards and students befo re retreating to
the depths to feasr on its shr ieking mea l.

Aside from [be high-level shadowcasters and ot he r mys
tcry users respon sible for in structing the apprentices , the
Academy employs many guard ians (mo re th an a few are
shadowblndes) to warch the t unnels, rhe main gate, and parrol
the reg ion surrou nding the site.

THE CABAL IN THE GAME
If you're th ink ing about in troduci ng shad ow magic to you r
campaign, the Cabal presents a grea t veh icle for thi s. The
Cabal ca n be an ano ny mo us group not previously en coun
ter ed . If 01 PC has in tere st in th e shadowcaster cla ss, he or
she can research the orga n izatio n and see k out the Bleak
Academy.

Once invested , PCs can climb the ran ks as long as they are
sufficiently talented, Ch aracters learn from the faculty, make
imporranr all ies, and, if [hey advance high eno ug h, join t he
Parl iament to help gu ide th e Cabal in new di recti on s.

ADAPTATION
The Cabal's welc oming nature he lps you Incorporate th is
grou p into many kinds ofcampaign settings with ease. In the
FORGOH E>J RE AD J S setting. the Cabal could be an outgrowt h
of spelkas rers who foun d a be tter and more efficien t way to

man ipulate [he Shadow \X/eave. III the E SERr:.ON sctring, they
could have ties to the Arcane Congress of An nd air, perhaps
even being a faction w ithin it.

SAMPLE ENCOUNTER
Should the PCs wind up opposing theTenebrou s Cabal, they
ere in for a lon g figh t. The Cabal protects it' s own. Combat
against the Cabal usually means dealing with several shad
owcasters,all dete rmined to showcase their impressive array
of shadow magic abili ties.

EL 10: Yezen Trueweave is one of the most famous instru c
rorsat th e Bleak Academy. He has personally recruite d more
than twen ty shadowcasrers in to th e gro up . Also a Th ird Lord
in the Parli ament of Shadows, he enjoys muc h success in hi s
statio n.

YEZ EN TRUEWEAVE CR 10
Male gnome shadowcaster 10
LN Medium hu manoid
Init +1; Senses darkv ision 30 ft., low-light vision; Lis ten +3,

Spot +11
language s Common, Draconic , Elven, Gnom e

AC 13, touch 12, fla t-footed 12; +4 AC aga inst giants
hp 55 (10 HD)
Fort +9, Ref +4, Will +8; +2 on saves against illus ions

Speed 20 ft. (4 squares)
Melee mwk heavy mace +5 (1d8-2)
Base Atk +5; Grp - 1
Atk Option +1 on att acks aga inst kobolds and gobl ino ids
Special Actions Reach Myster y



A living cand idate can approac h th e Votar ies, and if t ha t
individu al is fou nd worthy, the mem bers kill him in a spec
tacularly bru tal fash ion before sendi ng th e co rpse into the
Darklands ro be animated by that place's negative energ ies.
The children of nigh t are excep tio ns; their unusual nature is
a subject ofgreat interest for many ranking members an d, as
such, chi ld ren of night who qualify to jo in the organ iza tion
are allowed to live.

PLAYING A VOTARY OF VECNA
To become a me mber of [he Votaries of Vecna, you left behind
everyth ing you previously cherished in aquest for pow er. You
novv know terrib le things, pe rvers e magic that push es your
physical shell's boundaries. Undearh is a new road to walk.
and with each ste p. you r power grows.

You embrace death . sensing th e magic available in the
Darklands. Th rough [he kn owledge you att ain , you develop
remarkable abilities with magic, becom ing a ter rible force
in th e plane s.

VOTARIES OF VECNA BENEFITS
Me mbe rshi p in the Votarie s provides ample benefits for
those wi th the power to use them, including acce ss to magi
cal goo ds and to some of th e most dangerous sec rets in all
th e planes.

Th e Votaries know [he location of man y plan ar por taIs.
Membership in th e organiza tion grant s knowledge of their
locat ion s and dest inat ions.

Votaries have access to all sorts of forbidde n lore. In fact,
rumor holds th at in th e bowels ofthe Black Spire lies a g rea t
library filled near to burst in g with ancien t and terr ible vol
umes , inclu ding the dreaded book (1f vile tiarJmcss. Members
researc hing at th e Black Spire gain a +4 bonus on Knowled ge
checks.

Combat Gear elementa l gem (fire), gem ofnight
Myster ies Known (Cl 10th):
Apprentice paths

3rd-af raid of the dark (spe ll-like, 2/ day, DC 17), sharp
shadows (spe ll-like, 2/day), umbral touch (spell-like,
2/day, +S melee touch, DC 17)

2nd- flesh fails (2) (supe rnatura l, 4/day, +5 melee
to uch) , sight eclipsed (sp ell-like , 2/day), thought s of
shadow (sp ell-like, 2/ day)

1st-life f ades (sp ell-like, 2/day, +5 melee to uch, DC 15),
mesmerizing shade (sp ell-like, 2/ day, DC 15), stee l
shadows (spell -like, 2/day)

Fundamentals
a-arrow of du sk (supern atu ral, 3/da y, +8 ranged

touch), caul of sha dow (su per na tural, 3/day). mys tic
reflections (superna tu ral, 3/ day), shadow hood
(supe rnatural, 3/ day), sight ob scured (supern atural,
3/day)

Spell-Like Abilities (Cl Ist}:
l / day-dancing lights, ghost sound (DC 15),
prestidigitation, speak with QI1;mals (burrowing mam mal
only, du ration 1 minute)

Abilities Str 6, Dex 12, Con 15, Int 15, Wis 12, Cha 18
SQ sus tai ning shadow (eat 1 meal/week, sleep 1 hour/day)
Feats Favored Myst ery (flesh fails) (3), Reach Myst ery,

Weapon Foc us (melee touch)
Skill s Concent rati on +15, H ide +9. Intim idate +9,

Kn owledge (arcana) +5, Knowledge (the planes) +5,
Listen +3. Move Silently +11 , Spe llcra ft +6 , Spot +11

Possessions combat gear plu s m asterwork heavy mace,
amulet of natural armor +" cloak of Charisma +2, gloves
of Dexterit y +2, boots ofelvenkind

'T hey killctf us. Tht')' ~l'tI t 11 5 heyona. Bill wearc betltr for it ."

- Geoffrey Moer, Votary ofVecna

The Votaries of Vecna is a group of undea d necrom ancers
who exiled themselves to the Plane of Shadow. In time, they
turned to the dark god Vecnaand the sec rets ofshadow magic
to advance their power. Th ese spellcas rers are t horo ughly
ev il, using others as rools fo r their wic ked ends.

JOTNTNG THE VOTARIES OF VECNA
The easiest way tojoin the Votaries is 10 be und ead and to have
some ta lent with magic. The Votarie s respect necromancy,
bur shadow magic is their true call ing, T he Votar ies are
especially in terested in having child ren of nigh t (see page
117) joi n the group_

E NTR Y REQU IR EME N TS

Alignmen t: Any evil
Skills: Spellcraft 8 ranks
Special: Undead type or worshipe r of Vecna
Special: Caster o r mystery user level 1st

Votari es allow only cas ters to joi n their organ izat ion. so
nearly all their members are lich es. Even the lowliest mem
bers are casters of some me an s.

COMBAT
You do n't see k bat tle; you kee p to yourself and your studies.
If you mu st fight , lise spe lls and abi li ties to protect yourself
unt il you can esca pe and return late r wh en your enemy let s
down his guard . T hen , take your revenge.

Sometimes you can't escape. Your opponents can be craf ty,
clos ing off all your tried and [rue roures. If so. use minions.
Always kee p an asso r tme nt of undead ser vants a t hand, or.
failing that, a g roup of suitably cowed slaves. You won't be
sor ry when your minions bear the brunt of th e at tacks,g iving
you rime to mount a suitable cou nterattack or to escape.

In larger battl es. take advantage ofot he r g ro up members,
but take no risks. l et your compatriots shoulde r the burde n
of defens e.

ADVANCEMENT
You are elitist, acce pting only those who give their souls to
un life or who are tainted by sha dow. Even then, you don't
tolerate fools or lowly undead such as ghouls, zombies , and
othe r charteL Those nor meering your lofry ideals find th eir
fate ar the bottom of the Bleak Sea-a vast qu agmire of
necro tic sludge tha t kill s an d an imates flesh.



S)'l1lbol of the Votaries 0/Vet"11iJ

NPC REACTIONS
Th ose who don't hare the
Votaries of Vecna fcnr rhem.

Even traditiona l cler ics of the
Maimed Lord loathe (his sp lin
ter group. Living cre at ures are
au rorn at ically unfriend ly, and

those who know of the Votar ies
are always hostile.

The Tenebrous Cabal opposes
the Vota ries of Vecna. believing

th e liches are exploiting shadow magic
for evil purposes. The Cabal watch es

for activity by [he Votaries. and whe n such is de tec ted, it
respo nds wit h dead ly force.

ofheroes descended on the place, razi ng it and clea nsi ng it
ofth e necroma ncers' foul tain t.

A few necromancers survived (he attack by fleeing to the
Plane of Shadow, whe re they believed th ey woul d uncover
some secret knowledge that would allow them to return to
th e M ater ia] Plane for revenge. In fight ing and (he in fluence
of Vecna preven ted such a retu rn from occu r ring. Following
the dark god's promises of Powe r. the necromancers found
themselves in the Dark lands, where the taint of nega t ive
energy was stro nges t. O ne by one , Vecna consecra ted (hem
into un dca rh, ushering them to a new existence. l n exchange,
he revealed to th em the sec rets of shadow magic.

In th e years following, others soug ht out the Vota ries of
Vecna for the knowledge they he ld.

Th e Vota ries foun d some iudividu
als wor thy of membership and
fed others to the Bleak Sea. Now
th e Votaries pursue kno wledge

and stop at nothing to gain the
secrets they seek. even hurl ing
among I hemselves.

THE BLACK SPIRE
In one area ofth e Dark lands on th e Plane ofShadow is a vas t
sea th at, ins tead of water, contai ns a strange fou l blac k ich or
formed from negative energy. Cnst-offbits ofcorpses float on
the surface!forming a skin of fingers, eyes, tongues, and more,

VOTARIES OF VECNA LORE
Characters with ran ks in Knowledge (religion) or Knowledge
(the planes) can resea rch the Votaries ofVecna to learn more
about th em. W hen a charac ter makes a sk ill check , read or
paraphrase (he follow ing, including the information from
lower DCs.

DC 15: The Votaries ofVecna are undea d cas ters (hat use
a rare and unusual for m of magic.

DC 20: The Votaries are a treach erou s 101, bur united in
their thirst for kn owledge.

DC 25:Though they are serva nts ofvecna, SOUle members
still pay homage to (heir former master. a dem tlich calle d
Acererak. I

•

The Votar ies of vecna is an orga nization
of deprhl ess evi l. Each member operates independ en tly, as
ever y Vota ry com mits to himselffirsr and the orga n ization
second .

Spaw ned from a group of necromancers who served the
infamous dem ilich Acere rak , they fled to hid e, reg roup, and
dev ise a plan to str ike back. However. with t he knowledge
awarded by vecna. the Votar ies abandoned their goals to
broade n th eir un der standing of magic .

Strange ly! they 11e\'Cr had a s trong connec tion to shadow
magic, at least no r unt il thei r enemies sacked their horne.
O rigi na lly, they cluste red arou nd a terr ible hill shape d like
a sku ll, in which legend held ;1 terr ible derni lich lurked,
one whose lair was so riddled with traps tha t hundreds of
adventurers died there. Fina lly, a band of he roes overcame
the Tomb of Hor rors, putti ng th e Iich, Acercrak. to rest.

Th is victory gained not hing more than false hope, for after
(he barrie the very land swelled wit h negative en ergy, lurin g
hu ndreds of necrom ancers to practice th eir foul arts in the
shadow of (he hil l. Over the years , a perverse commu nity of
ambitiou s necroma ncersgathered on its slopes, practicing the
da rk arts, and slowly cor ru pted by the demilich's dark wil l.
Skull City, their community, would not last, fora ne w band

"TJle Voll1riesan' '1t11 n',11 tocvery
OI IC, 11 0/, jllst those who llmetin!
Sh'hlolv 1J1l1gic."

-c-Liereal Darkweaver,
lord of th e Second House,

Parliarnent of Shadows

Once you are a member. your exis tence is no easie r. Every
day is a fight for survival among your rivals vying for domi 
nance in the shadowy halls of their [Ower, the Black Spi re.
The group is treache rous, its members tu rning on one another
in an ins tant. Sur vival, not trai ning, is th e objec tive.

\X'ith every passin g year, you advance in prestige. Attacks
from other Votaries lessen as fear and respe ct blossom w ith
eac h thwarted atte mpt to destroy you. Don 't let th is respite
fool you. Expect more inven t ive th reats by those who would
supplant you . Preemptively att ack anyone who is cxpe rteuc
ing a meteoric rise, destro yin g the rival befor e it destroys
you.

VOTARIES OF VECNA
TN THE W ORLD

MISSIONS
You migh t go on expedi tions
to reco ver ancie nt man uscr ipts,
such as losr spellbooks or pow
erful tom es. If in formacion is
beyond reach , you work behind

t he sc enes, foment in g war,
plagu e! or some other calam ity
to loosen the defenses, givin g
you th e opp ortunity to snatch
the objec t ofyollt sea rch.



Speed 40 ft. (8 squares )
Melee touch +9 (ld8+S [Will DC 22 fo r half] plus paralysis

jFort DC 22 neg ate sJ)
Base Atk +6; Grp +S
Special Actions Enlarge Mystery, Empower Mystery (3) ,

Extend Mystery
Combat Gear orb ofshadow (3rd). potion ofinfl ict moderote

wounds. 2 rings of nuffjficat;on
Mysteries Known (CL 11th):
Initiate paths

6th -greQlershodowsfade (spell. l{da y)
5th-unravel dweomer (spell . l /day). curtain ofshodows

(spell. l /day)
4th-shadow vision (spell. l{day. DC 19). shadowsfode

(spe ll.l{day)
App ren tice paths

Jrd-killing shadows (spell.like. 2/ day. DC 18). sharp
shadows (spell-like. 2/ day)

2nd-piercingsight [spell-like. 2/ day). sight eclipsed
(spell -like.2/day)

1st-bend perspective [spell-like, 2{day). stee l shadows
[spell-like, 2/ day)

Fundamentals
O-arrow of dusk (supernatural . 3/day, +8 ranged

touch) . caul of shadow (supe rnatu ral. 3/day) . dusk
and dawn (supe rnatu ral, 3/day), m ystic reflec tions
(su pernatural. 3{day). sight obscured (supernatural .
3{day)

Wizard Spe lls Prepared (CL 3rd):
2nd-spiderclimb. web (DC 16)
1st-roy of enfeeblement (2) (+8 ranged touch). true strike
O-detect magic. flare (DC 14). touch offatigue (2)

AC 19. touch 12, flar-footed 17
hp 91 (14 HD); DR l S/ bludgeo ning and magic
Imm une rnlnd-affecting spells and abilit ies , undead

imm unities
Resist turn resist an ce +4
Fo rt +8. Ref +6. Will +11

Abilit ies SIr 9, Dex 14. Con - . Int 18. Wis 12. Cha 20
Feat s Combat Cas ting. Empower Myster y (3). Enlarge

Mys te ry, Exte nd Myster y, Weapon Finesse, Wea pon
Focus (melee to uch)

Skills Conce ntra tion +17, Hide +24, lnti mida te +12. Jum p
+8. Know ledge (arcana) +13. Knowledge
(d ungeo nee ring) +10. Knowledge (his tory) +10.
Knowledge (the plane s) +13. Knowledge (religion) +10.
Listen +9, Move Silent ly +26, Search +12, Sense Mot ive
+9. Spe llcraft v f S, Spot +26. Sur vival +1 (+3 on other
planes . +3 und erground)

Posse ss ions co m bat gea r plus amulet ofnatural armor +2,
doak ofCharisma +4, boots of striding and springing

Spell book spells pre pared plus O-all except en chantment
and illusion; 1st-detect undead, expeditiousretreat,
featherfa" . grease, magicmissile, mount; 2nd
com m and undead

GEO FFREY MOER CR 16
Male lich necroma ncer 3/shad owcaster 11
CE Med ium undea d (augmented humano id. human)
Init ...2; Senses see in dar kness 60 ft .; Lis te n +9, Spot +26
Aura fear (60 ft.• creatures of S HD or less Will DC 22 or be

affected byfearspell ofCL 14th )
Languages Common , Abyssa l, Dracon ic, Erven,

Undercommon

all an imated by the unlife per meati ng th e place. An island
lies in th e center of the macabre Bleak Sea, and spirali ng up
from it is a lonely tower called the Black Spire.

It would seem the tower should not stand, for its archi
tectu re de feats logic. \V'arp ed and twi sted. it looks like a
crone's finger. capped with a yellowed roof. Made entirely of
oily dark stone, the struc ture shifts frightfully, sometimes
for no apparen t reason . s kulls decorate the ou tside , their
eye sockets fitt ed with green gemstones. The ent ran ce is :I

great green demon 's face, its mout h opened wide and filled
with darkn ess. Its eyes spark le i11 the g loom, sugges ting fou l
secrets beyond.

Th e most pro minent Inhabitants of tlte Black Spi re :IfC the
Votarie s themselves. although their actual number is never
cert ain: ambu shes and assassinations arc all roo common.
Patr olling the grounds are their un dead servants. In addi
tion, the Votarie s enslave o the rs inhabi tants of the Plane of
Shadow, using them for meni al labor or for experimenta
tion.

ADAPTATION
You can easily adapt the Vota ries to orher carnpa tgns. In the
FORGOTIE~ RE1I LMssetri ng, subs titute Shar for vecna.As the
patron goddess of rhe Shadow \X'eave, she is a perfect deity
for this group. In the EBERRON setri ng, the Vot ar ies could
be refug ees from the M ateri al Plane, driven to the Plane of
Shad ow during one of the world's gre at conflicts.

VOTARIES OF VECNA TN THE GAME
Votaries of Vecna are enemies of nea rly everyone . The;-are
a pers onification of the danger th at morta l souls risk when
trafficking with dark gods and forbidde n lore. By introducing
rhe Votaries in royour game, the D~:1 adds nnorher dirnension
to rhe god Vecna,defin ing a splinter gro up ofhis worshipers
and revealing a new face or ev il.

pe sop ting to join the Vornrtes arc unu sua l, for few charac
ters can meet the criteria [or membership.Those who do face
many challenges, thre ats from other members. and complex
intrigues ,alliances,and betruyals as I he mem bers jockey for
domin ance.

SAMPLE ENCOUNTER
Encounters with the Votaries revea l their feuding. If one
Votary shows weakness, rhe ot her mem bers arrogan tly
destroy their comrade before turn ing back to deal with
opponen ts. For this reason , encou nters with this group can
be sligh tly more powerful than norm al, as invariably some
Votarie s turn against others during till' batt le.

El 16: Geoffrey Moer was a low-ranking necromancer
before the sack of Skull City, Th en on ly an apprentice. he
somehow sur vived the ban le to join his fellows in their flighr.
Like the rest, he learn ed much , beca me a shadowc aster, and
then later a shadow lich .Though he cla ims allegiance ro rhe
Votaries,he spends much time combing the plane to uncover
even greater secrets.



Far"'! Road is (1 sbadinecaster's pln)grol/lJd

Fo rk's Road is easy to find if yO ll know where to look. A
de!fclllll lgi( spell reveals arcane marks placed along the roads,
identifying the way. Furthermore, th e businesses on the
stree t are always on the looko ut for potentia l customers, so
it has 3 welcoming atmosphere. Finally, the Tenebrous Cabal
keeps an office here, an racr ing shado wcasters from all over
the world.

The locations described below are but a sample ofth e inter
esting shops and sigh ts tha t charac ters can explore. Because
Fark desires th e grea test possible secrecy in this odd place,
he doesn't rolerare fighti ng. Should a batt le e rup t, the locals
(which can be of any race or level you desire) lise non let hal
tactics to stop it before it gets out ofha nd. Trou blem akers are
subject to U1f1tlib' memor)' spells and ejected out of the c iry,

The maximum gold piece lim ir of Fark's Road is 50,000 gpo

1. THE W RINKLE
Nestled between two odd shops is the Wrtnkle . an alley rhar
runs about 50 feet before endi ng at a wall.The st ree t has an
unusual quali ty from which it takes its name.The cobbles are
peaked in places as if a root had snaked ben eath the stones ,
forcing them upward. Boxes, crates , and rain barre ls give
th e alley a cluttered look , altho ugh despite the jumble, it is
surpr isingly clean.

Inscribed on the wall of the Bungfsee area 3) is an invisible
tl fClllli' markbidd ing th ose who G I n understand it 10 CJ1It>r. A I

{he end of th e alley is an ilIl1.'iory 111111/.

In Brindin ford. there is a street between sneers, a place
bet ween places. Situated in \Vesl Hill, an eclectic quarter
att ract s all manner of unusual rvpes-c-spellcasrers and
eccentrics who purpon to follow the strangest beliefs. And
II all developed qui te by accide nt.

Th e laj' of the buildings in this block crea res a narrow
and crooked alley that weaves beh ind the public stree ts. A
shadowcaster named Phineas Park, who had an eye for suc h
things, saw potentia l in the alley. He though t 1Oconceal the
side stree t by buyi ng out the buildings all aro und. and ren t
ing our the buildings to unusual businesses no t normally
attract ive to locals. Mea nwhi le. he spread word of his plans,
drawin g mystery users. illusionists, end others to the city. All
along the street, small shops and tavern s open ed, specifically
catering to the needs of shadowcasters and their ilk. Although
Fark never resided in the area and visits on ly in frequen tly, it
has come to be known as Fark 's Road.

Th e following adventure sites focus on shadow magic. Each
location is fully de tailed, but no specific adventure hooks
or plots are included . wh ich allows you to adapt them fully
for you r campa ign.

SHADOW MAGIC
ADVENTURE SITES



Skills Appraise +5, Bluff +6, Conce ntra tion +6, Deciph er
Script +5, Diplomacy +8. Disgu ise +6, Forgery 'TS,
Hide +12, Knowledge (the planes) +3, Move Silently +10,
Sense Motive +3, Sleight of Hand +8, Spot +3

Posses sions co mba t gear plus masterwo rk rapie r, shadow
silk leather

4 . HIDDEN ROAD
Beyond th e ifl lI5l1ry H'11I1is a narrow street w ith severa l abrupt
and strange turns so tigln that cart s cannot navigate rhem. All
along the road , whic h has rhe same wri nkle d appearance as
the alley en trance, are shops catering speci fically to th e needs
ofadven turers. each special izing in a vanery of goo ds . Shops
ded icated 10 sell ing po tio ns, wan ds, and scrolls see brisk
trade here. Given the clientele that Fark 's Road att racts, th e
streets are fu ll of stra nge and disturbing people.At a ny time
of the day,once can expect to see a m ix of humans, elves. and
dwa rves. as well as planetouched such as casi mars. rtefli ngs,
and the ir rarer ki n, to say not hing of th e devi ls! yugoloths,
and other outsiders that visit to exc ha nge news an d goo ds.
Despite the tensions tha t woul d ord ina rily result. the spir it of
co mmerce ecl ipses the natural pred ilec tions for vio lence.

3 . THE BUNG
This squat bui ld ing, named the Bung, has a crooked door
flanked by two red-glass windows. A tavern, it has a bad
reputa tion for attrac ting unsavory types such as mercenaries,
adventu rers, and humanoids of ques tionableorig in . Tables
and benches fill rheplace,and curtained boot hs line the walls
offeri ng pri vacy for those see king it. A bar stands aga inst the
back wall next to the kitchen door.

T he Bung's employees are cold.They are efficie nt , bur [hey
lack a cer tai n friend liness one would expect of a busi ness.

5 . CALlCO'S TOMES (EL 8)
Thi s li tt le boo ksrore has ::111 incred ible se lec ti on of books.
Altho ugh many of the volumes here are reference books on
such topics as arc hi rec rure. Iineages, and plana r ph enom ena ,
th e shop has no sbcn age of spellbooks and ot her magical
g rimoires. In fact ,Calic o has a few heretica l treatises on pact
magic and one or two boo ks on truennmes, bur he kee ps these
un der lock an d key.

Calico Is a qu iet and unas suming ma n of m idd le years, H e
wears a pair of spectacles th at sit Iow an hi s nose, and his
watery blue eyes always seem dist ract ed , as if he's th in king
about someplace or something orher than wha t's at hand.
Still . he Is u shrewd negot iator an d com mands a h igh price
for hi s bo oks (....25% their normal value),

CALICO CR 8
Male human expert 6/ binder 3
N Medium humanoid
Init - 1; Senses Listen +1, Spot +1
Languages Abyssal, Celestial, Com mon. Draconic.

Dwarven, Elven, Giant, Gnome. Halfling, Infernal,
Underc ommon

AC 16, touch 14, flat-foo ted 12
hp 12 (4 HD)
Fort +2, Ref +7, Will +4
Weakness light blindness

Abilities Str 8, Dex 18, Con 8, Int 13, Wis 12, Cha 14
Feats Negotiato r, Shadow Cast

2. BARTLEBY'S CURJOSlTlES (EL 3)
A large shop stands next to the \X'rinkle wi th a sign overthe
door proclaim ing it to be Bartl eby's Curiosi ties. Oddities
collec ted from all over the planes fill the shelves ~1I1d rabies.
Vials con taining raw elemental materi al. an incredible selec
tions of gem stones, old books, tal ismans, amulet s and soon
are all available here- if anyone can find them beneath an
equa l amount of junk.

Even Ban leby, the ow ner, is stra nge. A shadowswyfr, he
co nceals hi s un usual appearance beh ind a veil of magi c,
but even so, his movement s are a lin Ie roo fluid , a little
too inhuman to match his assumed shape-a porr ly man
with dusky skin and a head of th ick black hair. Detached
but fri endly, Ban lebv is not sure exac tly what he has in
the shop-he inherited th e place fro m a powerful wizard
wh o met an unfort unate end <I few years back. He is happy
to help to find someth ing wh en he do esn' t have wha t his
customer seeks. Barrleby works for Fark , warchi ng for spies
or en emies wh ile also loo king for mystery users I spe llcasr
ers , and adventuri ng types wh o wo uld benefit from Fark's
Road . If the PCs are look ing for so me th ing speci fic and
improve Barrleby's att it ude to fr iend ly, he tells th em about
the H idden Road, suggest ing they look there fort he object
of their searc h.

c haracters can purch ase any magic item orit value up to,
3,000 gp here, alth ough finding any given item requires a
successful DC 20 Sear ch check.

Speed 40 ft. (8 squares)
Melee mwk rapier +1 (1d8-1118-20)
Base Atk+1: Grp +0
Atk Opt ions sneak attack +ld 6
Combat Gear bog oJ tricks (gray), potion oJba rkskin (+2),

potion of CLlre light wounds
Mysteries Known (Cl 3rd; 10% arca ne spel l failure on ly in

bright light):
Appr en tice paths

2nd - shadow skin (spell, l /day)
1st - dusk and dawn (spell. l /day), carpet oJsha dow

(spell, l /day)
Fundamentals

O- caul of shadow (supernatural, 3/day), sight
obscured (supernat ural, 3/d ay), umbral hand
(supernatu ral, 3/ doy)

BARTLEBY CR 4
Male shadows wyft* rogue 1/ shadowcaster 3
*Race descri bed in Planar Handbook
N Medium outs ider (extraplanar)
Init +6; Senses darkvision 120 ft., low-light vision ; Liste n

+1 , Spot +3
Languages Abyssal, Common, Shadowswyft
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AC 14, touch 9, flat-footed 14
hp 55 [9 HD) ; DR 1/-
Fort +8, Ref+5, Will +10

Sp eed 30 ft. [6 squares)
Melee mwk morningstar +8/+3 (ld8)
Bas e Atk -6; Grp +6
Attack Options s udden str ike +ld6
Special Actions bird's-eye viewing, inv isibility (full-round

action; invisibility for 3 rounds; wait 5 rou nd s before
us ing again)

Com bat Gear alchemist'sfire, potion ofbeCir 'sendurance, 2
potionsofcuremoderate wounds

Ve stiges Typica lly Bound [3rd, Binding +6 ): Malpha s

Abilities Str 10, Dex 8, Con 14, int 13, Wis 12, Cha 17
SQ po iso n use, suppress sign
Feats Extend Supernatural Ability, Lightn ing Refl exes ,

Negotiator, Persuasive, Weapon Focus (morningstar)
Skills Appraise +8, Bluff +13, Diplomacy +19, Disg uise +3

(+5 acting), Int imidate +12, Knowledge [arcan a) +8,
Know ledge (history) +6, Knowledge [local) +5 ,
Knowledge (the planes) +6, Knowiedge (re ligion) +4,
Sense Motive +12. Speak Language (9 ra nks), Surv ival
+1 (+3 on ot he r planes)

Possessions combat gear plus masterwork morningstar, ... 1
studded leather, amulet ofnatural armor +1, bag oftricks
(rust), cloak of resistan" + 1, hot ofdisguise

6 . SHADOW HOSTEL
The largest building on Fark's Road is made from fit ted black
stone with a single door of mahogany bound in cold iron.
Th e Shadow Hos tel is the centerpiece of rh is st reet. Inside
are several desks where minor functionaries sit toiling over
mounds of pape rwork. In the center of the room stands a
raised platform paint ed with glyphs and sigi ls. Here, can
dida tes can safely demonst rate their knowledge of shadow
magic or other talents for recruiters from the Cabal to assess
thei r worth. Those with the righ t sk ills receive an invitation
to attend the Bleak Academy,

Th e rest of this building consisrs largely of offices, apnrr
merits for those who work here,and a full kitchen and dining
hall .At any rime, td6+6 shndowcas te ts of vartous levels and
faces labor here.

TYPI CAL C ABALIST CR 3
Male or female human sha dowcaster 3
LN Medium humanoid
Init +2; Senses da rkvision 30 ft.; Listen +0, Spot +1
Languages Com mon , Ha lfling

AC 12, touch 12, flat-footed 10
hp 13 (3 HD)
Fort +5, Ref +4, Will +4

Speed 30 ft. [6 squa res)
Meleernwk spear «I (ld8-1)
Ranged mwk spear +4 (ld8-1)
Base Atk +1; Gr p +0
Special Actions Extend Mystery, Reach Myste ry
Combat Gear potionof cure fight wounds, wand of arrow oJ

dusk, wandof mesmerizing shade

Myste ries Kno wn (CL 3rd) :
Apprentice path s

2nd-j1eshfails (speli, l /d ay, +0 melee to uc h)
1st-lifefades (speli, l/day, +0 melee tou ch, DC 13),

steei shadows (s pe ll, 1/day)
Fundamen tals

O- cau l of s hadow (supernatural, 3/ day), mys t ic
refl ec t io ns (su perna tura l, 3/day) , s ight obscured
(s upe rn atu ra l, 3/ da y)

Abilities Str 8, Dex 14, Con 12, lnt 13, Wis 10, Cha 15
Feats Extend Mystery, Reach Mystery, Shadow Cast
Skills Conce ntra tion +7, Hide +8, Knowledge (arcan a) +2,

Knowiedge (the pla nes) +3, Move Silently +8, Spe llcraft
+3, Spot +1

Possessions comb at gear plus maste rwork spea r, cloak of
resistance+ 7

7. COMMON GROUND (EL 5)
Nearly rivaling the Shadow Hostel in size, Common Grou nd
is a rwo-storv taproom. The main floor con sists of a large
room filled with tables and booth s. The decor is decidedly
magic-o riented, with paintings of famous casters who have
visited, old wands and staffs (no ch arges), and a few stuffed
mon ster heads hangi ng here and there.Th e tables themselves:
are jus t as fanta stic. Instead of table legs, petrified goblins
keep them steady.

Rubtous Rallader is Fark's old frien d and adven turing
com panion. \X'hen Fark in formed him of his plans for the
Road, Rubious jumpe d at the chance to open a tavern . It 's
importan t to Rubio us that the taver n caters to anyone with
coin to spend, so he always has a mixed and in teresring
crowd.

Middle-aged with thinning brown hair and match ing eyes,
Rubious is easygoing, wi th a quick sm ile an d a bawdy sense
of humor. He is missin g his lefr pi nky just bela'v the second
kn uckle, an injury he claims he gor fighting some creature
in some mysterious land (and the details of which change
,vith every te lli ng).

R UBIOUS RALLAD ER C R 5
Male human bard 5
N Medium huma noid
Init -+3; Senses Listen +8, Spot +4
Languages Common, Dwarven, Elven

AC 13, to uch 9, flat-footed 13
hp 25 (5 HD )
Fort +2. Ref +3, Will +4

Sp eed 30 ft. (6 sq uares )
Melee mwk s ho rt sword +5 (1d 6+1)
Ranged mw k dagger +3 (l d4+1)
Base Atk +3; Grp +4
Special Actions bardic music 5jday {countersong,fascinate

2 targets, inspi re competence, inspire cou rage +l}
Combat Gear pipes of the sewers, potion of curemoderate

wounds
Bard Spells Known (CL 5th):

2nd (2/day)-ca lm emotions (DC 15), enthrall [DC 15),
hold person (DC 1S)



1st (4/day)-charm persan (DC 14), disguise se!f(DC 14),
sleep (DC 13), Tasha's hideous laughter (DC 14)°(3/day)-daze (DC 13), detect magic, lullaby (DC 13) ,
open/close, prestidigitation, read magic

Abilities Str 13, Dex 8, Can 12, Int 14, Wis 10, Cha 16
SQ ba rdic kno wledge +7
Feats Combat Casting, Improved Init iative, Negotiator
Skills Bluff +13, Concent ration +9, Diplomacy +13, Disguise

+3 (+5 acting), Gather Info rmation +13, Int imid ate +7,
Knowled ge (local) +10, Listen +8, Perform +11,
Spe licraft +10, Spot +4

Possessions combat gea r plus master work st udded leather
armor, masterwork shor t sword , 2 mas terwork daggers ,
amulet ofnaturaf armor +1

8':" l'HE FORK (EL 5)
Park 's Road has several alleys an d side streets lead ing back
into the city or to the persona l homes of th ose who do
bu siness here. Aft er turning back on itself it leads past
~everal smaller structures- homes and apartments for the

locals- until it comes to a place known as the Fork. O rd i
na ri ly. such a break in the road wouldn 't be unusua l at all;
however, this place is haunted.

Where the road tu rn s southwest , it leads to a few more
sh ops and hom es, but where it turns northwest , a malevolen t
spirit, th e remnants of a mad cultist k ille d by a group of
adventurer s. lairs here. During th e day. th is spi rit poses no
th reat, bur at night the ghostly sorcerer mani fest s, preying
upon incautiou s travelers who get turned around in the street.
Th e ghost h as learned not to atta ck locals, only tr avelers.

GH OSTLY S OR CERER CR 5
Male huma n gho st sorce rer 3
CN Med ium undead (incorpo real)
Init +5; Se nses dark vis ion 60 ft. ; Listen +7, Spot +7
Languages Com mon, Draconic

AC 16, touch 16, flat-footed 15
hp 22 (3 HD )
Resist +4 turn resista nce
Fort +1, Ref +2, Will +2

Speed fly 30 ft. (perfect)
Melee incor porea l touch +2 or +1 aga inst et hereal foe s

(l d 6)
BaseAtk +1; Grp +1
Special Actions co rrupt ing touch, man ifestat ion
Sorce re r Spells Know n (Cl 3rd) :

1st (7/d ay)-magic missile, obscuring mist, sleep (DC 16)°(6/day)-daze (DC 15) , detect magic.fla re (DC 15),
light, read magic

Abilities Str~ (10 when manifest ed ), Dex 13, Can -, Int
12, Wis 8, Cha 20

SQ familiar (no ne at presen t) , incorpo real traits,
rejuvenation, undead traits

Feats Co mbat Cast ing, Improved Initiative, Toughness
Skills Concen t rat ion +6, Hide +9, Knowledge (the planes)

+4, Listen +7, Profess ion (scribe) +5, Search +9,
Spel lcra ft +7, Spot +9

Possessions none

A gre at rift called Nighrcrawle r c hasm snakes across the
Plane of Shadow. Named for th e nightsh ades said to haunt
its depths, it is a ter ri ble place, one best avoided. Strangely,
th is chasm is also th e site of one of the plane's larges t cit ies,
Bnlef ire. Here, the d iml y g lowi ng lantern s create a haven for
travelers, offering res pite from the oppress ive bleakness of
the pla ne. Some , however, h are th e ligh t and stop at nothing
to ext inguish it . '

About t .noo feer down in side the chasm lies Nig htwatch, a
Nightshade Covena nt outp ost. Given its remoteness, the dep th
of the chasm,and the things wri th ing in w icked madness far
below, the X tghrshaders are confiden t in thei r secur ity,Th ose
who would assaulr this ourpos t must first contend with the
terra in. The walls have reg ular hand holds (Climb DC 10), bur
cha racter s who do not have darkvision or a viable light source
take a - 5 ci rcumstance pena lty on their sk ill checks. l t is far
better to use .fl y spells and simila r effects.

1. LANDING
Jutti ng ou t from t he wall are th e shatt ered rema ins of :.1

bridge . The bridge surface has collapsed in places, revea ling
broken support pillars benea th. A gloomy archway offers
access to a da rk chamber. Perched on the lintel over th e to p
of th e the arch is a li felike stat ue of a foul. grinning demon,
its rail cu rling down,

Four bored shadar-kai guards are stationed just in side th e
archway (see area 2) an d have a clear view to [he landing.
Assume the sen tries take '10on Spot and listen checks for a
resu lt of 18 (includes - 1 penalty for di stance) on either sort
ofsk ill check. If the cha rac ters do anyth ing to att ract not ice,
the sent ries attack using ranged weapon s fir st.

Th e ruined bridge portion is strong enoug h to ho ld th e
pe s' combined weig ht, but 25 po ints of damage causes the
whole th ing to slide down into t he yawni ng abyss aft er ld4
rou nds.

2 . HALL (EL 7)
Thi s hall is hewn from black rock. O n eithe r side, a door
stands closed in the cente r of the walls . The end of the hall
is concave, and at the center of the depression is yet another
door.

Fou r shadar-ka i sentries stand gua rd here under orders to

attac k any intrud ers on sigh t. The draw bat riders in area 5
automatica lly hear any sounds of combat an d join t he battle
in ld3 rounds.



SH ADAR- KAI SENTR IES (4) C R 3
Male shadar-kai rogue 2
NE Mediu m fey (extraplanar)
Init +5; Senses superior lcw-ltght vision; Listen + 9, Spot ..;.. 9
Languages Common, Elven, Sylvan

AC18, tou ch 15, flat-footed 13
hp 17 (5 HD)
Resist evasion
Fort +1 , Ref +11 , Will +3
Weakness shadow curse

Speed 30 ft. (6 squares)
Melee mwk spiked chain +8 (2d4+1)
Ranged mwk sho rtbow +8 (l d6+1)
Space 5 ft.; Reach 5 ft. (10 fl. with spiked chain)
Base Atk +2; Grp +3
Atk Options snea k attack +2d6
Combat Gear potion ofcure light wounds
Abilities Str 12, Dex 20, Con 11 , Int 9, Wis 10, Cha 6
SQ hide in plain sight, trapfindin g
Feat s Alertn ess, Exotic Weapo n Profici ency (spik ed chain),

Weap on Finesse
Skills Balan ce +7, Hide +12 (+22 in da rkness o r shado wy

ill umination), Jump +3, Knowled ge (nature) +1, Listen
+9, Move Silent ly +12, Search +4, Spot +9. Survival +5
(+7 following tracks), Tumble +7

Possessions combat gea r plus masterwork studded leather,
masterwork spiked chain, masterwork shortbow with 10
cold iron arrows

Hide in Plain Sight (EX) A shada r-kai ca n use the Hide skill
even while being observed (except in natural daylight,
the area of a daylight spell, or a similar effect) ,

Shad ow Curse (Sui Any lime a shada r-kai is on a plane
other than the Plane of Shadow and is st unned, dazed,
staggered, or unconsciou s, he mu st make a DC 15 Will
save or gain one negative level unt il he return s to the
Plane of Shadow.

3 . STABLE (EL 8)
Thislarge and dark room reeksofguano. AJI along the north and
south walls, about 10 feet above thefloor, are long stout wooden
poles on which hang six enormous shadow dire bats, their hides
so black that only their shapes are visible. Strange saddfes and
rigging sit on a rack near thefor end ofthe room close to a dark
tunnel curving back toward the chasm.

Thi s room is the Nighrshadcrs' stable. They use these crea
tures to fly up ro the sur face, in filtrate the city, arid return .
Eleven Other shadow di re bats are abse nt,They are eithe r in
lise by individua ls nor currently in Nig h rwmch or they are
hunt ing the chasm for fOOtI. Th~ N igh tshaders G In call them
back to the landing using a whis tle that hangs on a spur of
rock in area 4. Each bat rider and each of [he commanders
also carries such a whi stle. \X'hen blown [rom the landing
or the bridget the whistle calls the absen t shadow di re bats
in 2d6 round s (roll for each bat separate ly).

The shadow dire bars in this roo m will not attac k un less
rhe pes attack firs t.

S HADOW DIRE BATS (6) CR 3
N Large magical bea st
Init +6; Senses blindsense 40 ft ., darkvision 60 ft., low-light

vision; List en ...12, Spot +8

AC 20, touch 15, flat-footed 14
hp 30 (4 HD)
Resist co ld 9, evasio n
Fort +7, Ref +10, Will +6

Speed 30 ft. (6 squares) , ny60 ft. (good)
Melee bite +5 (l d8+4)
Space 10 ft.: Reach 5 ft.
Base Atk +3; Grp +10

Abilities Str 17, Dex 22, Con 17, Int 2, Wis 14, Cha 6
SQ shadow blend
Feats Alertness, Stea lthy
Skills Hide +4, Listen +12, Move Silently +17, Spot +8
Possess ions none

Shadow Blend (Su) In any conditions other than full
daylight, a shadow dire bat can disa ppear into the
sha dows, gaining total concealment. Artificial
ill um ination, even a light or continua/fl ame spell , doe s
not nega te this ability, but a doylight spell does .

4. LAUNCH
Th e riders use this tunnel to fly in and our of Nightwatch.
Somewh at round, it opens onto the chasm.

5 . MEETING HALL (EL 7)
Although dark, thi s large room conta in s severa l comfortable
cha irs, a cooking pit and a spit. tables, and cabinets. Low
ran king agents of the Night shad e Covenant spend m uch of
the ir tim e here when not in their barracks (see area 17).lfth e
pe ssomehow conceal the noise of combat in area 2, three bat
rider s relax here afte r a parti cu larly roug h mission.

Among th e stores are three weeks of tra il ration s and an
equal amoun t of warer.as well as assorted cutlery, plates, and
iron po ts and pan s.

D ROW BAT RIDERS (3) CR 4
Male drow ranger 3
NE Medium humanoid (elf)
Init +2; Senses darkvision 120 ft.: Li ste n +5, Spot +5
Languages Comm on, Elven, Undercommon

AC 15, touch 12, flat-footed 13; Dodge, Mobility
hp 10 (3 HD)
Immune sleep
SR 14
Fort +3, Ref +6, Wi ll +2 (+4 against spe lls and spell-like

abilities )
Weakness light blindness

Speed 30 ft. (6 squa res)
Melee mwk longsword +5 (ld8+1/19-20) or
Melee mwk longsword +3 (ld8+1/19-20) and

mwk short sword +3 (ld6/ 19-20)
Ranged shortbow +5 (l d6/x3)
Base Atk +3; Grp +4
Atk Optio ns favored enemy elves +2, poison



T he ent rance 10 N igb/7uatcb is as gloom)' a! wbat awaits 7uilbill it

Com bat Gear 2 potionsofcure light wounds, 2 dos es of drow
knockout po ison (DC 13, unconsciou sness/
unconscious ness for 2d4 hours) , 2 doses of shadow
ess ence (DC 17, 1 Str drain/ 2d6 Str da mage)

Spell .Like Abilities (Cl 3rd):
l /day-dan cing ligh ts, darkness. faeriefi re

Abilities Str 12, De, 15, Con 9, Int 10, Wis 10, Cha 11
SQ able to locat e sec ret or concea led doors , wild emp ath y

+5 (+1 magica l beast s)
Feats Dodge , End urance, Mobilit y. Track, Two-Wea po n

Fighting
Skills Climb +4, Han dle Animal +6, Hide +8 , Listen +5,

Move Silent ly +8, Ride +1 0, Search +2, Spot +S,
Surv ival +3

Possess ions co mbat gea r plus master work studd ed leather,
mas te rwork long sword, masterwor k short swo rd ,
shortbow with 10 arrows , cloak oj resistclflce +J

6. SANCTUARY (EL 8)
An altar stands before the idol of a god of darkness (choose
one appropriate to your campaign sell ing). O n the alta r is a
large, du sty tom e next to a met al Ctl p and a sacr ificia l knife,
Two rows ofbe nches stand be fore it, Black ban ner s han g on
the walls. suggesting the perfecti on of shadow.

T he cup and kn ife feature on yx and jet fin ings.ench being
wo rt h 500 gpoA rrap protects the floor in front of the al tar,
Depressing th e pressure plate causes the idol's mouth to open
and vomit a clo ud of insan ity mist.

Insanity M ist Vapor Trap: CR S; mech anic al; locat ion
trigger; repa ir rese t: gas; never miss; onset delay (1 rou nd);
poison (insa ni ty mist, DC 15. Id4 Wis/ 2d6 \Vis); multiple
rargets (all targets in a tu-ft-by-to-ft . area); Search DC 25;
Disable Dev ice DC 20.

7. NEXUS (EL 7)
This roo m is a large hem isph ere. Five iron doors lead dee per
in to the complex. T he center of th is room is car ved w ith the
symbol of th e Nightshade Cove nant.

8. CORPSE CORRIDOR (EL 9)
The door to th is room is locked (O pen Lock DC 25). If a
charac ter paus es to Listen (DC 10) at this door before open
ing it, she hears terrible wet sounds of reart ng and r ipping
coming fro m with in,

Beyond the door is a long tunnel, burrowed deeply into the
chasm wal LTh e horri fic sounds come fro m the ren sh adow
ghouls feasting on a politica l pr isoner kid napp ed fro m
Balefire. Prodded by the pro spects of more food, th e shado w
ghouls aba ndon th ei r prey and surge forward to atta ck.



10. JAILER'S CELL (EL 7)
Thi s smnll room holds a cot , a small writing table, and a
sack. The rest of the room is coated with the twitching and
wri th ing pa rt s of cor pses, all nail ed ro the fl oor, walls , and
even the ceiling. Bilious CrO\\', the Nigh tshaders ' pet necro
mancer and cus tod ian of [he shadow ghouls in area B, lives
here with his rar lam iliar. Thin to rhe point of being gaunt,
he has a mop of greasy black hair and lips stained green from
his foul feastin g.

9. BLOODY HALL
The door to th is room is locked (O pen Lock DC 25) and
trapped.T he rrnp affect s the first two s-foot squares adjace nt
ro the door.

Beyond the door is a shor t hall ending at another door.
Un like other rooms in th is place, the wa lls he re are covered
with profane and blasphemous graffiti. includ ing the names
of goo d-alig ned gods of ligh t spelled backward , in verted
holy symbols, and worse. It seems all th e graffiti is pa in te d
in blood .

Evard 's Black Ten ta cles Trap: CR 7; magic device;
proximity trigger (aILl rm); no reset; spell effect (Evanl's blacl~

tenlodes. zth-level wizard, td4+7 tent acles , Ark +7 me lee
[tds ...4, teu taclej); multiple targets (up t'O six tentacles per
target in each of two adjacent 5-fl. squares); Search DC 29:;
Disable Device DC 29.

Nightwatch
One square = 5 feet

Shadow ~ I end (Su) In any conditions o the r than full
daylight. a shadow ghoul can disappea r into the
shad ows, gaining total concea lme nt. Artificial
illuminatio n, even a light or contitwafflame spell, does
not negate this ab ility, but a daylight spe ll does.

AC 14, touch 12, flat-footed 12
hp 13 (2 HD); DR 5jmagic
Resist cold 7, +2 turn resistance
Fort +0 , Ref+2, Will +5

Abilities Str 13, De, 15, Con -, lnt 13, Wis 14, Cha 12
SQ shadow blend, undead immunities
Fe ats Multiattack
Skills Balance +6, Climb +5 , Hide +6, Jum p +5, Listen +2,

M ove Silent ly +12, Spot +7
Posse ssion s none

Speed 45 ft . (9 squares]
Me lee bite +2 (l d6+1 plus para lysis and disea se) and

2 claws ~O (l d3 plus paralysis)
Base Atk +1; Grp +2
Special Actions ghoul fever (bite, DC 15; incub ation 1 day;

da mage 1d3 Con and 1d3 Dex} , pa ralysis (l d4+1
rounds; DC 15 negates )

SH A DOW GH OULS (1 0) CR 2
CE Medium undead
lnit +2; Se nses da rkvisio n 60 Ft .. low-light vis io n; Listen +2,

Spot +7
Langua ges Common



The sack contains soiled clothing taken from hi s vic tims.
Aside from his possession s, thi s roo m hold s no th ing of
value.

If the pes triggered the trap ward ing h is lair, he will be
ready for them , casti ng an Cl1t'YVl1!iOIi spell at the lead charac
rer. O therwise. he prod s an an imate hand with a long needle,
while his rat fam iliar chews away contentedly on a twit chi ng
ton gu e nailed ro th e floor.

BILIOUS C RO W C R 7
Male human necrom ancer 7
NE Medium humanoid (huma n)
Init + 6; Senses Listen - 1, Spot - 1
Languages Common, Draconic, Undercomm on, empa thic

link

AC 15, touch 13, flat-footed 13
hp 31 (7 HD)
Fort +6, Ref +4, Will +4

Speed 30 ft. (6 squares)
Melee dagger +4 (ld4+1/19-20)
Ranged mwk light crossbow +6 (ld 6/ 19-20)
Base Atk +3; Grp +4
Wizard Spells Prepared (CL 7th; ld 20+9 to overcome SR):

4th -enervation (+5 ranged tou ch)
3rd-rayofexhaustion (+5 ranged touc h, DC 16),

vampiric touch (+4 melee touch)
2nd-cot's grace, command undead (DC 15), ghoul touch

(DC 15), score (DC 15)
l st- causefear (DC 14), chill touch (+4 melee touch ,

DC 14), magicmissile (2), mage armor, ray of
enfeeblement (+5 ranged touch)

O-detect magic, ra y offrost, resistance, touch of fotigue
(+4 melee to uch, DC13)

Abilities 5tr 12, Dex 14, Con 14, Int 15, Wis 8, Cha 10
SQ fami liar, share spells
Feats Alertne ss (if familiar is within 5 ft.), Combat Casting,

Improved Initiative, Scribe Scroll, Silent Spell, Spe ll
Focus (necromancy), Spe ll Penetration

Skill s Concen tration +12, Hide +7, Knowledge (arcana) +12,
Knowledge (the plane s) +12, Spellcraft +14, Survival -1
(+1 on ot her planes)

Possessions dag ger, mast erwork light crossbo w with 10
bolts , ring of protection + 1, bracers ofarmor +2

Spellbook spells prepared plus O- all except enchantment
and illusion; 1st-alarm, detect undead; 3rd-anim ate
dead, lightning bolt;4th-Evard's black tentacles

RAT FAMILIAR CR -
NETiny magical beast
Init +2; Senses low-light vision, scent; Listen +1. Spot +1
l anguages empathic link, spea k with maste r, speak with

rats

AC18, touch 14, flat-footed 16
hp 15 (7 HD)
Resist improved evasion
Fort +2, Ref +4, Will +6

Speed 15 ft. (3 squares) , ciimb 15 ft., swim 15 ft.
Melee bite +4 (ld3-4)
Space 2-1 /2 ft.; Reach 0 ft.

Base Atk +0; Grp -1 2
Atk Option s de liver touch spells

Abilities 5tr 2, Dex 15, Con 10, Int 9, Wis 12, Cha 2
SQ share spells
Feats Weapon Finesse
Skills Baiance +10, Climb +12, Hide +14, Move Silently +10,

Swim +10
Possessions none

11 . PASSAGE
This long cor ridor is bleak and bar ren, the walls made from
th e same da rk stone found everywhere in th is place. At the
end of the runnel srand th ree iron doors. Each door bears a
bas-relief of a gro resquely twisted demon's face, although the
cenrer do or is by far the hugest and most awful.

Any lou d noises automatically attrac t (he att en tion of the
subcommanders in areas 12 and H and the commander in
area 13. Each respon ds in td 3 round s.

12. SUBCOMMANDER'S QUARTERS
(EL 8)

This room is clean and spartan , wirh a simple cor, a writing
desk, and an old worn chest. Kr tella, a subcom mander in
this ou rfit, lives he re. she keeps to herself, contemplating
the perfection of dark ness. Kriella despises elves and half
elves and att ack s suc h individuals in prefe rence over orher
foes. On occasion, she accompan ies the bat riders on their
raids in (he city above th em, so this room might be empty
(20%chance).

The ches t contai ns th ree extra suits ofda rk clothing, 326
gp, an orb of black onyx worth 750 gp, and a collar ofIImbnd
11Ictt1 111 0rprIOsis.

KRIE LLA CR 8
Female draw shadowcaster 7
CE Medium humanoid (elf)
Init +3; Senses da rkvision 150 ft.: Lis ten +5, Spot +12
Languages Abyssal, Common, Draconic, Drew Sign

Language, Elven , Undercommon

AC 13, touch 13, fla t-footed 10
hp 27 (7 HD)
Immune sleep
Resist +2 on saves aga inst enchan tme nts; SR 18
Fort +5, Ref +5, Will +6 (+8 against spells and speli-like

abilities )
Weakness light blind ness

Speed 30 ft. (6 squares)
Melee mwk heavy mace +4 (l d8)
Base Atk +3; Grp +3
AtkOptions poison I

Special Actions Empower Mystery, Enlarge Mystery, Extend
Myster y

Combat Gear 2 doses of drow knockout poison (DC 13,
unconsciou sness/unconsciou sness for 2d4 hours),
potion of cure light wounds, 2 scrolls of shadow evocation,
scro ll of step into shadow, wand of arrow of dusk



Myster ies Known (CL 7th):
Init iate paths

4th-shadow , vocation (spell , l j day, DC 17)
Apprentice paths

3rd- fl icker (spell-like, 2jday), sharp shadows (spell-like.
2jday)

2nd-:ocongress ofshadows (spell-li ke, 2jday), sight
eclipsed [spell-like, 2jday)

1st- steel shadows (spell-like, 2jday ), voice of shadow
[spell-hke, 2jday, DC 14)

Fundamentals
a-arrow of dusk (supern atu ral, 3jday, +6 ranged

touch) , black candle (sup ernatural, 3jday) , cau l of
shadow (supernatural, 3/day) , mystic reflections
(supern atural, 3jday)

Spell-Li ke Abilities (Cl 7th):
l jday- dancing lights, darkness,Jaeriefire

Abilities Str 10, Dex 17, Can 10, Int 16, Wis 12, Cha 16
SQ sustaining shadow (eat 1 mealjweek)
Feats Alertness, Empower Mystery, Enlarge Mystery,

Extend Myste ry
Skills Concentration +10, Hide +13, Intimidate +9,

I<n owledge (arcana) +7, I<nowledge (the planes) +7,
Usten +5, Move Silently +7, Search +5, Spellcraft +13,
Spot +12

Possessions combat gear plus masterwork heavy mace,
glovesof Dexterity +2, cloakofelvenkind,

13 . COMMANDER'S QUARTERS
(EL 10)

As commander of this ceil of N ighrshaders. Morgren ix has
se ized every opportun ity ro make her li fe comfortable. A
large bed stands aga inst the north wall anddark indigo carpet
covers the floor. Lengths ofblack silk hang from the ceiling.
co ncea ling ~iher detail s of this room.

Murgrenix cares no thing for the Covenant;she wan ts only
revenge for her people. She th inks the \vay ro ach ieve this
is ro invade the Material Plane and des troy the elves. she
bides her time in this forlorn out pos t un til she cun advance
wi thin the organization and steer the ope ratives TO her way
of th inking.

The seven silk hangings, while no tobstructions,areopaque
and block line of sigh t. providing concealment roall com bat
ants in the room. Pulling a curtain from its ha nger requires
a standard act ion and a DC 8 Streng th check.

MORGRENIX CR 10
Female draw shadowcaster 9
NE Medi um humanoid (elf)
Init +2; Senses darkvision 150 ft.; Listen +2, Spot +11
Languages Abyssal, Common, Draconic, Draw Sign

Language, Elven, Undercommon

AC 12, touch 12, flat-footed 10
hp 34 (9 HD)
Immune sleep
Res ist +2 on saves against enchantment s; SR 20
Fort +6, Ref+7, Will +6 (+8 against s pells and spell- like

abilit ies)
Weakness light blindness

Speed 30 ft. (6 squares)
Melee +1 longspear +4 (l d8)
Base Atk +4; Grp +3
Atk Options poison
Specia l Actions Reach Mystery (2)
Combat Gear 2 doses of draw knockout poison (DC 13,

unconsciousness/ unconsciousness for 2d4 hours),
2 gems ofnight , potion of f ly

Myste ries Known (Cl 9th) :
Initiate paths

5th-pass into shadow (spe ll, 1jday, DC 20)
4th-shadow vision (spell, ljday, DC 20, Cl 10th), step

into shadow (spell, l jd ay)
Apprentice paths

2nd- flesh fails (spe ll-like, 6jday), sight eclipsed (spell·
like, 2jday)

l st-life fades (spell- like. 2jday, DC 16), steel shadows
(spell· like, 2jday)

Fundamentals
a- arrow of dusk (sup ernatural , 3jday, +6 ranged

touch ), black candle (supe rnatura l, 3jday), caul of
sha dow (supernatural, 3jday), mystic reflectio ns
(sup ern atural, 3jday), shado w hood (supernatural,
3jday, DC 14)

Spell- Like Abilities (CL 9th):
l jday- dancing lights, darkness , faerie fire

Abilities Str 8, Dex 'lS, Con 10, Int 16, Wis 10, Cha 21
SQ sustaining shadow (eat 1 mealjweek)
Feats Lightning Reflexes, Path Focus (Veil of Shadows),

Reach Mystery (2), Shadow Cast, Stealthy
SkillsConcentration +10, Hide +13, Intimidate +11 ,

I<nowledge (arcana) +7, Knowledge (the planes) +7,
Listen +2, Move Silently +12, Search +5, Spellcraft +13,
Spot +11

Possessions combat gear plus +1 longspear, cloak of
Charisma +2, ring offeatherfalling

14 . SECOND SUBCOMMANDER'S
QUARTERS (EL 7)

Maeleus k nows his co mma nde r lacks commi tme nt to the
vis io n of th e N ightshade Cove nan t. He cares no th ing
[or other worlds, even fearing them a li ttle thanks ro his
shadow curse. So, while his leader persists in pamp ering
he rse lf and ignor ing the mi ssion in hand , l...Iaeleu s \vairs
for [he oppo rtun ity to strike against her. Should the pes
eng age Mo rgren ix fi rst, Maeleus answers to the so unds of
com bat, but leave s the heavy hitters for the com mander. It
the rimi ng is rig h t, he attacks the draw leader, butchering
her and any Witne sse s.

Maeleus's room is a wreck, nothing more than afilthystraw
mattress on the floor and a pile ofo ld bon es and mold y food
in the co rners. It reek s of excrement and filth.Th is chambe r
holds no th ing of value.



M AELEUS CR 7
Mal e shada r-kai rogue 4/assassin 2
NE Medium fey (ext raplanar)
ln it +7; Senses superior low-li ght vision; li sten +11,

Spot +11
Languages Common, Elven. Sylvan, Underco mmon,

Abyss al

AC 20, touch 17, flat-footed 20; improved uncanny dod ge,
Dodge

hp 40 (9 HD)
Resist evasion
Fort +3 (+4 against poison), Ref +16, Will +3
Weakness shadow curse

Speed 30 ft. (6 square s)
Melee +1 spiked chain +13 (2d4+2)
Ranged +1shOrlbow +13 (1 d6+' /x3)
Space 5 ft. ; Reach 5 ft. (1 0 ft. with spiked chain)
Base Atk +5; Grp +6
Atk Options death att ack (DC 14; death or paralyzed for

ld 6+2 rounds), poiso n use , sneak atta ck +4d6
Co mba t Ge ar 2 potionsof cure fight wounds, potion of pass

without trace, potion of shield offai th +2
Assassin Spells Prepared (Cl Znd]:

1st (2/day)-featherfall, jllmp, truestrike
Abilities Str 12, Dex 24, Can 13, Int 14, Wis 8, Cha 8
SQ hide in plain sig ht, trap sense +',t rapflnding
Feat s Alertness , Combat Expertise , Dodge, Exoti c Weapon

Proficiency (spiked chain), Weapon Finesse
Skills Balance +13, Bluff +5, Diplomacy +3, Disgu ise +3

(+5 act ing), Hide +19 (+29 shadowy illumination),
Intimida te +1, III mp +9, Lis ten +11 , Move Silently +19,
Open Lock +9, Sea rch +8, Sen se Motive +5 , Spot +' 1,
Survival +5 (+7 follow tracks) , Tumble +16, Use Magic
Device +'

Possess io ns combat gear plus +2 padded armor, + 1 spiked
chain, +1 shortbow with 20 co ld iron arrows, glovesof
Dexterity +2

Sh adow Curse (Su) Any time Maeleu s is on a plane ot her
than the Plane of Shadow and is stunned, dazed,
s tag gered, or unco nscious , he mus t ma ke a DC 15 Will
save or gain one neg ative level until he return s to the
Plane of Shadow.

Hide in Plain Sight (Ex) Maeleus can use the Hide skill even
while being observed (except in natu ral daylight, the
area of a daylight spell, or a similar effect) .

15. STORAGE
A short ha ll leads to th is locked (Open Lock DC 25) stor
age room. Inside are en ough supplies to feed , water, an d
cloth e twenty peop le for two mon th s. O ther item s are [our
masterwork longswords.Iour masterwork spiked chains, six
suits of ma sterwork st udded leath er armor, a dozen fl asks
of acid, and two dozen smokesricks. Finall y, an iro nbound
lockbox (O pen l ock DC 30) con tain eight p t)!iO Il S of cure
mOtlf rate WOWHis_

16. BLACK PASSAGE
This long cor rido r stinks of m ildew and mold. Four doors
line the east wall, and all are ajar. Behind each door is a sma ll
empty bedroom, guest quarters for visiting members of the
Covena nt or alli es. Th ese room s contain no th ing of value .

17. BARRACKS (EL 9) ~r
This room holds four tee n bu nk beds and an equal nu mbe r
of footlockers. Two large rahlcs and a couple of chairs sir
agains t the walls. This roo m serves 3 S the barr acks' for th e
common members of th e organization. At any time, th ree
drow bat r ider s and [our shadar-kai sent ries can be found
here. Although [hey don't trust each other, th ey maintai n an
uneasy peace th rough their corn rnirment to shadow.

loud noises from area 16 or its adjo ining rooms are sure
to att ract th e guards' att en tion. Th ey respond in Id4 ro unds.
O therwise, {h ey attack any obvious intruders who stumble
into {heir room. Use the earlier sratistics for th e sentries and
bat riders.

The footloc kers contain spare sets ofclothi ng and personal
effects.

\Vhen th e Vorat -ies of Vecna crossed the wastelands of the
Plane of Shadow, th ey came upon the Bleak Sea: a·vasl bod y
of liquid rot on top of whic h floated bits of ani mated flesh.
This sea of d isembod ied part s splashed agains t the shores,
twisting and writhing in eterna l suffer ing. In the center stood
an island, and a strange and twisted tower whose st ructure
defied all logic perched atop it.

Seeing th is tower as a sign , the group crossed the sea,
many of rhe ir members succ umbing to the cancero us fluid .
Once on the island, they learned thei r former master, the
demilic h Acererak,once held this place, and th rough the wi ll
of Vecna, they could continue their stud ies unin terrupred.
This situation changed once they exp lored [he site, however,
as they uncovered ancie nt treatises on shadow magic. Th ey
soon abandoned th e necromantic arts for thi s new magic,
seeing it as the will of th eir god.

The Black Spire stands in a stretch of negatively infused
land called the Darklands. Living creatures spen ding rim e
here take tds point s of damage per round. crumbling to ash
whe n reduced to 0 h it point s or lower. A death w(ml spell
prot ects crea tu res from this effect.

The tower's Doors are no r level; each srorv careens from
side to side, creating sloping floors and \\,;115. Given th is
nonsensical stack ing of levels, the rower appears h ighly
uns table (but it is no t).

1. BLEAK SEA
Surround ing the island for nearly a mile in all direc tions is
a sea of u nwholesom e acidic fluid that seems to have a life
of its own . It bubbles and shifts, sending waves erratica lly



Speed 60 ft. (12 squares )
Melee +1 keen greataxe +18/ +13 (l d12+11/19- 20 /x 3)
Base Atk +10; Grp +17
Atk Option s rage 3/ day (8 round s), Cleave, Im proved

Sun der, Powe r Attack

AC 22, to uch 11, flat-footed 22 ; impr oved unca nny do dge
hp 111 (10 HD); DR1/-
Immune gaze attacks, vis ual effects , illusio ns
Resist co ld 15, evasio n
Fort +13, Ref +10, Will +9

4. AUDIENCE HALL
The stairs climb upward,stop at a landing, end cont inue upon
th e other side, Th is entire story ang les sharply to the south.
The landing overloo ks a large aud itorium , with co nce nt r ic
seating. Each r ing is lower th an the last un til the bottom,
where th e PCs can see a pod ium. The walls de pict religious
symbols of vecna,and green,grinn ing demon h eads are sca t-
rered throu ghom. A large chande lier cons t ructed of zombies
stitc hed rogetherso it looks like a knot ofarms and legs h angs
fro m the ceil ing. Clutc hed in their hands (and held in place
by sovereign gll/t') are t"l1cr bll nling torclles.

This area is em pty and contains not hing of value.

Abilit ies St r 24, Dex 16, Can 20 , Int lO, Wis 10, Cha 4
SQ fas t movemen t, s hadow blend , t rap sense +2
Feats Ale rtnes s , Cleave, Im proved Sunder, Power Attack ,

Track
Skills Clim b +9, Hide +5 (+15 in mounta in or unde rgro und

terra in), Ju mp +15, Li s ten +12, Move Silently +8,
Spo t +4, Survival +5

Possessions +7breastplate, +7 keen greataxe, amulet of
natural armor +7

Sha dow Blend (Su) In any co nd ition s othe r t ha n full
daylig ht , a shadow grimlock ca n disappea r int o the
s hadows, gain ing tot al con cea lment. Art ificial
illum inat ion , even a light or continualflame spell,
do es not ne gate this ability, but a daylight s pe ll does .

5. COMMON LABORATORY (EL 16)
The ste ps cl imb past ano ther land in g and tu r n further
up the rower. Th is level of t he rowe r leans nor thea st. T he
sta irs conti nue on to area 6. Th e la nding open s in to a
large room ri med with fro st. Laboratory equipme n t li nes
tables sta nding against the walls. The cold ema na tes fro m
a h uge block of ice at the room's center. The ice is black,'!Jl!:= ;1
dark, and pi tted, but a successful DC 20 SPOt check reveals
a dark hu manoid sha pe inside. The cr eat u re ins ide is a
night wa lke r, impri son ed in ice by the licb es wh o are ter-
r ified of its power.

The block is 1 foot thick. has a break DC of 35, hardn ess 8,
and 90 hi , points. It has vu lne rabili ty to fire. I f the pe s deal
45 or more points of dama ge to the block, t he ni gh twalker
breaks free , hissi ng w ith pleasure as it attacks.

Nigh tw a lker (1): MM [96.

When not raging, a s hadow grimlock has t he following
changed stat ist ics :

AC 24
hp decre ase by 20
Fort +11, Will +7
Melee + J keen greataxe +16/+11 (l d12+8/ 19-20/x3)
Grp +15
Abilities Str 20, Co n 16
Skills Climb +7, Jum p +13

2. THE LANDlNG
Th e island is not large, being lit tle more than a jumble of
rock s pu shi ng up out of the Bleak Sea. Dark , unwholesome
fluid stands trapped in depre ssions, churn ing in irs awfulness .
In the cen ter of the island stands the tower. A few darkened
wind ows allow othe r mea ns ofentry, but t he suresr means is
through the mouth of a great green demo n head on grou nd
level. Th e rower has no door, just a dt't:pcr dnrkncss spe ll to

conceal the in terior of the structu re. Perm anent wallsoffor[£'
protect the windows.

BLI ND GUARDS, RAGIN G (l 2) CR 9
Sha dow grimloc k barbaria n 8
NE Medium mo nst rous hu ma noid
lnit +3; Se nses blind sight 40 ft. , sc ent; Li sten +12, Spot +4
Lan gu ages Grim lock , Commo n

ro t he far shores and against the roc ky island in rhe center.
To ma ke matter s worse, all across th e top of this fluid is a
macabre skin of body parts, a harmless but di stu rbing morass
of h eads, hand s, ears, and feet .
,./'(Touching the liquid is dangerou s; it deals ids paints of
damage to living th ings. Stone, crysta l, other inorgan ic mate
rials,a~d de ad th ings are immune. Once the fluid contacts a

I
living subs tance, it immed iately grows, co vering th e object
or creature tha t tou ched it. Ever y round after in itial contact,
th e subject must make a DC 20 Fort itude saving throw or
rh e flu id spreads fur th er, deal ing an addirional t de poin ts of
dam age. Th e liquid automatically kills a subjec t ifit reduces
its hi t point total to 0 or lowe r, and the vic tim rises in ld4
days as a bodak. O n a successfu l save, th e flui d dries up and
flakes av.'ay.

A successful tu rn ing check tha t wo uld affect a 10 HD
creatu re completely cleanses a subjec t of the liq uid.

3 . SPIRE ENTRANCE (EL 16)
A large chamber lies beyond the de mon's mouth. There, a
stair spirals upwa rd, hu ggin g rh e wall. Stand ing puddles of
dark fluid and stained cots , along with a pil e of rot ring meat
and bones, befoul the room.

The Votar ies have ens laved a band of shadow gnmlocks to
serve as guardians.Th rough their scenrability, these creatures
easily de tect intruders and impo sters. Th ey atta ck th e PCs as
soon as they en ter.





Level +Level s

Level 2

r--
The Black Spire

One square = 5 fee l

The walls here are stra nge, glis ten ing with moisture held
back by some invisible membrane. \V h:H lies beh ind the
mem brane is fluid taken from the surrounding sea. Th e
mem brane is a pe rmane nt wall of fo rrr, Perceptive charac
ters (those succeeding on a DC 15 Spot chec k) no te a few
chunks of flesh suspended in th e dark waters, twitch ing as
if alive.

Foolhardy PCs who dispel the tVa ll of force (caster level
18th) release th e fluid, splashing everyo ne in side the roo m.
See room 1 for details on th e effec ts.

10. INTERROGATION ROOM (EL 20)
The door ro this roo m is locked (O pen Lock DC 35). Insid e
is a powerfu l baler demon, forced to serve [he Vota r ies for
five hundred years by means of a carefully negotiated greater
plallarbinding spe ll. Its du ties consis t of torturing captives
and learni ng whatever facrs it can for Crestia n (see area 13).
The demon's vict ims rarely last for long as it im molates th em
in its exci teme nt, Th e baler resents irs bind ing, so it does
what ir can to betray and disrupt its master's plans. If th e

9. HALLS
Both of th ese area are short , narrow corr idors ending at a
large skull wi th emeralds fined for eyes. The emeralds are
worth 1,000 gp each. A door stands in the ce nter of each
wal l on either side of each hall. These areas are otherw ise
emp ty.

Level 6

6 . BLACK HEART
The stairs end at th is round room, which, like the entir e
level, bends direc tly east. One do or stands on either side, and
directly across, anothe r set of stairs leads lip 10 area S. This
room is cold and dark,with a faint smell orembalming fluids
in rhe air. O ther than the odd odor, th is roo m is empty.

7. VOTARY QUARTERS (EL VARIES)
The doors leading out from area 6 each open onto ident ical
sem icircular halls lined with more doors on the outer wall.
Each door leads to the private quarrers of one of th e Votaries ,
powerful lich shadowcas rers. Only five rooms (randomly
selected) are cu rre ntly occupied.

All rooms here are identical, simply bare ce lls far the V0l3

ries ro use whe n they spend time in contemplation. Sounds
ofcomba t elsew here in the spire do not attract attenrion, for
the liches are accustomed to treachery in this place. Sti ll.
int en se fighting on this level draws a cu rious glance or two,
which leads to all the liches emerging from their lairs .

Lesser Lic hes (5): hp 9 1; use stat istics for Geoffrey 110er
on page 174.

8 . THE VESICLE
The stairs end in a square room . Like on the level below, two
doors stand on eithe r side, while ano ther set of stairs cli mbs
up to room 13.The floor slope s dow n toward the norrhcvest.



pe s do not immediately attack the demon and attempt to

parlay first, it quickly div ulges all it kn ow s abou t Crestian
and the Vot aries , warning the charac ters that the lich lord
has a sphereof11JI Ili!J ilafiou.

If the PCs attack the demon, it figh ts to the death. destroy
ing them and as much of the tower as it can .

Balor (ll: ~fM +0.

11. INCINERATOR (EL 11)
Th e door to th is room is loc ked (O pen Lock DC 35) and is
extremely hot to th e touch (dealing Id 6 points of damage
per round ro tho se touching it). If anyone op ens the door,
waves of heat boil out thro ugh the portal.

Thi s area is where the Votaries discard dangerous capnves,
"Information. or thei r trash. This room house s a per mane nt
gak to the Elemental Plane of Fire. c haracters en teri ng the
room rake id e po int s of fire damage each rou nd. A DC -to
Se arch chec k uncovers a +2 f1 daHlfltlti l1f holy undL'I1l1 lm/h"

_.grralsu'ord, once owned by a paladin who fen fighting the
Vot ari es and succ umbed co death after ten years of slow
torture. The balor tossed his corpse and his equ ipment into
th is room, but the weapon survived the fire unscathed .

12. PRIVATE LIBRARIES
These room s are identical. Inside each is an ex tensi ve library
consis ting of seve ral volume s offorbidde n knowledge. The
co lle ct ion between both rooms co ns ists of two hund red
volumes, each valued at 300 gpo Hidden in the southwesr
roo m is a fOIll(' of leat! ('rshipllll d il1.nuencc...3.

13. THE CAP (EL 22)
The stairs end in a large chamber sloping slightly do w nward
toward the nor th . Shelves line the wall s in all areas buro ne.
Th ere , a des k is lit tered with dozens of unusual objec ts.
Trunks, chests, and cabine ts fill much of the floor space, but
nothing co mpares to the globe ofperfect sw irling darkness
suspende d at th e far end of the ch amber.

Thi s is the chamber of Crestlan, the current lich lord
and leader of the Votaries . After recently acqui rin g a sIll1af
oftHlII ihi!f1 tiOI1 , he sequestered himself here to study it and
unlock its secrets. He be lieves, perhaps fooli sh ly, that thi s
objec t is the ultimate expression of the shadow and death,
the uni on of shadow magic and the destr uct ive energies of
necromancy. Lacking a tl11isml1noftlJ rsphere,Crest ian is loath
to use th e sphe re unl ess he face s a sign ifica nt threat.

CRESTIAN CR 22
Male human lich shadowcas ter 20
CE Medium undead (augmen ted huma noid)
Init "T" 5; Senses see in darkness 60 ft.: Listen +20, Spot +28
Aura fea r (60 ft., creat ures of 5 HD or less Will DC 27 or be

affected byf ears pell of CL 20th)
languages Commo n, Abyssal, Dracon ic, Elven,

Unde rcommon

AC36, touch 16. flat-footed 31
hp 130 (20 HD); DR lS j bludgeon ing and magic
Immune cold, elect ricity, polymorph. mind-affecting spells

and abilities
Resist evasion, +4 turn resis tance
Fort +12, Ref +ll , Will +13

Speed 30 ft . (6 squa res)
Melee touch +9 (ld8+S (Will DC 27 hall] plus paralysis

IFort DC 27 negares j)
Base Atk +10; Grp +9
Special Actions Empower Myste ry (3), Enlarge Mystery,

Maximize Mystery (2), Qu icken Mystery (2)
Mysteries Known (CL20th) :
Master paths

9th-army ofdarkness (spell , 1jday), eonsum e essence
(spell , l j day. DC 21, CL29t h)

8th- greaterflesh fa ils (spell, 1jday), shadow plague
(spell, l jday, DC 25) , tomb afnight (spell, 1jday,
DC 27, CL22nd)

7th-greaterlife fades (spell. l j day, DC 24), prison of
night (spell, ljday, DC 26, CL22nd) , summon umb ral
servant (spell , 1j day)

Initiate paths
6th-flood ofshadow (spell-like, 2jday), greatershadow

evoeotion (spe ll-li ke, 2jday)
5th- echo spell (spell-like, 2jday),Jeign life (spell-like,

2jday)
4th- shadow evacatian (spell-like, 2jday, DC 21), warp

spell (spe ll-like, 2jday)
Appre nt ice paths

3rd- ciinging darkness (supernatural, 3jd ay, DC 20) ,
da ncing shadows (supernatu ral, 3jday)

2nd-black fire (supernat ura l, 3jday, DC 19), shadow
skin (superna tural, 3jday)

1st-car pet of sha dow (supern alu ral, 3jd ay), dusk an d
dawn (superna tu ral, 3j day)

Fundamentals
O- arrow of dusk (supernatural, at will, +15 ranged

touch), black cand le (supernatur al, at will), caul of
shadow (supernatural, at will) , myst ic reflec tions
(supernatural, at will), shadow hood (sup ernatural,
at will, DC 17), sight obscured (supe rnatura l, at will),
umbral hand (s upe rnatural, at will), widened eyes
(supernatural, at will)

Abilities Str 9, Dex 20, Can -, Int19, Wis 12, Cha 24
SQ undead immunities
Feats Empower Mystery (3) . Enlarge Mystery, Greater Path

Focus (Ebon Walls), Maximize Mystery (2), Path Focus
[Eben Walls), Quicken Myster y (2). Shadow Cast

Skills Con centrati on +19, Hide +36, lntimidate +18,
Knowledge (arca na) +21, Knowledge (the planes) +21,
Listen +20, Move Silently +36, Search +12, Sense Mot ive
+9, Spellcraft +23, Spo t +28, Survival +1 (+3 on other
pla nes)

Possessions bracers ofarmor +8, ringofforce shield, amulet
of naturalarmor +5, c.Iook of Charisma +6, gfoves of
Dext erity +6, ring ofevasion, dusty rose ioun stone, his
phylactery, and the keys to all the locked doors





Truenames enco mp ass reali ty i"n itsfe nrire ty. Every th ing
in th e world, everyth ing 1hat. ever \ya~d' presumably
everyt hing tlmr ever will be has lll nJ.$I1,ame. Even the most
wizened truenarne sage doesu'r khow every word in the
langu age of truenarnes-c-or even most of them. Wh ile the
grlmoires of tru en ame mas ters have thousands of'rru cna rnes
within them, rruenames undoub tedly exist beyond t heir
k nowledge, n-uenames that await rediscove ry through magi
cal exploration and experimentation.

Truenames are an entirely ora l language. .Me rely wrtnug
down a rru ename has no particular power. Only speaking
a rruename aloud ca n reorder the universe-c-assumirrg the
speaker says the name properly. The language ofTruespeech
is composed ofhundred s ofcon sona nr sounds and thousands
ofdeli cately inflected vowels. The rhythm of th e speech is
likewi se essential. A book might requ ire severa l pages just
to describe a single trueua me, because the speaker needs so
much guida nce in pronunciation.

The langu age of n-uena mes is more [h<111 ju st a list of
names..Most of the langu age consists of the rr uenarne equiva
lenr of nouns. In term s of game effec t, [he re's a truenurne for
"ore," for "door," and for "sword." But from the rruenamer's

point of view, it's much more complex. There's a wor d for
"ore berserker charging toward me," a word for "ironbound,
locked wooden door with somet hing unknown on the e ther
side," and a word for "jlmnc tongue rllngswonl wield ed by an
ally." Even an app rentice in the magic of truenames knows
hu ndreds of these truenames.

THE METHODS OF

~r'~'

LESSER TRUENAME MAGIC
Truename magic alre ady exists in a limited form in evrTV: __
D& D campaign . It appears in the for m of the command and
powcr lVordspells.These spells origina te from the power of
truenaming, usi ng a si ngle word to wreak mighty magical
effect s,Th ough powerful, they are merely spells and lack the
reusabiltr y and flexibil ity of real truename magi c.

hen y Oli speak a word in the true,
original language of th e universe,
you rap rhe power of creation
irself-for the ability to describe
somet hing is th e abil ity to define it.
A wielder oftru ename magic under
stands a language older and more
fundamenral than all o thers-a
"mother tongue" whose words and

ph rases are the bui lding blocks of the universe.
Except perhaps the gods them selves, no one can speak

this or ig inal ton gue. It's possible rhat no one ever did speak
-it-truenames might be more a secof inst ruc nons encoded

into a langu age. rath er than a means of comm unication .
'ill BtH th rough carefu l study, the masters of t ruename magic

ca n un derstan d a smatt ering of this fu nda mental language.
When such masters name a th ing alOlia in the tongue oftru e
names, rbey can exert unparalleled cont rol over the creature
or object they nam e. They can command it ! alter it, renew
it, or des troy it simp ly by speaking their desire aloud. The
cosmos seems to hear a rruenamer's instruction and reorders
the un iverse in accordance with the spoken word s.

True namers engage in ceaseless srudy of[he world around
them, learning [he rru en arnes of as many creatures and
objects as [hey can.As [hey advance in their studi es, they can
un cover the personal rru enarnes of friends or foes, enabling
still mo re powerful magic .

Some tradit ion al spellcasrers also dabble in t ruename
magic. By incorpo ra ting a bit of truen am e speech into
their spells, th ey can achieve target ed but powe rful effec ts
beyond the reach of traditional arcane or d ivine mag ic. The
lan guage oftr uenames is fien dish ly difficult to pronounce,
however, so such spell s press th e sk ill of their caste rs to the
ut most.

If you want ro cause the very earth to tremble when you
say ..th remcht'W1ltllach-t llrt1'ab l dmi r!" th en truename magic is
for you. If you W 3 m to force a babau demon to do your will
simply because you know its rrue narne is K}'dJlfl-ml1lJllOtllal1

prad!w as~lt?'dfO , then rruenarnes can be your path to power.



Give your character a fondness for spoken language.
c ha rac ters who use rru en am e magic have spent co untless
hou rs saying insanely complica ted rong ue-rwtsrers over
and over again; theirvery power depends on understanding
and using language (even i f it 's the secret language of the
universe).

Th at love of langu age migh t affect a truename-using PC's
speech in other ways. You could give you r cha racter a vast
vocabu lary in mundane languages to mi rror his large reper
toire oftruenames. He might pepper his speech with words in
other languagessuch asE!w!1 or Draconic. Hecouldoccasion
ally lapse into gibbe rish as he mentally's hiftsgears" from the
tru ename language inro one used for communication.

Or you cou ld de liberately play against typ e, Imagine th e
tacitu rn truenamer who uses few words because he's aware
of the power they hold . But 011 the rare occasion s when he
speaks, the very wor ld reshapes in the wake of h is words.

Figure ou t you r own persona l truename. As a true
narner, you need to know this nam e, if for no othe r reason
tha n ro kn ow ifsomeone else has di scovered it . All truena m
ers learn the ir own pcrsonal rruenarnes as parr of the ir fi nal
stage ofapprent iceship. For orher truename-using cha racters,
if's <I n interesting bit ofcha racte r backgrou nd . Your pe rsonal

tru ename is nothing less than the sec ret name th e universe
knows yO ll by,so rake a mome nt to corne lip with sDme~hing

mysterio us and enol-sound ing once you discover your own
rruename.

Consider being a mult ili ngual t ranslator and spokes 
ma n . Whe n you start using rruena mes , your fellow player s
m igh l expe ct your cha racter ro have a factlttv for language
in o ther ways. \X/ h ile th is isn't necessarily the case , you can
meet their ex pec tatio ns by learn ing a number of languages
w ith either rhe Speak Langua ge skil l or spells such as tOlTglW.
c haracters who use truenames also find themselves th ru st
int o the role of part y spokesperson as well: "Let's Ier th e g uy
with th e powerful \v'ords do the talk in g for us." Sk ills suc h
as Bluff, Diplomacy, Intim idate, and Sense Mo tive-e-re say
norhi ng of your 0\\'0 w illingn ess to hanrerwirh NPCs-will
go a lon g way towa rd maki ng such in teractions fun and
effecti ve.

Know how object sa ving t h rows work. They don 't ger
much play in rhe average D&D game , bur they're an im por
tam part of truenarne magic, especi ally if you are a rruenamer
\,vho has begun ro delve into th e Lexicon ofthe Crafted Tool.

\Vhether you're the player of a rru ena mer or rhe D~'l who
de scribes the rcsulr of utterances on objec ts, make sure you
understand the object saving th row rules on page 166 of the
rla)'cr'~ Halfdhool;.

Afrer a few sess ions, you will know those ru les like t he
back of your hand, Afte r th at, it's ju st a matt er of the D~,t

making sur e she knows what the caster level is of a magic
item and whethe r 2 + 1/ 2 its caster level is better than the
saving throw bonus of the creature holding the item.

Truenames can also n ame actions, such as "vanish,"
"sha rpen," or "des troy:' \Vhen th ese actions are combined
with t he rruenames that describe nouns, a truenamer can
rem ake the universe in accorda nce wit h h is wishes. Com
bin ing the truename for "destroy" w ith the truenam e for
"ore" can cause harm to the ore charg ing toward you, for
exa mp le. Combining "sha rpen" (yicllt!lo'pmllll1 uuJ-nllad.1a5h)
with "sword" (grcnlc lH! th ' lm1(loslt i1~d l) can make the weapon
more potent against your foes. "Vanish" (hmtrlllllljl1clt'itll111)
and "human" (hl"l1l10H d l.' l1 tl1C) can make an ally inv isib le.
" Inudditiorr-ro.t ruenames that des cri be nouns and rhose

that descr ibe act ions, the re exists a thi rd category: personal
truenam es. Th ese are the equivalent of pro per names,
un iquely identi fying a sing le crea ture , If IlYlll loklteimthi is
human, for example, then TI1l1 I1dr(llf~1" 1I -J'lt' IH ICvi(hl l llm l l1light

be Bar tellus the Necroma nce r. Mosr peo ple don'r kn ow their
ow n pe rsonal rruennmes, and even ded icated stude nts of
truenam e magi c don't know more than a few person al true-

_ _ na mes. (All truenamer st udents learn the ir ow n personal
truenames, however.) Exper t spellcasrers and powerful
monsters m iglu kn ow their own personal t ruenam es, and
they certain ly try to keep others from learn ing thei r persona l
truenames. Knowing someone else's personal rruename lets
you descr ibe rhar individual perfectly CD rhe univer se. Y{'hen
you can des cribe someone perfectly, yOLl gain a bette r abiliry
to affect hi m or her with [he language of Truespe ech .

rf you're a player or D1·( w ith access to trucname magic, you
can employ the followi ng tech niques to bring your character
to life at the table. Some tech niques are rolepla ying rips,
\vhile orhers JUSt help the game flow around the table more
smoothly,

When you use a truenamc,actually usc the t r-uen ame.
Saying "I daze th e ore wit h an utt erance, it's DC 18," is a
pre tty ordina ry th ing- and you picked truename magic fa

set yoursel f apart from the ord inary, Exclaiming "I d isrupt
thee, khedlllaevlillriifml ltmi!" is some th ing more appropriate
for a t ruerta me r. _

Go ahead and spout cool-sound ing mysti c gibberish . and
don't be worried ifyou can' t replicate it.Truenames by their
very nature are speci fic, so each situ ation sho uld ca ll for a
new truenarne. It takes a lit tle prac tice 10 just ro ll a dozen
weird syllables off your lon gue, bur once you've had a little
pract ice, you r fel low players w ill swear that you 're speaking
a lang uage they simply do n' t know.

If spontaneous g ibberish is problem atic, spend 10 min utes
before each session com ing up wi th a br tef lisr ofsyllable s or
nonsense words and write th em down . Mi x and match them
in di fferent wavsdunng the cour se of the sess ion wh en you
make a Tru espeak che ck . Add lO you r lis t as you gain more
levels, to reflecr your chamcrer learning new I ruename cbil i
ties or utterances, and by the tim e a halfdozen sess ions have
passed , you will sou nd like a pract iced truenam er.

"



This book isn 't large en ough for a l ist of truenarne equiva
lent s for every word you're likel y to use in your D&D
ga me-and it would n 't be much fun to read in any case.

So there's no glo ssary for your ch arac ter. But a playe r using

Crescendo: You can also start out by d ipp ing a toe in to th e
waters of truename mag ic as described above , then incre ase
your leve l of ded ication to t ruename magic as your interest

level d icta tes.
Prest ige classes are available for both rruenamers and

member s of other classe s wh o can use Truespeak, in clud

ing the acolyte ofthe ego and the brimstone speaker.Those
characters who know even a sma tt er ing of truenames can
likewise become disciples of the word or fiendbinders. A
number of fears (descr ibed on pages 228 -231) augment any
character's ability to use truenames effectivel .

Truenames will start to have an important place in you r
charac ters' schemes.They will investigate the personal true
na mes of their archtivals, an d they will spend time try ing
to figure our which rru enames will be particul arly usefu l in

overcom ing challenges.
The Tr -uenam e Ca m paig n : Ifyou're a Du ngeon b laster,

you can create a campaign where truename magi c iscent ral-
even if the pes don't realize it at first. You can in corporate the__
ru les in th is book grad ually by firs t hi nti ng at the existence
of organiz ations such as the Collec tors of the Lexicon or

the King maker s. Perha ps the PCs will eventually make an
ene my ofone of those organ izations, or ofa truename-usin g
m onster suc h as a garbler or a loquasphinx. Confron ted w ith
the strange rnagicofa tru enamer or a logokron devi l, th e pe s
will seek out more in formation about th ese rruenam es the
villains keep talki ng about.To pro tect themselves, they mi ght
start tak ing ranks in Tru espeak, casting spells that prot ect
agains t rru ena me m agic, and so on.

However you incorporate tr uenames , vou ca n use [he same

system to resolve the ir effects. A charac ter who wan ts to use
a truename mus t com plete two steps: learning the truename,
then spe aking it aloud.

INCORPORATING

Using rruenarne magic in your game doe sn't require you to

change anything. Youcan use a rruenarne N PC or monster at
th e game table ton igh t, and )'ouean take ran ks in Tr uespeak
or a level in th e truenarner class whe n you attain your next
level. If you prefer to make truenames an integral pan of
your ongoing campaign, th is chapter gives you th e tools to
do so.

Dabbling:Adding a truename-usin g charac ter to an on go
ing game requires lirrle extra preparation on the part of a DM.
A true namer is just a character class with a number ofspe ll
like abilities th at rely on a successful ski ll check to func tion.

......·"n'''le~ n ame spells are just like th eir rradi tional co un ter parts.

on ly they too requ ire a skill check to functio n. Th e rest of
the pe s can be blithely unaware of the nature of truename
magic; to them it's just another eso teric ma g ic di scipline.

-... If you're a player, you can give your ch aracter the power of
truenarne magic th roug h two possib le pat hs. Firs t, you can
take levels in th e tru enamer class (described on page 198).
You will functi on like a spellcasrer, bur you use utte rances
an d recit ation s to create magical effects. As you att ain mo re
levels, you will lea rn more truenarnes and d iscover mo re

ways to_employ them to overco me cha llen ges.
If you're already a spellcasrer,you can learn the Truespeak

sk ill (described on page 195), then learn tr uen am e spells.
These spell s fu nction just like reg ular spells (w it h levels:
comp onents, and all th e game ru les you're used to). However,
they in corporate one or more rruenarn es in to their verbal

com ponent , so you can achieve power ful effects on a true
named target. Th ey're also somewhat more d ifficu lt to cast ;
you mu st succeed on aTruespeak skill chec k for a truename
spell to funct ion as int end ed.

\Vh ether you opt for the truen amer class or stan casti ng
truename spe lls, you will want your Truespe ak bonus to
be as high as possible. The Truename Tra in in g feat ma ke s
Truespeak a class skill for you, so you can get th e ma ximum
tanks in the skill rather quick ly. Sk ill Focus (Truespeak} is
likewise helpfu l, for obvious reasons.

,.
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For examp le, a true namer who knows the name fo r gob lin
might have a grea t dea l of power in encou nters with goblins , but
that same truenamer might be power less against oth er kinds
of creatures and therefore would n't have muc h fun outside a
goblin lair.

The true na me magic syste m need ed to move away from the
tropes of fantasy. Inste ad of making the nouns of truena ming
be the rare wo rds of power (a noun might be the true name for
goblin) , the rules system prese nted here instead ma kes the
verbs the rare and powerful par ts of truena mes. That means
that whether the enco unter is with a go blin o r a troglod yte, the
truenamer has a chan ce to par ticipate, but like othe r classes is
no t sure of the success or magni tude of an attack or ab ility.- ; &~" net

&~""'''''''';;;:.~~-VY?~.E-'''''''~
BEHIND THE CURTAIN:
THE ROOTS OF TRUENAME MAGIC
The ma gic of names has been a theme in fantasy literature for as
lon g as the genre has existed . Severa l attempts have been made
to bring this theme into the D UNGEONS& D RAGON S game, but Tome
a/Magic rep resents a major effort to implement a thoro ugh rules
set. When work on the truename mag ic system began, the goal
was to allow players to create characters who use and master the
power of truenames. Characters would learn the names of spe 
cific th ings, s lowly build their repertoire of nam es, and through
those names, expand their control over the world . Staying true to
the literary root s of true name magic, however, would not have
meshe d wellwith the game aspect of roleplaying.



- Reversed utterance of essence ofl ifesllal'll ,
a common execution technique for

H igh Inquisitor Phar-Nogh rio

"XensIJenash a=prietol:nIla'hnzh tilnkIJ lUI! "

the Evolving Mind-s- can be spoken in reverse, making each
two words in one. O ne n-uen amer mig ht learn the utterance
dealing wit h healing and destruction,which would allow him
to heal and Harmcreatures.A truename r can also learn from
the lexicon of the Perfect ed Map, which allows her to name
and affe ct places.She might be able to shake the ear th beneath
her enemi es' feet or make the terrain in an area easie r for her
allies to traverse. Learning new utte rances from a part icu lar
lexicon is a class feature of the rruenamerclass. It 's automatic,
bur it 's not comp rehensive. Even a zurh-level truenamer won't
know all the utte rances in all the lexicon s.

Spellcas rers with ran ks in the Tr ues peak ski ll automati
cally know the truen ames that are Pert of the rruen ame
spe lls they cast ; it 's a normal parr of the spell-learning
pro cess. Bur becau se th e tr uenam es are woven into th e spe ll
itself, spellcasrers can't extract the t rue nmnes and use them
outside the context of the spe ll. That 's rhe province of rhe
t ruenamer.

Th e basic rruenarnes that form utterances arc descri bed in
coun tless gr imoires found in the libra ries ofrruenamers.The
AI II1/rd sofVOIH"lrllak,TileSpotted Lihal1!,and Hadm H 'sTome,
for example, are three mu ltivolum e collections of truenames
devo ted to the l exicon of the Evolving M ind , the Lexicon
of th e Crafted Tool, and the lexicon of the Perfe cte d M ap,
respectively. (Lexicons are descri bed in gr eate r deta il ,on
p, ge 234.) ~.-

Personal Truena mes: Th e perso na l tru ename th at
uniqu ely descr ibes an individu al creatu re is mu ch harde r
to learn, because most creatures powerf ul en oug h to be
aware of th eir persona l truen ames are sma rt en oug h to

know rh at a personal truenam e should be kept secret.
But mag ical research- everyth ing fro m porin g over
dust y tomes to ask ing the gods for div ine gu idance-can
someti mes uncover a personal truena me. The pro cess is
uncertain an d rime-consuming. But the payoff is often
worth it; whe n you know a creatu re's person al t r uen arne,
it is easier to affec t i t with you r utte rances than if you
were using a normal t ruename. Th e method of di scerning
cre atu res' perso nal t ru ena mes is de sc ribed in Truen ame
Research on page 196 .

Lot s of powerful rruenamers keep lists of personal tr ue
names they have learned, and some of these have surv ived
th rough the ages to inform fut ure generations of rruenam
ers. The .\Jerciless Catalog of Fiends and Splendor heyond' the
Veilare two encyclopedias ofpersona l tr uen ames that cover
important fiends and powerfu l undead, respe ctively. Copies

LEARNING

Despite the fact that truen ames are fiendis h ly complex and
often require several alphabets just to write down, learn in g
a tru ename is th e easy part.

Basic Truenamcs:Studying entire categories of rruenames
is largely the province of characters with the t ruenamer class.
Through out their career, they learn utterances, wh ich they
ca n use to describe everythi ng in the world. Ut terances thus
allow truenarners to affec t crea tu res, objects, and even loca
t ions with their words. The choice is theirs vvhich utterances
they study from each of th e thre e lexicon s. Utt erances are also
unique because most- speci fically, those from the Lexicon of

th e truenam e magic ru les will di scover terms un ique TO

this sort of m agic.

Lexicon: O ne of three categories of tr uenarnes. Utter
ances can he fou nd in one of these lexicons:The Lexicon of
the Evolving Mind, th e Lexicon of [he Crafted Tool, or the
Lexicon of the Perfected Map.Tru ena mes that name per sonal
rruenarnes aren't found in lexicons.

Personal Truename: A tru ename thnrun iquely describes
a specific individual, analogous to a proper name such as
"Lidda Tosscobble."
"<Recttatton - The repetition of the speaker's personal
truenarne, subt ly altering the cadence for a particu lar magic
effect'. Truenam ers use recitation s to restore th eir bodies
and min ds to an "original" state ; most recitati ons eliminate
poison, disease, and similar ongoing harm fu l effects. Recita
tion s are available ro those with ranks in the Tru espeak skill
th rou gh feats, although truen amers receive access to some
recit ations th rough bonus feats.

_ __ Truename: A descripti on ofa creatu re F'halfling"), place
("forest"), thing ("dagger"), or action ("destroy"), deli vered in
the pr imal language of [he un iverse. Each tru ename is exceed
in gly speci fic and incredibly di fficult to pronounce aloud.

Truename Spell: A spell th at incorpo rates one or more
t ru enames into its casti ng. Truename spells always have a
verbal component , for obvious reasons. All the usual ru les
for spells apply, but the spel lcas ter mu st also succeed on a
Tru espeak check for the spell to work. True name spe lls C<l11

be cas t by arcane or divin e spellcaste rs, depending on the
individu al spell.

Truenamer: A class devoted to th e st udy of truena mes.
Truenamers use utt erances and recitations to ach ieve potent
magical effects.

Trnes peak: The skill, introduced in this book ,of corre ctly
prono uncing truenames-especial ly in stressful, distract ing
situations such as combat.

Utterance: A combination of a truename that describe s
an action wit h a truename that descr ibes the subject of that
action. This is th e most important class featu re of the true
narner class.

:
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their hars h ma sters demand hours of repetitive pro nuncta
tion dri lls: "Aaaaaooo ah , aaaaao ooah , aaaaaoooah . . ." and so
on. Even bard s accustome d to deliver ing epic poetry or long
dra ma tic works quick ly find their vocal cords exhausted by
[he precise dem ands ofTn iespeech. Many a failed apprentice
is un able to mu ster a voice louder th an a whisper; rmespeck

ing can even permanently dama ge the vocal cords if you
atte mpt roo mu ch roo soon.

Speaki ng a truena rne aloud is th e hard part of th e process l

and doing so requires a successful ch eck in a new ski ll:
Truespeak. Using Truespeak requires a skill- check-ran d
calcula t ing the DC for such a check usual ly follows the same
formula.

- Utte rance of caster lens, delivered by
Menastrasian before calling the pit fiend

that sacked [oruul

To speak a creat ure's rruename aloud, you mu st succeed
on a Tru espeak check with a DC equa l to 15 + (2 x the
creatu re'sCh allenge Rating). Ifyou're saying the truename
of a PC, the DC is 15 +(2 x the PC's Hit Dice). W'hen you're
speak ing a creature's personal truename, th e DC increases_ _
by 2 because those truenames are mo re linguistically
complex.
To speak a m agic object 's truename aloud, the Tr uespeak
DC is 15 + (2 Xthe item's caster leve l).
To speak a nonmagical object's true name aloud is a DC 25
Tr uespeak check.

Usually you make a Tr uespeak check to speak an utterance,
use a recitation , cast a rruename spell , or use a unique special
abilit y (such as those used by some ofthe new prestige classes
found later in this cha pter). The check doe sn't require an
act ion of its own ; it's par t of the actio n (usu ally a standard
action) of th e utterance, recita tion, spell , or abili ty. Ru les
[or using rec itations and utterance s are fou nd on pages 231

and 232.

The consequence for fail ing a Tru espeak ch eck is that the
utte rance, recitat ion, spell, or ability doe-sn't work. Creatures
with the Personal Truenarue Backla sh feat have truenames
that are dangerous to utter aloud. If you fail at a Tr uespeak
check involving a crea ture with Personal Truen ame Back
lash, the t~~erse itself pu n ishes you for getting the name
w rong (see the feat on page 229 for details).

TRUESPEAK (!NT; TRAINED O NLY)
Use this sk ill to master [he tortuous pronunciati on of true-
names, each of which involves a doze n syllables, precise
tim ing, and vocali zati on s foreign even to the most mulnl in
gual character. Ifyou're a rruenamer,you use th is sk ill every

are kept under lock and key in many a maste r truenamer 's

lib rar y.
Your Own Personal Tr uename: Most people don't kn ow

their own personal truen ame. Ind eed.you would get a blank
stare if you asked the loca l blacksm ith what hi s rr ue narue
was. But it's often useful to know wh at yourtruename is. Your
personal truen ame can be a conduit for powe rfu l beneficial
spells.A rruenamer gains access to recitations th rough bon us
fears, and can take more recitat ion feats as he atta in s more
levels. Recita tions can restote t he truenam er to his original
conJ ition, wi ping away poison , d isease, or ongoing magical
effects in the process. Members of prestige cla sses such as
th e acolyte of the ego and th e disciple of th e word rely on
an intimate kn owledge of th eir own personal truename s as
a path to inner power.

You can learn your own rruename th rough magical
d ivination (described in Tr uenam e Resea rch on page
196). Tru enamers aurom arically learn t heir own person al
truenames ar 1st level; do ing 50 marks the end of th eir
apprenticesh ip.

When you learn your own ttuename, take a mome nt to

write it OUL Any thing of eight or mo re syllables will do.
YO LI can match the sound of your persona l truennme to
your personality. If you have an aggressive ch arac te r, make
up a_personal truenarne with a lot of explosive consonants
and guttural sounds. I f your characte r has a more serene
countenance, use a lor ofvowel blen ds and softer-soundin g
consonants. TIJakra 5cll -Voor~CmkI1n mf1qi is a good per so nal
truenam e for a bold, often ang ry character, while the per
sonal truename of AUnlslJ-Hridllli-OUr.I"scllt\Wl h ints at <1 more
contemplative character.

SPEAKING A TRUENAME
.Learning a truename is J straightforward process;you either
figure it OUI th rough magical research or know it auto mari
ca lly from a spe ll or from the rrue namer class feature, Once
you know a rr uen ame, tha t knowledge can't eas ily be taken
away from you. However, just because you know the per sonal
truename of th e demon prince Orcus (no mean feat, by the
way) doesn't mean you have him underyour th umb. Youmu st
be able to speak the t ru enarne aloud .

No ordi nary language comes close to the comp lexity and
demanding exact ness of rruenames. A simp le sou nd such as
a long "a" ca n be delivered wit h a hundred sligh t var iations
of pitch , t imbre, and infle ct ion . How the sounds blend into
one another carr ies mea ning of its 0\\'11 . Every consonant
sound you've ever heard- and some comp letely foreign to
your ears- is represented. Even the simplest truen ame can
have up to a dozen syllables demand ing a specifi c cadence
and pol yrhyrhm. Pronouncing any tr uename properly
takes hours ofpr actice and (he heigh t ofconcentration, and
personal truename s are even more complex.

Apprentice rruenaroers often strain their throats into
hoarsen ess or silence just masteri ng basic vowel sounds , as
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Truename scholar s note that many who exhibit this phe
nomenon eventua lly become impo rtant leaders, great heroes,
or sinister vill ains . They speculate that the universe is taking
a greate r interest in them as they achieve more . As their true
nam es become more impo rtant to the universe, they become
harder to say.

(Mechanically. what is happening is that t he young truenam
ers are gaining Hit Dice as they attain more levels, and thus
the DC to speak their truename increases as well. Because Hit
Dice are an abstract ion that doesn 't exist in the game world, the
NPCs have only a vague sense of what's going on. )

bonus on Truespea k checks [or saying you r own person al
tru ename.

Becau se sayin g a t ruename is such an idiosyncratic , exact
ing rask, you can't take lOor take 20 on Truespeak checks.

Act io n: Speaking a rruename is a stan dard act ion that
provokes att acks of opport unity.

Try Agai n : Yes.
Syn ergy: I f you have 5 ranks in Truespeak , you gain a +2

bonus on any Knowle dge checks made TOconduct truen arue
research .

TRUENAM E RESEARCH
Most truenamers learn truenames from the three lexicons
that defin e a t ruenam er's craft. Bur an important category
of tru ename doesn't exist within th e lexicon s: personal
rruennrnes. A normal truename defi nes you in terms of
your creature type and wh at you're doing, such as "ore
berserker " or "lurking mind Ilayer." But a pe rsona l tru e
name defin es you and you alone: "Cra rha rz son of Mor ach"
or "Ythrinik Rumikauprraal of the H ydr amaw cla n ." Your
truennme mighr change depend on wha t you're do ing , but
your personal tru ename never changes , even if you unde rgo
personal upheaval or mag ical tra nsformat ion (such as a
polymorph spe ll).

Personal rrueuames are harder to say (+2 DC 0 11 t he Tr ue
spe ak c heck). Bur they e nable a rruenarner to deli ver mo re
devastat ing utte rances. If a truenamer knows the personal
truename of acreatu re and uses his utteran ces agains t it, the
save Des of any utt;ra;ces th at incorporate the creat ure's
person al rruennme increase by 2, and t he truenarn er gains a
+2 bonus on cast er level chec ks to overcome that creat ure's
spell resistance, ifany, Personal truenames are also a nece s
sary component in many t rue name spell s th at arcane and
div ine spellcasrers wit h the Tr uespeak skill employ.

O nly creatu res with an Intelligence score of 3 or higher
have personal rruenames. Th is excludes mos t an im als,
vermi n, and oozes, for example. Some undead and con
st ruc rs likewise have no I nrelligence and thus no per sonal
truename s. l [ the Intelligence of a creatur e wit h a person al

1t,--------

time you del iver on urterance or make a reci tat ion . 1f you're a
spellcasterwit h a tru en ame spell at your disposal, you mak e
a Tr uespeak check to cast the spe ll properly. .Members of
pr est ige classes s ll~h as the fiendbt nder, acolyte of the ego,
and brimstone speake r make Tru espeak check s to activate
their class features.

You can also mak e a Truespe ak check as a free action to
identify an utterance being spoken, even when it's not your
tu rn . Th e DC of this check is equ al to the DC to spea k the
ut terance yon wish to identify.

- Utterance of rebuild item, delivered by
Krentil Orgautham to revive the golems

that guarded the Tower of Vines

"Uncvanskil laub
kmndcchagl1 'p lova rritl1 !"

O f th e standard classes, only the truena rner ha sTru espeak
as a class skill. Other characters can avoid the h igh cost
of cross-class skills by taking the Trueuam e Train ing feat
(described on p"ge 229).

Th is skill doesn't represe m your abil ity to learn rind know
rruename s so much as it represents your ahiliry to say th em
aloud. Each rr uenam e is complex and exacring enough that
just overh ear ing a truena tne-c-even a personal rruename-.-.
doesn't g ive you any part icular [acility [or pronouncing it
yoursel f. That takes cont inuou s vocal exercises and end less
study.

Check: You can pronounce the t rue name of a creature
(such <IS "arc," "horse," or "red dr agon") by succeeding on a
Truespeak check with a DC of 15 + (2 X th e creature's CR).
For crea tu res tha t don't have Ch allenge Ratings, such as
player characters, use a DC of 15 + (2 X the creature's HD ).
Speaking the rruename of a mag ic item has a DC of 15 + (2
X item's caster level).

Speak ing a creature's personal truename increases the
DC of the Truespeak check by 2. You gain a +4 competence

~_...s_~~-VY?N ~
HOW COME MY NAME
GETS HARDER TO SAY?
Maste r t ruenamers and gra nd s pellcas te rs with the True speak
ski ll have no t iced an int rig uing pheno me no n: So me people 's
true na mes get ha rder to pronounce as th ey get o lde r. The
phenomenon isn't widespread. bu t near ly every tru enam er
me nto r can te ll the tale o f an a pp rentice who goes out to
ex plore the wor ld. Whe n the ap prentice return s years late r,
his tr ue na me has n't cha nged . But it has beco me harde r to
pronounce, les s tol era nt of sligh t qua vers and minuscu le
disparities in timing.



TAB LE 3- 1: PERS ONAL T RUE N AME RESEARCH M O D IF I ERS

Condition Modifier
tar es ar fi as sistants ,,2

You have 5 ran s in Trues eak sr~ bon us +2
o ve t e ruename ResearcH feat ' 2

Suhiect is co nsidered 0 scu re (see ab ove) - 4
SuB eer as 0 cure ee rsona ruename ea t

' .

+1
+

+

+4
+4
+2
+6
+1

- 8

Commune s ell* +2
o ow. w tie su "ea s ancestorsaret
Paren ts
Gran d a re ts
Great- ran d are nts or e and

DIIJlmHton sp'~e~II~"~~~~======::===~::::J
Contact othe~ ate see ll*

egcrJd ore s ell
You have me t the s ub ject

ou ave s pent more n~a~n~a~m~o~n~t~"'----_"":'~"
in RrOX lmity' to the sub ·eet

You a re re lated to the s ub ject or ou are the subiect +4
ou no w t te su .ect's creature y e. 1

Subject has idden truename effect
* MiJs t be c.ist during the wee k you make the check .
Multiple ca s tings of the same spell do n't stack, but
different s pe lls cas t during the same week do stack.
'[These bonuses are cumulative with one another.

half (see the fear description 0 11 page 229), or by three
quarters if he also has access to a librar y or oth er source of
rr ueu ame lore.

The research process is interr uptible at any tim e. If you
need to go 0 11 an adven tu re, just keep [rack of how m:lI1Y
successfu l checks you've made thus far, th en resume you r
research when your schedule allows.

Ob scu re Creatu res: Itonically, it can be somewhat easier
to research the person al truename of a powerful dragon
than a lowly gnoll h unter. Historical an na ls will peri od i
cally men tion a great wyrm's deeds, and previous tm ename
researchers might have made progre ss on th e tru ename
(and recorded that prog ress). Bur it's lik ely th at no one has
ever cared about the gnall burn er's per sona l rruename, so
mundane teXISwon't be much help. Creatures with less than
10 H D are considered. obscure unless th ey liave h istorical or
political importa nce. Unless you're ustng magicalclivinations
ro aid you r research, you can't even att emp t the Knowledge
checks.

The Know ledge check to learn 3 pe rsonal truename is
modified by the factor s in the table below.

" BOrIl!zan thalau'ql/ irialal1 n';111a1/S11

a!1a /l1id

truenam e drops below 3, it does not lose its person al true
nume. Likewise, if the Intelligence of a creature wit h an
Intelligence of less than 3 increases above 3 thro ugh some
temporar y magica l effect (even that gen erated from an item
such as a hradbl1 tldof illtfllect), it does not tempor ari ly gain
a personal truenamc. I f a creature 's Intell igence is perrna
nently improved above 3 (such as an animal being the subjec t
ofan 11ll'111<' Cl1 spell), the universe ackn owledges the creatu re's
new state of awareness and it gains J personal truename.

You Can find OUt someone's personal rruennmc using a combt
nation of mundane and magical research tech niques. Bur the
search can be an expensive, time-consuming process. Even
access to th e .J\l cYc ilcssCalillogor SplL'l ll lorsbeyond thr Veil isn't
sufficien t, because those encyclopedias are neither complete
nor completely accura te. (Short ly after the .M i'rC.-It' Si CI1falog
of Fit'JHIs was disse minated, for example, Ol::ll1 y cleve r devils
int ent ionally spread fake cop ies \,~th t l~e i r own names badly
garb led but the pe rsona l truenarnes of their rivals intac t.)
Shor ter-lived characters, such as hum an s, probably don 't
have th eir persona l rrue nam es recorded in any impor tant
tex t, so disc over ing such an individua l's t rue n ame becom es
an exercise in defec tive work using gen ealog ies, magical
divinations, and othe r eso ter ic tech n iques.

It takes a successful Knowl ed ge check in the re levant

subsk ill ro d iscover a personal tru e- name (alt hough 5 ran ks
ofTru espeak grant a synergy bonus to an}'such checks, and
the Truena rue Research feat grants additional bene fits).Th e
DC uses a fami lia r formula: 15 + (2 X crea ture's CR), or 15 +
(2 X HD)for creatures such as PCs that don't have Challenge
R:u ings. lfyou have the bardic knowledge class feat ure, you
can substi tu te bard ic knowledge checks for the Knowled ge
check. •

Just one success is rarely enough to dtscover a t rue-name.
YOlI need a number of successes equal ro 1/ 2 the cre ature's
Hit Dice (m in tmurn t).

Each Knowledge check to d iscover a personal truenam e
takes one week and costs 1,000 gp (for medi tati ve incense,
access [Q private librari es, and so on). Cut the wcek lv cos t
in half if you have un fettered access [ 0 a major library: suc h
as one owned by a wizards college, a scribes guild, or the
a rch ives in a m ajor temple ro a knowledge god. Someo ne
wi th the Truenarne Resear ch feat also cuts these cos ts in

-Utterance of critical word oflIur turillg,
used by Jellisqua to keep General Sulvarr

alive during the Battle of the Red Isth mus

DISCOVERING A
PERSONAL TRUENAME



con tinue to speak u tterances and recitations as lon g as yOll
can continue to succeed on Truespeak chec ks.

Abilities: Intell igence and Cha risma are the most imp or
tant ability scores for you. Int ell igence is the relevant ability
score for the Truespeak skill; a high I ntell igence will help you
learn and remember the long str ings of syllables cud exact
pronun ciation of the tru enames you kn ow.Charisma provides
the force and conv iction behi nd your words. In gam e terms,
it sets the save DC for many of your ut ter ances.

Other abili ry scores marter less, beca use you would m uch
rather de liver an utterance than swing <1 sword or shoot a bow.
If you're spend ing points on a physica l alnliry score, cons ider
Const irution because it provides ext ra hit poinrs- a resource
everyone runs short on event ually.

Races : The knowledge of rruenames-and how to

manipulate them- can be found amo ng most races, but, as
with the magic of wizards, the lore of rr uenamers requi res
a cer tain scholarly bent. Truenamers also spend significan t
rime in libraries and othe r places of kn owledge, and thus
are more rare among less civilized (or at least, less urban)
races.

Humans and dwarves, especially, find tru ename magic
appea ling. Dwarves find truen ame magic like a delightful
pu zzle to be solved: combinations of individu al words of
power l when put together a certai n way,capable ofach ieVing
a speci fic effecr. Scholarly dwar ves are on the forefr~'-;;f
combining genealogy and t ruenames, discovering how the
pe rsonal truenames of dwarves wit h in th e same clan have
some com mon syllables.- -

Humans living in the centers of major cit ies have access
to some of the libraries and other resou rces so essential to

learn ing true nnmes. They're also natural explorers ,crossing
the globe in search of new things to name. The division of
truenames in to three lexicons is largely a hum an inve nt ion,
and now all rruenamers enjoy the conven ience of the th ree
classifications,

Truenamers can also be found among elves and gnomes,
altho ugh such characters tend to prefer a more organ ic
app roach to magic, Halfl ings and half-orcs frequently lack
the discipline or access to sources afknowledge: to make true 
name magic feasible, although some clans and tri bes m igh t
include members with ran ks in Tr uespea k, and perhaps
knowledge of a few true name spells.

Align m en t : True naruers have no preferred alignment .
Both the blackest hearts and the pu rest soul s seek to und er
stand the cosmos by mastering rruenume magic. Evildo ers
want to reshape the un iverse for their own ends-or for
those of their dark masters. The defende rs of all that is good
want to use truena mes to create :1 more JUSt, compassion
ate world. The rig id comp lexities of tru ename linguistics
appea l to lawful characters, wh ile chaotic characte rs love
how rruename magic con fou nds society's ru les as an agent
of funda mental change.

Start in g Gold : 4 d 4XIO gp (100 gp),
Sta r t ing Age: As wizard.

THE TRUENAMER

-Sekhe n, Master ofTruespeech

"1 name )'OU rhelehb'maurechrhalahh, t)'mllt. J rClld usnnder
your pel ty Spel /5 with bhauo-yuale-mannarae. A/ld 1 bringyoll
toyour Imrcswithgorvcaryrmu-lilaurha. WitllOllly thret' lVords,
lllll l'e you at III )' lIl ercy:'

MAKING A TRUENAMER
At first, you will on ly be able to use Truespenk in a few ways,
so your power will necessarily be limi ted . You w ill know
on ly a few truenames, and more important, your abilit y 1'0

pronounce them is imperfect. You\\'i11 encounte r situations
when you aren't as skilled with Tru espeak as you need to be,
and you say ''gI1allr tllhlll h rl/llw mlio'' when you mean t to say
"g l l a l~rtL1lJ l l1 kmJ1 l1 '111 lJl jo:' As a low-level rrue namer,you might
be able to increase an ally's effect iveness in combat or freeze
<.\ 11 enemy in place! bur you won't be commanding demons
or altering the landscape-yet.

As you attai n mote levels,your power grows in th ree main
ways. First!you gain access to new lexicon s, expanding your
abilities to influence items and places , 115 well ascrea rures .
Second , you learn new ut ter ances, each of wh ich gives you
a new way to affec t creatures, objects, and places. Thi rd, as
you ga in ra nks in the Truespeak skill, you 'will natura lly be
able to pronounce true- names more reliably, especia lly the
truenames of more powerfu l creatures.

In many ways, you're lik e a spellcasrer. You would rather
deliver an utterance or a recita tion rhan at tack wi th a
weapon . By choosing the palh ofthe rru cnamer, you give up
a degree of flexibility compared to a spellcasrer. You have a
set of utterances and recitati ons you can make, and th is set
doesn't change from day to day the way n wizard can cha nge
her arsenal of prepared spells. But because you aren' t casting
spells, you don't have to worry about spell slots! spell levels!
or fu n ning out of your most precious resou rce. You can

Tru enamers study the words that compris e th e fabricof exis
.t~.Dc~.. Jheyseek [0 unravel and comprehend the myster ies of
the Multiverse by learning th e tr uenames of as many of its
com pone nts as possible. A tr uename r learns new rru enames
as he progresses in level, wh ich he can use as utt erances to

manipulate the world around him. All truenamers know
the basic words of Truespea k that all ow them to descr ibe
creatures that they encounter, so the new word s they learn
ena ble them ro alter those creatu res in very spec ific ways. As
they cont inue to advance, they also learn to descri be-and

--thus affect-inan imate objects and even places, which are
more difficult to describe using rruen arnes.

If you want to und erstand the secret language of the
u niverse, the tr uenamer class is for you. By delving in to the
truenames ofeverything that surrounds you,you can reshape
reality itself. You will speak words of power so potent that
the cosmos will rearrange it self to ma tch thei r mean ing.
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TABLE 3-2: THE TRU ENAM ER H IT D IE: 06
Base Utterances Known
Atta ck Fort Ref Will Lexicon of the Lexicon of the Lexicon of the

l evel Bonus Save Say Save See da l Evolvin Mind Crafted Tool Perfected Map
1 I 0 a + +2 Known ersona truename 1
2n +1 +0 +0 +J Knowled e oeus 2
3ro +2 . 1 +1 +3 3
4t +3 +1 +1 +4 4 1
~lli + +1 +1 +~ 5 1
6th +4 +2 +2 +5 True nam e Research 6 1
7h +5 +2 + +5 Know e e Deus 7 2
8th +61+1 +2 +2 +6 Bon us recitation feat 8 2 1
9 +6 + +J +J + See t e name 1 ax 9 2 1

10th +7 +2 +J +J +7 Knowle e Deus 10 2 1
11th + +J +3 +3 + 1 1
12th +9 +4 +4 +4 +8 12 3 2
13th +9 +4 + +8 enaing 2
i41h +10 +5 +4 +4 +9 Knowle e oeus 14 3 2
15th +1 ,. + + +9 onus recitation eat 15 4 2
16t +12 +71+2 +5 +5 +10 16 4 J
17th +1 + + +5 + +10 eaKunto tne masses 17 4 3
18t +13 +8 +3 +6 +6 +11 18 4 J
1 ~ i 9 :s 3
201 +15/+10/+5 +6 +6 +12 Say my name an 20 5 4

Class Skills (4 + Int modifier per level, x4 at 1st level): Concentration, Craft, Perform (oratory). Knowledge (all skills, taken
individually) , Truespeak, Use M agic Device.



h igh er-level utterances from th is lex icon at 7rh, 11th, 15t h,
and 19th levels, as indi cated on Tab le 3-3.

Begi n n ing at s rh level, you gain access to t he tsr-Ievel
u trerancesof the Lexicon of the Perfected M ap, allow ing
you to alrer places with your rrue names. You ga in access to

higher-le vel ut terances from this lexicon at .tzr h. teth. and
20Th levels, as ind icated on Table 3-3 ,

See page 232 for th e rules on successfully speaking
uttera nces.

Know le dge Foc u s (Ex):As a true name r, you spend a great
dea l of ti me study ing the world aroun d you in an effort to

learn new tr uenames. At the levels ind icated on Table 3-2,
you ga in a permanent +3bonus on a Kn owledge sk ill ofyour
choice. Each time you gai n th is abili ty, you can apply it roa
differen t Knowledge sk ill , or to the same Knowledge skill ,
if you want to focus on a particular area of expertise .

Tr uenam e Research : At eth level, you gain Truenarne
Research as a bonus fear. See page 229 for de rails .

Bonus Recitat ion Feat : By repeating your ow n personal
true name over and over with a partic ular inflec tion , you can
ach ieve various healing effects start ing at Sth level. Choose
one recitation fear from those given later in the chapter. You
must still meet the prerequ isites for the bonus feat to take it.

At 15th level, you gain a second bonus reci tation fear.
See the Na m ed (Su ): Begi nning at 9th leve l, you h ave

th e abili ty to see a creatu re from afar who se pers~na 'I 7;~e

name you kn ow. Th is abil ity works as the scrying spell ,
bur does nor require a mir ror or poo l of wate r to fu nct ion.
1nstead. yotl mu st rnake aTruespea k check for t he creatu re
as norma l (see page 196 for information on ma king a True
spea k check to affect a creatu re). Ifyour check is succ ess ful,
th e creature do es not get a save to resist the abili ty , bur you
can view th e subjec t for on ly 1 round. You ca ll use th is
abil ity once pe r day.

Sen d in g (Su): Beginning at t jth level , you can speak to

creatu res whos e personal rru enames you kn ow from a great
dis tance . You must make a successful Truespea k ch eck (DC
15 + 2 X target 's CR)to use [his abili ty. If successful, you can
send a mes sage to th e subjec t as a selldillg spell (caster level
equal to you r truenamer level),You ca n use th is abil ity th ree
times per day.

Sp eak u n to the M asses (Su): At 17th level, yO ll hove the
ability to affect a number of creatu res of the same creat ure
type with a sing le, powerful utterance. You can only affect
creatur es of [he same type (humanoids, g ian ts, or dragons ,
for exam ple) wit h a single use of this abili ty, alt hough you
could use it against a different group of a differen t cr eatu re
rype each rou nd. No tWOof the creatures you w ish to affec t
wi th your utt erance can be more than 30 feet apa rt, and
the base DC for your True speak check is equa l to the most
powe rful (h ighest CR or most H it Dice, if y Oll are affecting
PCs) creatu re in the group. For each creat ure you w ish to
affect with the ut terance beyo nd rhe first, the DC of your
Truespenk check inc reases by 2.

CLASS FEATURES
Your class features involve learning new utterances,attaining
more knowledge amo ng the th ree lexicons, and learning
recitation s that use your persona l tru e- nam e.

\Ve apon and Ar m or Proficiency: You are proficient With

Sim ple weapons and with light ar mo r, but nor with sh ields.
Known Personal Tru ename: You know your own

personal rrue name. You cannot pronou nce it autom atically;
doing so requires a Tr uespe ak check w ith a DC equal to 15 +
(2 x your Hit Dice) + 2. Because it's your per son al true-name,
you get a +4 bonus on rhe Truespeak check.

Utterance s (Sp): You have th e ability to spea k ut terances.
powerfu l combin arions of truenames rhar can alter the world
arou nd you in funda me ntal ways. Utt era nces ex ist in three
lexicons:The Lexicon of the Evolving Mind, the Lexicon of
the Crafted Tool, and the Lexicon of th e Perfect ed M ap. You
begin play knowing one utterance from the t st level of the
Lexicon of th e Evolving Mi nd, and you ga in one utterance
fro m this lexicon at each rruenamer level you attain.You gain
access to high er levels ofuttera nces at the ievels ind icated on
Table 3-3. \Vhen you gain access to higher-level uttera nces.
you can choose an utterance from tha t level or from a lower
level, ifyou wi sh.

Each utterance rep resent s hu ndreds of truenames in your
reper toire. \'(Then you gain the lVord ofbni5Je rillg, for example,
you say Il1 al1 lha ll 'l~ u 'IlI-lJm sedltl i when you're deliveri ng it on
your elf ranger ally and ymlll-slumkrilli'qall1 l15ha when you're
delivering it on your gnome rogu e frie nd.

The Difficulty c lass for a saving th row again st your utter
ances is 10 + 1/ 2 your truenamer level + your Cha modifier.

Beginn ing at 4th level, you also gain acces s to the tsr-level
utterances of the Lexicon of th e Crafted Tool, allow ing you
to alter objec ts wi th your t ruenarucs. You gai n access to

TABLE 3- 3 : MAXIMUM UTTERA N C E LeVEL KNO WN

Lexicon of tile Lexicon oft he Lexicon of the
Level Evolving Mind Crafted Tool Perfected Mal'.
W""" - rs,t
2nd 1st
td 2M~

4th 2nd 1st
5th ?1ttf '1st
6th 3rd 1st
i ii 3M 2iilf

8th 3rd 2nd 1st
__ . rd 2M 1

10Ih- ·· . 4th 2nd 1s t
liTh 4jh lrA g
12th 4th 3rd 2nd
13:ur:::- -;fth 914th 5th 3r 2n
_Iii 5'
16t h Sth 4th 3r,
rZfh !lih 4t
18th 6t h 4th

.

3r
1'8h 6JJ1 5Th jrn

- 20th 6th 5th 4th
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COMBAT
Altho ugh you don'r cast spells, str ictly speak ing, you're
effectively a spellcas ter in a fight . In a typical combat rou nd,
you attempt an utterance, hoping ro damage or otherwise
confound your enemies in some way, or to aid your allies. If
you are wounded , you might be able to use an utterance to
heal you rself. But rour in teresting combat op tions revolve
around the utrerances you have at your disposal.

If a foe proves especially resilient to your rruename magic,
or if your offensive utterances have bee n repeated to an
extent that you can no longer succeed on your Truespeak
checks, your tactical role in a light shifts from offense to
defense and support .

ADVANCEMENT
O nce you have undergone your in itial tr aining, you can
conti nue you r studies in the downt ime between adven
rnres, muc h the way a wizard learns new spell s, You're
always pract icing th e pronunciation of t ruenames you
al ready kn ow and tryin g to figu re out th e rr uen nmes you

Truen aruers of the FORGOlTE:-.l REALMSsertingoften vene r
ale Azurh (LN), Cond (N), Lathander (NG), Mysrra (NG), or
Og hma (N). Som e rruenamers worship Selunc or s har due to
their import ance in th e world's creation myth . Others favor
Deneir because they see a co nnec tion between rr uenames
and the Deneiran ,M cttlfext, The racial patr on deit ies find
worsh ipers among truenamers, roo.

The truenamers of [he E BERRO:-l sett ing worship Aureon
(LN), Onatar (N G), orrhe Path of Light (kalashrar, LN).

"Zri'sa lI l/tell-wrch retl1 00-5110 uell e11cq!"

- Reversed utterance of perceive the unsceu,
believed to be th e last words heard by

High Regent Lharnak the Cruel

OTHER CLASSES
Most members of other classes kn ow little about the ways of
rruename magic, and th us most willjudge you independently
of your magical in clinations. Wizards and some clerics are
the most like ly ro know some th ing of your art , and many
can be invaluable allies, aiding you in your research and
complement ing your utterances with their own powerfu l
form s of magic . You also benefit from the prese nce of stro ng
melee combatant s, as do spellcasrers, since they can keep
enemies away from you wh ile you shake the bat tlefield and
strike terror into the hear ts of }'OUf foes from a di stan ce.
Allies can become m istrustfu l once rheysee your power and
realize that they roo have truenames,and some will take time
before they become comfortable with you knowing thei r
personal rruen ames.

PLAYING A TRUENAMER
The whole poi nr ofbeing a tr uenamer is that your-words have
impact.You're ar th e table to be heard. Whether you're a glib
negotiator, J master of riddles, or a laconic hero who speaks
only when she must, you shou l d -d~el~pa distinctive style
for your character's speech.

As a truenamer, you're parr icul arly interested in defining
th ings. Youwanr to figure out the game world and accura tely
name all its contents.That's what drive s you to solve puzzles,
u ncover hidden enemies , and undertake ot her adventures:
the desire to catalog and name all you encounter,

RELIGION
Any deity wit h k nowledge, lore, or speech in its pantheon
is a natural for tr uenamers. But more than that, tr uenamers
favor the creato r de ity (if one exists) in a given pantheon.
Marry tr uenamers have the explic it or imp licit belief that
the creator deity used the language of tr uenames to defin e
ever ything in the universe at the moment of creation, essen
tially speaking every truename at the begin n ing of time,
Nor ever y rruenamer believes in the connec tio n be tween
the creation of the universe and the pO\ver of rruenames,bur
most do.Thi s can some times get truenamers in trou ble with
strongly orthodox religion s tha t lack a creator deity or don't
incorporate true nam es into their creation story.

In rhe standard 0&0 pantheon, rruena rners tend (0

worship Boccob (N), Vecna C~E), or the patron de ities of a
specific race such as Corellon Lareth ian (elves,CG)~ Moradin
(dwarves, LN), Carl Cllrrergold (gnomes, NG), or Yondalla
(balfltngs, LG).

The Law of Resistance (see page 233) applies to utte rances
altered with speak unto the masses.As a result, additional uses
ofan utterance modified ,....Itb speak unto the messes might be
more difficult, even if you then want ro use the ut terance on a
single crearure later in the day. For examp le, if you attempted
ro use an utterance agains t four fire giams (each CR 10), the
DC would be 15 + (2 x to) + 6 , Of 41. If your attempt was suc
cessful, and you later tried ro use that same utterance against
a single marut (CR 15), the Law of Resistance applies, and the
DC would be 15 +(2 X IS) + 2,or+7.

Say My Name and I Am There (Su): At zorh level, you
develop a tr uename-not your personal true narne, but a sort
of tr ue nickn ame-that is invested with cosm ic powe r such
that ot hers who speak it can conjure you forth. Whenever
someone successfully says th is rruename, you can appear
at that creature's location as if taken there by a H'on-l of 1WIlli

spell. You kncvv who is saying your truename, and you can
choose not to be tran sported if you wish. The nickname is

-c ofren one or two syllables taken from your personal true
name. A creatu re speaking your tr ue n ick name need not
make a Tru espcak check to do so.

Most rru enarners with this ability teach the rruename ro
rheir friend s and allies so rhey can be called when needed .



DArr..V LIFE
Most rruen ame rs are content to catalog new truenames, pra c
t ice the rrucnem cs th ey already know, and engage in othe r
linguist ica nd historical studies. Adventur-ing tru en amers
are an exception, however.Th ey use truenames to bring the ir
vision of[h e way the world should be tha t much close r to real
ity.Some are eager to find the truenam es of mo nste rs, places,
and items that no sent ient eves have ever seen before- even if
[hey have a band in creaci~g such things in the first place.

True namers are cu r ious about the world aro und them,
so a h igh-level rruenarner can m ake a goo d patron for
lower-level pe s. Such truenamers ofren hi re adventurers to
garher rare item s for study or to recover lost treasu re t roves
of rruen arner lore.

NOTABLES
Perhaps the most famous truena mer is Khuru fu th e Elo·
quem , a human truenarner wh o lived ce nt uries ago and
founded several truenarner colleges [ha t exist to th is day,
Khurufu lived to be more than 130 rea rs old, although
his ment al facu lties h ad diminished sign ifican tly f rom
[heir peak. He didn't die so much as utte r th e true name for
"ascend " an d disappear. Some say th at for cen tu r ies, Khu rufu
[he Eloquent has been wandering the caves ofPandemoniu m,
where the screami ng wind drown s out h is voice and mak es
rational thought im possible.

"Kantl1 riptia-yunirrakt11a11 l'preddenzaa1
1110ml0m u O' "

-Utterance of co njunctive gate, the last
know n words of Yurick-Naalgo the Aged

NPC REACTIONS
Most people have an indifferent atti tude toward tru enamers,
beca use tr uename magic is regarded as just anothe r esoteric
discip line. The aver age peasan t doesn 't dist inguish between
rrue namers and wizards-they're all scho lars wh o make
magic, aren 't they?

Truen amers likewise have few ene mies. Logok ron devils
(descri bed on page 265) regard them as r ivals and have s tarr
ing at ti tudes of unfriendly.

TRUENAMER LORE
Characte rs with ranks in Knowledge (arcana) can researc h
tr uen amers to learn more abour them . \Vhen a ch arac te r

ORGANIZATIONS
Several organizations of in terest to truenamers exist, in clud
ing the Collectors of the Lexicon and the Kingmakers.They
are descr ibed beginning on page 270.

Skill Penalt Ranks Ability. Armor Check
Concent ration on
Knowled e arcana 4 Int

nowle ge nature ~ nt
I<n owled e local 4 Int
J ruesp.ea 4 n
Use Magic Device 4 Cha

Truen amers are a good addition ro a magic-rich campaign
because they ex tend th e boundar ies of magic. What they
do is unquest ionabl y mag ical. bur it doesn't involve spells,
compone nts, schools, o r any of th e oth er accoutrement s
normally associated wirh spellcascers.

-Captain Von Ha kri of the city guard

Fe at : Skill Focus (Truespeak).
U t t er ance: Utte rance of m inor healt h
Gear: Backpa ck with wnrersld n. one day's trail rations ,

bed roll, sack, flint and steel. six to rches, 10 bolts.
Gold : Ids gpo

don't know yet, O ccasionally, you might visicthe library of
you r menror or a truenarne-aware organ ization so you can
learn more [r ue,names. W hen yOll reac h h ig her levels, you
m igh t advance the lore of rruenam es yourself di scoveri ng
new truenumes and becom ing the first tru enamer ro speak
t hem aloud.

As you attain more levels in the t ru euamer class, the
most importan t choice you face is wh ich utt erances to

learn. Each ut tera nce f ro m the Lexicon of the Evolving
lYfind re presents an action, and its reverse, that you can
u se agai nst friends or enemies. Even tual ly,you learn words
that you can use to form utterances t hat affect objects and
pla ces. At eve ry level, you learn a new utterance rhar ca n
affec t creatures you en cou nter. Th e words you can learn
also inc rease in di fficult y (and therefore increase in power)
as you gai n levels, allowing access to new, more powerful
utterances.

TRUENAMERS IN THE WORLD
''If it's magic, i t's awfully 5l1bllc l1"1l1g;c. 1 1.\1115 wfl fchillg for the
Ilane/ waI!ing lllld (hallting. Ins/cad, fiejlls t said something-llnd
I coll/an't 1ll000e!"

_ ELF TRUENAMER STARTING PACKAGE
Arm or: Studded leather armor (+3 AC, armor check

penalty c-t, speed 30 fr., 20 lb.).
W eapons: Spear u ds, crtr X3, 6 lb., Medium, piercing).
Light crossbow (td 8, crit 19- 20/ X2, rang e inc. 80 fr.,4 lb.,

Mediu m, piercin g).
skill Selection: Pick a number of skills equal to 4 -r- In t

modifier.



ma kes a ski ll ch eck. read or- pa raphrase the follow ing , includ

in g the in formation from lower De s.
DC 10: Trucn amcrs spea k their magic aloud usi ng long

strings of wh at sounds lik e g jbbensh "
DC 15: Truenamers claim ro tap int o th e power of <I

fundamenral lang uage of the universe, and if rhey know
so meth ing's tr uename, they G ill affec t it w ith their mag ic.

DC 20 : Tr uenamers gradually learn more rrue names and
more ways to use each rruenamc they kn ow. T hey also ca n
learn the persona l tr uename ofan individ ua l creature, wh ich

g tvcs them lots of pmver over th ar creatu re.

TRUENAMERS IN THE GAME
Truen amers rely on rruenarne magic ,obviously. Bur ,1S long as

rruename magic is compa tible with your ongoing campa ign,
you can int roduce it gradua lly.

T he most importan t way to keep th e playe r of a t ruenarner
happ y is to let th at tr uenamer use his most Importan t utter
ances-especially th ose recen tly acquired . Mostly, tho ugh ,
tr ue namers are versa tile eno ugh to have fun in nearly any
sort of encounter. You can pay atten rion 10 the types of
u tterances a rruenamer rakes to get a clue as to the types of
encoun ters [he player would enjoy most.

ADAPTATION
The underlying st ructu re of th e truennmcr class is modu lar:
He can use utterances and recitation fears.That leaves plent y
of room to replace those elem ents described in th is cha pte r
with utt erances and recitatio n feat'S i~ventcJ by the tr ue

na mer or DM .

SAMPLE ENCOUNTER
A tr uenamer, much as a spellcaster, can be a powerful all y or

di re vi llain. In eit he r case, he has an in quisit ive m ind an d is
eager to ob tain any knowledge of trucname magic the pes
have- possib ly byany means. The fi rsr time a t tuenarner is
encou n tered. the PCs are likely to ass lime him to be a w izard
or sorcerer. Eventually, however. they will notice hi s un ique
del ivery (no somatic or materlal cornponents) an d his un ique

approach to his ar t.
EL 9: Khetarin found him self OUl of touch with h is elven

heri tage from an early age. He felt th at the elves' approach
[Q magic as an almos t living enti ty was too spir it ual, when
magic was rea lly a tool to be stud ied ;\lld used. He di scovered
a reference to truename mag ic in a musty o ld lom e in on e of
th e elver, lib rar ies, and he was hooked. H e eventua lly sought
out a t rue n arne school in a d istant hu man cit y, where he
star red down the path of the tntenamer.

Khetarin is bookish and preoccupie d. but can be dig nified
an d charm in g if the occas ion requ ires. He frequentl y stares at
new acquaintances . which can be unsettling (he is mentally
assembling the appropriate rruenarue for eac h acquain tance
he meets- jus t in case), but he is ext remely know ledgeable

an d willing to help any group devoted to fu rt hering knowl
edge and [he greater good .

KHETARIN CR 9
Male half-elf truenamer 9
NG Medi um humanoid (e lf)
Init +5: Se nses LIs ten -1 , Spot-1
Languages Common, Elve n, Abyssal, Draco nic. Dwarven,

Sylvan

AC 17, touch 11 , flat· footed 16
hp 49 (9 HD )
Fort +5, Ref +4, Will +7

Speed 30 ft. (6 squa res)
Melee mwk morningstar +7{+2 (ld 6)
Ranged mwk ligh t crossbow +8 (1d8{19-20)
Base Atk +6; C rp +6
Specia l Action s Recitation of the Sanguine State
Combat Gear potionojcure modera te wounds , potionof

invisibility
Utteran ces Known (CL 9th ; l d20 +11 to overcome SR):
Lexicon of the Evo lving Mind

3rd-acceferated att ack, energy negation. greater speed
ofthe zephyr, moderate word of nurturing

2nd-perceive the unseen, silent caster (DC 16) , temporal
twist (DC 16)

1si-s-inertia surge, knight's puissance
Lexico n of the Crafted Too l

2nd-analyze item
1st-fortify armor

Lexi co n of the Perfect ed Map
1st-fogfrom the void

Abilities Str 10 , Dex 12, Co n 14, Int 18, Wis 8, Cha 14
SQ knowledge focus (2), known pe rso na l tru ename, se e

the named l {day
Feat s Improved Initiative, Iro n Will, Skill Focus

(Trues peak ), Recitat ion of the Sanguine State", Spell
Penetratio n, True name Research"

Skill s Concentrat ion +14, Knowledge (arcana) +19
(+23 truename resea rch) , Knowledge (h isto ry) + 13
(+17 truename research) Knowledge (nature) +19
(+23 truename resea rch) , Knowledge (the planes) +16
(+20 truename research), Survival-1 (+1 in
abovegrou nd na tu ral envi ronments or o n other planes),
Tfuesp~.~k.+24, Use Magic Device +14

Possess ions combat gear plus +7 mithral breastplate,
headband ofjnteflect +2, lesser amulet oftruespeak,
maste rwork mo rningstar, masterwork light cross bow
with 20 bolts , da gge r, 100 gp

Hook "What an inte resti ng name you have,"

"HajiI[/1 IIIoo'bmtllallIaII I, rin
pretllent te' ll lajian!"

-Utterance of th wart Ihe tra veler,
delivered by Logokron Lord Tynaurahl to

trap Dulcas the paladin in the Nine Hells

'.



obsession wi th rheir ow n true-n ames and becom e acolytes of
the ego as a resu lt. Bylearning to spea k thei r own truena mes,
th ey strive to unlock hidden power s lost to th e cos mos.

Bards, with th eir affinity fo r th e spo ken word, are likewise
drawn to the acolyte of the ego class. However, the prerequi
sires are such th at any reaso nably intel lige nt ind ividual w ith
a pred ilecti on for rrue nam es could become an acolyte of the
ego and unlock the power of h is own truename.

CLASS FEATURES
O nce you gai n the ahiliry to properly speak your ow n tr ue

nam e, you can learn to add specific cadences a rid a lter it in
ot her sub tle ways. In so doing, you begi n to un lock abilit ies
you never knew you had.

Known Perso n al Truename: Yo u know your ow n per·
sonal tr uena me. However, pronounci ng it correc tly requi res
a Truespeak check wi rh a DC equal to 15 + (2 X yo u r H D) + 2.

You get a -;.-4 bonus on the Truespeak check becau se it's your
personal rruename.

Morp h ic C a d e n c e (S p): Sta rting ar 2nd level , an d ar

eve ry even-numbered level thereafter (4 th , e th . 8th , and

iorh), you learn to prono unce you r own truename wi th

cer tai n cade nces th at alte r your persona l realit y. Each time
vou gain th is abilit y, you learn a new m or ph ic cadence (in
other words, a new way to mo rph your tru enamej.nrrd your
existing rnorp hic cade nces get incremenra lly better.

Activaring a morphic cade nce is a standa rd ac tion, and
you must succ essfu lly speak you r pe rsona l rrue name . wh ich
requ ires a Truespeak check (see Known Personal Tru ename,
above).

Th e fabric of you r reality can w it hstand only a certain
amoun t of distort io n. Thus, the Law of Resistance (see page
233 ) applies to cadences. Th is means that eac h tim e you use
the sam e cade nce on th e same day, the DC of the Truespeak
check in creases by 2. You can have as many cadences ac tive
at a ti me as you desire.

Cndenrc of tIlt' Distlml Step: You ca n use ditl1CIUiol1 door (as

the spe ll, PH 22 1) to transport yourself and any items you are
car ry ing a maximum of 100 feet per m orph ic cad ence you
know. You ca nnot use th is abi lity to affec t other crearu res
or nny objects you aren't car ryin g.

CadcllCt' oJtile Swallowed Spell: You gain spell res istance
equal 10 15 + 2 per morph ic cadence you know. T he benefit
lasts for 1 round per class level.

Cudeureofthe Frightflll Mind:You can fr ighre n your foes (as
the fea rspell, PH 229). Th e DC for the w ut save to res ist the
effec t is 10 + you r acolyte of th e ego level + your Cha modifier
-i- the number of morph ic cadences you know, The duration
of the effect is 1 round per class level.

Cthlmcc of the Iron Skill: You gain damage red uction 2/
magic, plu s an add itiona l 2 poin ts of dam age reduc tion per
mo rphic cade nce you know beyond th e firs t. In othe r word s.
a toth-level acolv re of the ego vvho knows th is cadence gain s

dam age re duction l O/magic.
Cndcnreof tIlt Living Fortress:You gain a measure of rests

ranee against crit ica l h its for 1 round per class level. When a

Class Skills (4 + Int modifier per level): Concen trat ion ,
Diplomacy, Intimidate , Knowledge (all skills, taken
individually). Perform (oratory), Speak l an guage,
Truespeak.

An acolyte of the ego seeks to master but one tru ename-his

ow n. In 50 doing, he learns to fortify himself against harm

and unleash pain and suffe ring upo n hi s enemies. He cares
less abour the truenarnes of other creatu res. He devotes h is

stu dy to h is true self as he experimen ts wnh the pronuncia
tion of h is tru ename to increase h is power .

-c-Ka lazarr C mdlesong, acolyte of the ego

Truenarne magic lends itself to interesting spec ialties and
adaptation s. Prestige classes o ffer abilit ies and features
sought after by those skilled in Tru espeak. be th ey trucna
mers, opposed to truename magic, or simply adven turers
seeking to use the power of truenam ing ro th eir advan tage.

All the prest ige classes presented here require some
knowledge of tn lcspeaking, bur are accessible to membersof
many classes. None require levels in the rrue namer class.

"W' ht"llfVer 1 SPl'll k 111)' fn H'/lillllC, tllf worlcf rr tlOlVl'S 11 rouucf n tc

fo r" change."

BECOMING AN
ACOLYTE OF THE EGO

Many acolytes of the ego beg in as true na rners.After months
o r years spent learn ing how to uncover an d speak various
:tQlenames, some truenamers develo p a m ild to m oderate

•

TRUENAME MAGIC
PRESTIGE CLASSES

ENTR Y REQU I REME NTS

Type: Humano id
Skill s: Truespeak 9 ranks
Languages: Mus t speak at least four language s

TABLE 3-4: THE ACOLYTE OF THE EGO HIT D IE: D8
Base

Att ack For t Ref Will
Bonu s Save Save Save S edal

+2 + 0 +0 nown personal
t u name,

+2 +3 +0 +0 Mar hiecadence
j 3 + + +' esonant ce

4th +4 +4 +1 +1 Mar ic ca ence
1 S +4 +' +' aoe ~e rna er

6th +6 +S +2 +2 Mar hie co ence
7 tli + + + +2 A ter persona

Ir uenam e (,-4),
edtation eat

81 +8 +6 +2 +2 rIA.orphic co ence
9t li +9 +6 + +3 Alter personal

true name - 8)
10 th +10 +7 +3 +3 Morphic cadence

I'
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PLAYING AN
ACOLYTE OF
THE EGO
As an acolyte of the ego , you
enjoy spending a few ho urs
each day contemplating you r
trueu ame .This internal rnedi

tation ca n be done whi le
pe rform ing ot her task s, but
wh ile so im mersed you tend
to come across as qu iet and
se If-abso rbed . Howeve r,

when mystery gives way to

revelation and you d iscover
some new power associ

ated with you r rruename, you
become more an imated as you
aggressively see k IO explore
the limi ts of th is newfound
abi li ty. The fact that you r
t r uena me holds such great

power can mak e others feel
less "in tune" wi th the cosmos.
Add to that your special knack
[or alter ing your truename in

ways the universe never in tended (in rhe form of morph ic
cadences ), and it's no sur prise rhut you r comrades sometimes
see you as ego tistica l. Frankly, yO ll pre fer the term "superior,"
but to say that aloud wou ld cer tain ly be misinterpreted as
condescens ion.

You 're di sincli ned to join any form al orga ni zation or
brothe rh ood, since no one cou ld possibly know more about
your own rruenarne than yourself. However, acolytes of
the ego ge t along qu ite well w irh one another, although
d iscu ssion s about ind iv id ua l rruename abilities can lead

increases by5 for each addi tiona l morph ic cadence you wish
ro activate after the first.

For example, a s th- levcl bard /S rh-leve l acolyte of the ego
can prop erly spea k her own true narue with a DC 37 True
speak check. However,she can add Cllllol(eof theprowling tiger
and Clldena oflilt, tJllmtll'r t1mlu to her true narne and gain the
benefits ofboth w ith a successfu l DC 42 Tr uespeak check.

Alter Personal Trucn ame (Su): At'7th level, you can alter
you row l1 t rue narn e sligh tly-just enough

to mak e it d ifficult or impossible
(or othe rs to utter it correct ly,

Anycreature other th an you
tha t attempts to speak your
true name rakes c - 4 pen alt y
on the Truespeak chec k. At
9th level, th is pen alty increas
es ro c-S.

Reci ta tion Fea t: At 7dl
level, you gain a recita tio n (e31_ _

(see page 231) as a bonus feat.

Ka lnz flrt Cntulles/} ng. a gnome acolj1tl!of tlse I:go

critical h it or snea k att ack is scored against you, there is a 20%
chance per rnorphic cade nce )'OU know (maxim um 100% if
you kn ow five rnorp hic cadences) rhar the cr itical hi t or snea k
attack is negated, and da mage is rolled no rmally instead.

ClldcllU of the Lost W'ollnd: You gain fast healing equal to

th e number ofmorpluc cade nces you know.T h is benefi t lasts
for 1 roun d per clas s level.

Cl1d£'ltc(' of lite Llld~ }' FOIl!: You gain a luck bonus on saving
throws equal to th e number of rnor-
phic cadences yo u know. Th is
benefit lasts [or t roun d per class
level.

Cadenceof Ihe .Alight)' Bull:
You ga in an ins igh t bo
nu s to your Stre ng th score
equal to the number of mor
phic cade nces you kn ow for
1 minute.

- Cal-lcuct? of tlte Prowling
Tigl'f: Yougai n an insigh t bo
nus to you r Dexterity score
equ al to the num be r of mor
phic cadences you kn ow for t

minute.
CndetlCcof tlu Su rd MI1~k :

You ca n use , li ~g ll i $ e self (as
the spell. PH 197) for t min
ute per class level.

Cadence of the T/l1mdcr
Dra lle: You can make n
sing le b rea th weapon nr

rack- specifically. a 20-£00 '

Call e o f painful noise rhar
deals 2d6 poinrs of sonic dam
age per morphic cadence )'OU

kn ow. The Reflex save to

halve rhe damage is DC 10+
your acolyte of the ego class
level + your Ca n modifier +
[he number of mor ph ic ca
den ces you know.

Cadenceofthe Ursme Hert rt:
You gain an in s ight bonu s [ 0

you r Constitu tion score equal
('0 the number of morphic ca
de nce s you k now for 1 minute.

Reson an t Voice (Su): Star t-

ing at Srd level, you can speak your persona l rruenam c w ith
a part icularly deep , resonant voice.The DC for the Tru espeak
check increases by5, but ifthe check succeeds, you treat your
clas s level as th ree hig he r for the pu rpo se of deter mi ning
the effect and dura tion of any morph ic cade nce you lise that
round (see above).

Cad en ce M as tery (Su): Start ing at 51h level, you can
speak your pe rsonal truename w ith mult iple morphic
cadences ar the same ti me. The DC of the Truespeak chec k



NOTABLES
An entire realm's percept ion s of truenarne magic and
acolytes of the ego might one day be sh aped by the ant ics
of one Reka ldo Se ravin (N male ha lf-elf ba rd 3/t ruename r
3! acolyte of the ego 2). Rekaldo recently learn ed the ca,fe"c<'
of tIll' sl'a d mas', and has proven h imself qui re a nuisance
within the nobili ty, Armed wi th a silver tongue and the
abilit y to conceal h is true appearance. he has succes sfully
infiltrated a number ofno ble hou seholds an d stolen valuable
item s and polit ical sec rets. Local author ities have nor been
able to catch hi m, bu t th ey believe hi s sponsor might be an
influent ial member of th e royal cour t. However, he is prone
to leaving beh ind small black ca rds traced with th e words
"You have been duped by Rekaldo the Acolyte of the Ego"
in silvery paint.

Few acolytes of th e- ego are as arrogant and bold as Rekcldo
Serav in. 1\)'<1 Berndi (CG female truenamer e/acolvte of the
ego 5) has bee n quietly adventu ring for years, though recently
her gro up disbanded . Plain and unassumi ng, Ava is cu rrently
scouring the COUIl l ryside for wort hy compatriots so rhar sh e
mig ht cont inue 10 face new challenges and learn from th ese
experiences. Aya is remarkably bright and asrut e (Int 17),
but her aloof manner and tremendou s vocabulary can be
off-putt ing to those who ca n't match her intellec t. However,
she has worked with both barbar ians and wiza rds before ,
and she endeavors to be as patient with [he m as she can. She
knows the (lltlC lla oftIlt' StI'tl11011't'tl 5fld l and the caelena oJthe
thumlrr dmf,-:,',

DAILY LIFE
An acolyte of th e ego spends between 1 and 4 waking hou rs
each day contemplating his own truenam e. He can indulge
this pred ilection while perform ing leisurely rasks that don 't
requi re ser ious concentration. For examp le, an acolyte of
the ego can murmur pennutarton s of his truen ame wh ile
coo king a meal or standing watch. Beyond that, an acoly te
of the ego has 110 specia l obligarions.

Th e quest ro demystify one's per sonal truenarne is an intern al
strugg le, requi rin g agreat dea lof reflection. However,an aco
lyre of the ego can'! sit alone in a rower and expect 10 gain new
in sights purely through rned iration.To u nlock th e secrets of
his truename, an acolyte of th e ego must det ermine the true
measure of hi mself through hardsh ip and adventure. The
acolyte of the ego sees thi s as a truism and reg ards adve nt u r
ing notonly as a mean s ofpersonal growth bur also as the way
to unde rsrnnd and realize his po ten tia ]. For thi s reason, an
acolyte of the ego finds h imselfd rawn ro adventuring parries.
An acoly te of th e ego who jo ins a band of adventurers ho pes
th at the experience will tr igger new revelations and ena ble
him to unlock new aspec ts of his tru enarn e.

An acolyte of the ego looks for traveli ng com pan ions who
share the same adventurous spirit, even if their reasons for
advent uring differ.

RESOURCES
Acolytes of th e ego neithe r gain nor requ ire specia I resources
that allow them to better ptlrSue their un ique c raft.

ADVANCEMENT
To becom e an acolyte of th e ego, you rnusr demonstrate a
pr edil ection for language bymasrerhtg at least four tongues.
You must also be a devoted stude nt of truespea ki ng and
un der stand the naru re of truc names and th e pllwer they hold
over all th ings. A high Intelligence score ce rt ainly helps,as
few "dim lanterns" have the wherewi tha l to master ordi nary
names, let alone tru e-names.

An acolyte of the ego cun ner easily be shown or taught
how to pr y secrets from her persona l rruen ame. Th e study
of one's truen ame is an individu al exercise and requires
reflec tion , medi tation, sel f-discovery, and mJ ny lonely hours
ofpr actice.

Once you commit 10 un locking the secre ts of your true
name, you have some con trol over bow and where co focus
your energies. Can you find a way to say your rruen ame ro
make yourself stro nger. or wou ld you rather find a wa ' to say
your name in a way that strikes ter ror into the hear ts ofyour
enem ies? In time, maybe you can do both, and more.

COMBAT
You are wise to master a combination of offensive and
defensive morphic cadences. As yOll develop new morphic
cadence s, th e ones you already possess become more powe r
ful and the effects more lastin g. In shor t. you are rewa rded
for continu ing along the acolyte of th e ego pnrh.

Alt ho ugh your master y oryour ow n I rucnarn e mak es you
a pow erful asset ro any adventur-ing parly, your morphic
cadences and other abi lit tes ra rely affect your comra des
directly. For the most pan, th ey must learn to rely on their
own abi lities and devices, much as you have done.

En em ies with tru espeakln g abi lity wi ll lry to turn your
O\vn truenarne again st you. If you advance far enoug h as an
acolyte of the ego, you will learn how to ''.'ar p your tru ename

__in sub tle ways {Q make il difficult or impossible [or o thers {Q

control or harm you in th is fashion. In addi tion ro un locking
great power, you learn {Q guard yourself again st those \vho
wou ld use rhe source of your powe r agai nst you.

to friendly, competitive r ivalries. ("It's ver y good that your
true name allows you [0 teleport shor t distances, bur can you
hea l you rself? No ?Too bad .")

ACOLYTES OF THE EGO
lNTHEWORLD

"See thaI odd young 11111 /1 HlIlJlt'r i llg 10 lI imSt'lf ill tlie corner? 1
politd )' a5l~eillt im his I1lllt lt' , l1JJd l lt~ gtlVl' 1I'll' Ille most ll'illlCrmg
glare,'

- lydia Colds heaf halfllng barmaid at the Tipsy Griffon

,



ORGANIZATION
Acolytes of the ego have no organiza tions to speak of.

NPC REACTIO NS
Acolytes ofthe ego can see m self-absorbed or egotistical, but
lo r the most par t. they defy stereotypi ng. If an acolyte of the
t~go tells someone who he is, he will get quizzical looks and
rai sed eyebrows, because few people know what an "acolyte
of the ego" is. Even if he explains it, those quizzical looks
take tim e ro fade.

Acolytes of the ego have no forma l organiza tion and no
blood enemies. Even in societies that op pose truename
magic , aco lytes of the ego are given some lat itude because
of their inward focus.

ACOLYTE OF THE EGO LORE
Characters with ranks Knowledge (arcana) or Knowledge
(local), or who have the bardic knowledge ability, can
research acolytes of the ego to learn m OTC about them. When
a character makes a check, read or paraph rase the following,
incl ud ing th e in formation from 100ver De s.

DC 15: Acolyte s of the ego, lik e truennmers, pracrtce a
form of magic ca lled tru cnam e magic.

DC 20: An acolyte of the ego spec ializes in masteri ng his
ow n rru en ame, hopi ng 10 gain power from it.

DC 25 : An acolyte of the ego can alte r h is truenarne in
stra nge ways, and with each change in in flec tion or cadence
comes a d ifferent power . A skilled acoly te of the ego ca n
master severa l of thern. - -

ACOLYTES OF THE EGO
rN THE GAME

Acolytes of the ego fit neatly int o any campaign world that
allows truenamc magic. Although highly focused, their
mor ph ic cadences are qu ite d iverse, and two aco lytes of
the ego can manifest wildly d ifferen t abil it ies. A powerful
acoly te of the ego with multiple morphic cade nces ca n fill a
var iet y of roles in the typical adventuring par ty.

ADAPTATION
An aco lyte of the ego can choose his morphic cadences from
an impressive lis t, but DMs should feel free to crea te new
ones, M orp h ic cadences sho uld generally grant abilities
co mparable to a spell of ·uh level or lower, and thei r dura
lions are quite sho rt. Morphic cadences sho uld be designed
to increase in powe r or duration slightly wit h each new level
taken in the acolyte of (he ego pres tige class.

SAMPLE ENCOUNTER
Th e acolyte of the ego described below wou ld make an excel
lem cohort, or perhaps one member of a rival advent uring
party,

EL 10: Kalazarr Candlesong has TWOpassions:himself and
his small collection of gathered myths and legends, which
he scribbles into sma ll books and then stores in hi s H Ctl'ilnl 's

IlttnLI)' IWIli'rsl1C '~. He might join a gro up of adve nt ure rs on a
qu est if he th inks he has a chance of collecting some new
and interes ti ng tales. Kalazart comes across as in trove rted
and studious, but he can be an engaging conversa tio nalist
once his at renrion is gained.

KALAZART CANDLESDNG CR 10
Male gnome bard 6/acolyte of the ego 4
CG Medium humanoid
Init +7; Sen ses low-light vision; Listen +10, Spot +0
Languages Common. Elven, Gnome, Orc

AC 19, Touch 14, flat-footed 16: .4 AC against giants
hp 64 (10 HD)
Fort +8, Ref +9, Will +6; +2 on saves against illusions

Speed 20 ft. (4 squares)
Melee mwk short sword +12/+7 (ld4-2/19- 20)
Ranged mwk shortbow with +I arrow +12/+7 (ld4+ l/x3j
Base Atk+8: Grp +2
Atk Options +1 on attac ks against kobolds and goblinoids ,

bard ic mus ic 6jda y (coun tersong, f ascinate, inspi re
compete nce, inspire co urage +1, suggestion)

Special Actions cadence of thefrightf ul mind (DC 17),
cadence ofthe swallowed spell

Combat Gear poTion of barkskin +2, potion afshie ld offaith
+3, ailof magic weapon, 2 scrolls of holdperson

Bard Spells Known (CL6th):
2nd (3/ day)- blur, invisibility, mirrarimage
l st (4 /day) - charm person (DC 14), expeditious retreat,

lesser confusion (DC14), silen t image (DC 15)
o (3/day)-daze (DC 13), detect magic, mage hand,

message, open/close, read ma gic
Spell-Like Abilities (CLIst}:

l/day-dancing lights, ghost sound (DC 13),
prestidigita tion, speak with animals (burrowing
mammal on ly, durat ion 1 minute)

Abilities Str 6, Dex16, Con 14, Int 16, Wis 10, Cha 16
SQ bardic knowledge +11, known personal truename,

resonant voice
Feats Combat Casting, Improved Initiative, True nam e

Training*, Weapo n Finesse
*New feat described on page 229

Skills Balance+4, Bluff +16, Concentration +1 5 (+19 casting
defensively). Craft (alchemy) +5, Diplomacy +1 4,
Disguise +7 (+9 acting in cha racte r). Gather Information
+7, Intimidate +11, Jump -7, Knowledge (history) +1 6
(+18 truename research) , Listen +10, Perform (orato ry)
+16,Truespeak +21, Tumble +15

Possessions combat gea r plus +1 chain shirt, maste rwork
short sword, masterwork sho rtbow with 10 + 1 arrows,
gloves ofDexterity +2, headband ofintellect +2, lesser
amulet ofthe silver tongue*, Heward 's handy haversack ,
pouch containing 185 gp, boo ks of myth s and lege nds
(stored in haversack )
*New item desc ribed on page 263



Each syllable is a spell-like abili ty,
Each syllable requ ires you to make asuccessfulTruespeak
check to affect th e creature you targe t. See page 195 for the
ru les involved in making a Truespeak check.
The Law of Resis tance applies to each syllable, so the
Truespeak DC for repeated uses of a syllable inc reases by 2.

See page 233 for a description of th e Law of Resista nc e.
The range of each syllable is 60 feet.
As wi th utt erances, syllables need not be heard by th e
target to be effec tive.
The caster level ofeach syllable is equal to your character
level.
Syl1a[11c of Dc!l1CIl1l1 Cfl t: \,(:r hcn you begi n you r career as a

beref t, you learn th e first syllable in the word oJ ImIJlilking:
the sylla ble oJaetl1Chmcl1 t. \X' hen you successfull y speak th is
syllable, your target find s itself less capable. Even the masI

minor tasks are sudden ly more difficult. The target takes a
-2 pe nalty on attac k rolls, saves, and checks for a number of
rounds equal to yourc lass level. Th is abil ity is the equi valen t
of a 2nd-level spell.

s)' /I l1 ble of Ajflicfioll: Beginning at 2nd level, you can lise
Truespea k to temporar ily alter a targe t creatu re's rruename
and remove one of four senses. If yOUTTru espeak che ck is
success fu l, the subject must make a w ill save (DC 10 + class
level + Cha modifier). If it fails, you temporar ily erase one of
the target's senses: sight (as per ll lindlless/ lieafness),hea ring (as
per b/indness/dl'lljness), sme ll (negates sce nt abili ty), or tou ch
(- 2 circumstance pen alty on Climb, Disable Device , Escape
Artist, Jump, Open Lock, Search, Tumble, and Use Rope
checks). The effect of this abili ty rem ains for a nu mber of
rou nds equal to you r class level. This ability is the equ ivalent
ofa arb-level spell.

SyllableofExile:When you attain Srd level, with a successful
Truespeak check you can temporari ly send a rarger of thi s
syllable ro a confusing pocket dimen sion .This ability func
tions as a Hinze spell, but the subject is trapped in rhe maze
for only 1 round. It can still attempt an i ntelligence check
to escape on its ru rn as normal, bur doi ng so is only a swift
action (as opposed to a fu ll-round action, as norm al for a maze
spell ). Thus, iftr escapes, the creature can act no rmally on its
turn. This ability is th e equivalent of a eth-level spel1.

S)'I1alJlc 0/ Dissolution: \V'hen you reach 4th level, your
proficiency with th e syllt1111l!sofuumllJ: ing has ne arly reached
its pinnacle. You can now un make a port ion of a cre arure's
physica l esse nce . If you succeed on your Truespeak ch eck ,
your target rakes sds points of dam age.as port ions of its body
are ripped away and dest royed.This abili ty is the equivalent
of a zrh-level spel l.

Requ irem ents), and you receive Obsc ure PersonalTruename
as a bonus feat.

Syllables of Unmakin g (Sp): At each be reft level , )'ou
learn another syllable of the powerful wont of fl lHl1aki,lg.

\\7hi le each syllable unmakes a por tion of an enemy in a
different way, th e syllables do share some common tra its.

____ _ _ _ _ _B.ERE.EI

ENTRY REQ UIREMENTS
Alignm en t: Any neutral
Skills: Truespea k 13 ranks
languages: Must s pea k at least three lan guages
Special : Must have been the subject of the ritu-aJof
renaming spell (see page 257), This costs 3,700 gp,

Class Skills (2 + lnt modifie r pe r leve l): Concen tra tion ,
Intimi date, Knowledge (all skills, take n individua lly), listen,
Sen se Motive , Speak language. Trues pe ak.

"rown YO II."

The bereft are a group of rr uenamers who devote themselves
ro mastering th e wordo{tlI lt1I ll ki ng,;1 powerful component of
Truespeech purpor tedly able ro unravel c reation. Through
liberal uses ofrhe word's syllab les, a bereft srudies its effects
so tha r one day he can master the complete wordofIlmna'~ i "g

and p~rhap~nlock the meaning of reality. As he advances
in level as a bereft . he learns new syllables of unmaking that
create a var iety of disruptive effec ts. Aft er much patient
stu dy, he finally learn s how to combine th ese poten t syllables
in to the ter rible, deadly wordOI 11ll 11l11 killg.

-c-Lado rose th e Bleak

CLASS FEATURES
The bereft's class features hi nge on the Ttuespeak skill. As
your mastery grows, your capabi lities begin to vary wildly
from th ose of a typical rruenamer. You can deal damage,
reduce your enemies' effectiveness, and evert utterly unmake
an ene my's soul wirh th e powerfu l word of1I111J1(l b ll g .

Obscure Personal Trucname (Ex): Upon becoming a
bereft , you give up your natu ral truenarne and take pains
TO make you r new one more difficult to d iscover. You gain a
new truename by means of th e r i tll ll l of rmll llJing (see Entry

BECOMING A BEREFT
All bereft have some capability with Truespeech, making the

_ _ truenamer class an obvious choice to meet [he requireme nts
for [his pres tige class. Bard levels grant the bereft an interest
ing sui te ofabili ties that work wel l with those acqu ired from
this class. Many bereft also take so rcerer or wizard levels to
enhance their defensive capabili ties th rough magic.

TABLE 3-5: THE BEREFT HIT D'E: 06
Base

Attack Fort Rer Will
level Bonu s Save Save Save Special
1st + +0 +0 +2 oscure ersona

~
Truename, syllable of
detachm ent

2n +1 +0 +0 +3 S liable a a iaion
t • J SrI a 0 x,.

4th +3 +1 +1 +4 St 'ab e 0 isso ution
51 T + + +~ sylo eo enerva lon,

",0 d n aking

1\,'
j , .
, r
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ADVANCEMENT
The knowle dge you harbor car
r ies a g reat respon sibi l ity, You
hold th e keys to destroying

~t4......t:b(e, works of the gods.
_ Co nseque ntly , the

Bereft are reluc tant
to accept new mem

bel'S, allowing on ly those w ith some
exper ience with n-uename magic to
join th eir group. Bereft test the exten t

of your familia rit y with truenam ing tech
niqu es. The}' also look for chaot ic and

destructive tendencies, traits capable
of un leash ing th e true des truc tive
power of th eir knowledge.

Even afte r the in itia l intervi ew, ir
might be mon th s before the Berefr

contact you again. Duri ng th is
t ime, they watch your behavior
to see how you react to different
situations, as well as how you use
Truespeak in stressful situations.
O nce satisfied, the Bereft bring

you into th eir fold and teach you
the fi rs! syllable of unmaking.

As a parr of th is group, the firs t step you undertake as a
member is to lose your pas t. Th e Bere ft wipe away all traces
of your hi story, strik ing your na me from every record they
can teach , using magic to modify or erase memor ies of you
from all but you r most tru sted all ies, Then th ey mod ify
your own memory, causi ng yOll to forge t your na me. O nce
properly prepared, th ey give you a new name, us ua lly a
number, by wh ich you are ca lled ever after. and a new
truen arne, acquired du r ing a ritual of renaming (see Entry
Requ irem en ts, above).

As you advance in th e bereft class, keep developing the
Trucspeak skill. O ther sk ills, such as Blurt: Concentration,

abilities to neut ralize as ma ny foes as you ca n, Don 't stand in
one place; move around th e battlefield to strike oppo nen ts
\vhere th ey least expect it.

Look for all ies ..vho can protect you whil e you use you r
po\vers. A well-ar med and ar mo red figh ter can mean all
the d ifference in the th ick of co mbat. Try to use your cla ss
features 10 targe t oppo nents who are not di rect ly engaged
with your pro tec tor, so foc us on spellcasrers and archers first
while your protector eliminates melee oppone nts th at would
threaten you.

At 2nd level, you can luerally strip ararger ofhts
senses, elimina ti ng foes with ease. Even ifyour target

th rows off the blindness or dea fness , you can
srill im pair its all ies with the syllabi. of

,frt l1 C!J lIIfllt. Failin g all else, you can
simply destroy your foes w ith th e
5yllo1['" oJdissolu tlO JI .

Tobilm j II human btrift

PLAYING A BEREFT
Being a bereft mea ns you have
t he abil ity to d irectly un ravel a
target's capabili ties. You like dest roy-
ing and creating chaos among you r enem ies, watching as
th ey scra mbl e about in a vain atte mpt to stop th e bu zzing
words. Each con flict fu rthers your und ersta nd ing of the
H'ordof IUlmakillg.

ofco urse , your sole in ten t is nor just to destroy and maim.
You and the rest of the bereft gave lip your names to under
stand and manipulate how realit y works. More important,
you safeguard the Hlont llfIltlmab ng to preve nt it from falling
in to the wrong hands.Though you often consu lt w it h your
co lleag ues, you're ju st as likely to spend time on your ow n
or in the co mpany of an advent ur ing gro up.

COMBAT
You are a harbinger of des tr uction , armed with a var iety of
abihncs to gt ve you an edge over your oppone nts. Use you r

Syllllble of Encrwtion: At 5th level, you learn th e final
syllable of the word of IHH1ltlki ll g . If your Truespea k chec k
i.. successfu l. you r target gains tWO negative level s. There
is no saving th row to avoid gai ni ng the nega tive levels,
hut 24 hours after gaining them, the subject of the It'tml of
1lI1t11111.:ing must ma ke a Fortitude save (DC 15 + Cha mod i
fier) for each negative level gained. If t he save succe eds , that
negative level is rem oved. If it fails,
[he nega tive level also goes away, bu t
one of the subjec t's character levels is
permanently drained.Th is abihry is th e
equ ivalent of an Sth-level spel l.

Word of Unmak ing (Sp):The ulti 
mate power of a bereft is the abili ty

& :""_-to remove a creatu re's soul frO ID. the

fabr ic of reali ty, B}'
co mbin ing all the
syllablesoJ unnwhillg

c-tmo one terr ible word,
you can make a True-speak
chec k as a full-round actio n and
targe t a creatu re that has d ied. You
must be wi thin touch range of t he
cor pse 10 use th is ability, and doing
so provokes attacks of opport unity. If
}'Ollr Truespeak check is successful,
the creatu re can not be raised from
rhe dead or animated through
any means, O nly .1 ri llwl of 
rm l1 U1 ing combined with a trllt'
rcsllrn'diOlIspe ll cast together
can ret urn the creature to life.
You ca nner targe t an undead
crea tu re with th is ability, but you
co uld target its remains. Using th is
abi lity costs 100 XP.



th e Black W ind cornered her in a box canyon. She rrted to

scramble up the wall s, but the rock was loose and cr umbled
under her grip. With bloody fingers. heaving chest. and
terror mounting she turned to face th e gr im band. Arrows
noc ked, strings pulled back. it seemed death was upon her.
But th en she spoke, channeling her rage and fr ustra tion in to
a single word. Th e lead archer exploded in a clo ud of bone,
teerh , and blood .Th e other arc hers stepped back with fear as
she , with wonder, spoke again, this ti me killi ng th ree. The>,
quick ly lau nched their arrows, but the buzzing ofher words
confused them. and rhose tha t did n't se t upon one an ot he r
ned shriek ing. Uri ane knew rhar day she had uncovere d
someth ing terrl ble.u dark word tha t could destroy

Uria ne erased her name and left all she knew behind
her. s he discovered others like her and d rew the m to he r.
Coining th em selves the Bereft, they stood ou tside po litical
machina tions and batt les for good and evil to pro tect their
forb idden knowledge.

ORGANIZATION
Th rough the long training required to master the wont
Ilf IUHllltbng, bereft characters develop a strong loyalty to

th eir peers, embracing the responsibil ity of t he know ledge
tempered wit h an eagerness to learn more. The rigorous
instru ction helps prevent accide nts resul ting from poor
prepara tion and instills a sense of secrecy in wha t they do.
All rh ls has been carefully orchestrated to create <1 cabal
of powerful rruenamers armed with the abil ity to master
Truespeech and maybe uncover the true word th at could
un make real ity.

Uriane Logthosoth founded rhe Bereft 10 protect nor on ly
th e truer mmers who kn ew th e IVontof Jl1 l1l1 tlb ng, but al so to
engender a responsi bi lity to prevent its widesp read use and
likely abuse. But with her death we nt her idealize d views.
Cer tainly, the Bereft train under th e guide lines established
by their founder, but agrowing nih ilistic fact ion of the gro up,
called the Undo ne. want s no thi ng more rhan to des troy all
worlds and all crea tures-e-re decons truc t reality so that the
pr ime mover, the crea tive force, ca n rebu ild it in a more
per fect form.

The Undone fact ion t races its or ig ins to Ladorose. a disaf
fected true name r who su ffered in [he Tower of \'('oe (see
page 100) for five years before th e witch slayers (see page 67)
there rea lized th at he was not a binder and released him . He
tried to resume his life, bu t t he nig ht mares of h is captivi ty
haunte d him, and so he wandered. He fina lly discovered the
Bereft and learned from them. and during his stu dies, he
real ized th e on ly W:lY ro complerely end evil wou ld be to end
every thing. He kep r this knowledge to himself unri l after
he comp leted h is tr aining. For the next few years, he spread
the gospe l ofh is beliefs to a selec t few truennrners, formi ng
a cad re of like-minded souls . As th eir nu mbers grew, so did
th eir influence within the group.

Ladorose now is the most senior memb er of the Bereft,
and his first students now serve as ins truc tors. They sti ll

The Bereft are equally viable as vil lai ns as they are heroes.
As oppo ne nts, they are a da ngerous organ ization dabbling
in forces beyond their co mprehen sion anti presenti ng a
grave danger to reality. As heroes, they might he custodians
of th e tvcrd of llIl lll.1 J:ing,preven ting it from fulling into the
wrong hands.

NOTABLES
Uriane Lcgthosorh became a bere ft by accide nt . A rrue
nnm er of no litt le skill, she was once hunted by rhe Black
\\?ind . a group of wicked wit ch slayers who ki lled as often
as they captu red. O ne by on e, her compan ions fell to their
pursuers' black-shafted ar rows, dearhblade poison coursing
throu gh their veins. The possibility of escape see med less
and less likely. Finally, when she was alon e, mi nion s of

RESOURCES
The Bereft offer their members knowledge, inform ation,
and compan ions hip. Having sacrificed everyth ing to at tain
knowledge of the 1\'0r.1 oJ 1II1111i1}:i tlg, you ca n turn 10 your
fellows for fr iendship and all iances. A family of sons, all
members of the Bereft are well versed in Truespeech and
assist novices-in developing (heir ow n sk ills and tech niques,
while also co mforting th em in th e transit ion to a new life.

and Spellcraft . are also im por tant , espe cially i f y Oli dabble
in magic. Invest in magic items th at increase your Charisma
sco re. such as a c/t1 Ll I. ofcha ri~ tIJt1 or pillion of cl1g l(" ~ ~rl t· ' Ii'I(lr.

DAILY LIFE
A ber eft sees the world as nothing more than a ser ies ofwords
given form . A tree is the reflecrion of the idea of a tree, just
3S Grog is a reflection of th e idea of half-ore. Co nsequently,
they overlook how th ese reflections fee l and react, not seei ng
emotion s as the react ion to it set of experie nces, bur rather
abs tractions of the con cepts of love, hale, rage, and so on.
Their detached nature stra ins existi ng relationships and
makes developing new ones difficult. Thus, many bereft fall
back on rhe company of th eir own kind,debating the nature
of truenames and th e- applications of 'Truesp eech , rather than
cu ltivating new relation ships.

As a bereft spends rime am ong his peers and develops 3

deeper understanding ofthe logical underpinnings ofreality,
he rises in prominence within his part icu lar group. He can
make decisions for the Bereft and even lead expe di tions to
elim inate rogue bereft charac ters and other abusers of true
nam e magic. He might lead a combined group ofberefr and
their allies, and one dar overse e the en tire organi zation.

BEREFT IN THE WORLD
"A gra l!f tiling-a, 1I1t'5r BrnJt ... they lI re It fdCcles5tlm'al wJ1abie
ofstrikinglltt}'l\' r1l' r l' I1"d at (1 11)'time. So nil' lIIight say they tlrt' 11

gTraft'r risk to YeIT/it)' thall binders."
-eroius, Wh ite Blade W itc h Slayer

'..



train new members in the same ways, but those students
who have a particular talent and no particular love of the
world are invi ted in to the inner circle, g radua lly introduced
to the concepts espo use d by the group's leadership. s hould
th e}' ba lk at (he dest ruction or all th ings, th ey are qui etly
silenced. Such h appen ings are rare, so th e Un done co ntinue
th eir effo rrs to prepare the way for th e world's un mak ing.

NPC REACTIONS
Th e Bereft are a fri nge group of truenamers. so few even
know abour their existence. Mosrwho encounter these char
acters see them as ecce ntric truenaruers and are indifferent
at wors t. A few know the m £01' wh o they are and see th em as
a dangerous and reckless force , and are at best un fri endl y,

A few witch s layer groups have expanded th eir prey to
tr uenamers-c-especially th e bereft. Among the m are the
remainder of the Black \X'ind coterie, but a few others,
includ ing the \x:'hite Swords and Red l\1100n co teries, also

-c-hunr.them. \'{litch slayers are always un fr iendly, bu t w itch
slayers th at are par t of these three co ter ies are hostil e.

BEREFT LORE
Characters wit h ranks in Knowledge (arcana) can research
bereft to learn more about them . \V'hen a charac ter makes a
ski ll check, read or paraph rase the following, including the
information fro m lower De s,

DC 10: \'{Iordsexist that can render men insane me rely by
speaking them ,

DC 15:The bereft are mas ters of-; particular gro uping of
destru ctive words of power th at ca n destroy and mai m. In
pri nciple, th ey act as th e cus todians of th ese words.

D C 20:The beref t claim to guard these words an d prevent
th em from fall ing into the wro ng ha nds.

D C 30 : A faction wit hin the bereft organ ization wants [0

dest roy reali ty.
Abardic knowledge check can reveal rhe same in form ation

as a Knowledge check, and in each case th e DC is 5 lower
than (he given value,

BEREFT IN THE GAME
As descr ibed, bereft are not wide ly known, It 's a big world ,
full of fanrasnc and terr ible forms ofmagic. It's not a stretch
to saybereft have operated beneath no tice to r many veers and
have on ly jus t rece n tly surface d.

The bereft class offe rs a dynamic set of abi lities, li kely to
app eal to playe rs who reall y like being able to scu lpt their
abi liti es to fit di fferent situ ations, The bereft, while at heart
a trucnamer, is an outg rowth of that class, wi th abili t ies and
talents u nlike any other. Th is class works extremely well
in most campa igns wit h litt le adap tation to normal play,
How ever, to ma intain the tension of using the syI/.ahJcs of
Im n1Q k~ i llg, be su re to incorporate reoccurr ing ant agonists
to opp ose the character and his brand of magic.

ADAPTATION
The bereft class serves as a new direct ion for tru enamers.
However, this need nor be rhe case . If yOll d on't use true 
name magic, you can still use this class. Simply rep lace the
Truespeak check w ith a caster level chec k. Fu rthermore,
th e berefr need not be protectors of the lVord of IlIml flldl1gi

they could be harbingers of entropy. In th is case , bereft
make for exce llent mad villains with design s on dest roying
the world, perhaps to appease a mad god or because of their
own insaniry.

SAMPLE ENCOUNTER
Encounters wi th bereft should emphasize the Undo ne fac
tion.These characters are agents ofdes truc tion and probably
see the pe s as a roadblock to the fulfillment of their nefario us
plans.

EL 11:Tobilar, a bereft, suspects one or more pe s ofbei ng
truenamers, H e shadows th e characters for a few week s to

assess their worth to thei r org aniza tio n. If he is discovered, _ _
Tobilar att acks to prevent kno wledge of the bereft from
leaking out.

TOBI LAR CR 11
Male huma n fighte r 10/bereft 1
LN Medium humanoid (hum an)
Init +1; Se nses Listen +0, Spot +0
Languages Common , Draconic, Elven. Gobl in, lgnan

AC 21, to uc h 11, fla t-footed 20
hp 72 (11 HD )
Fort +8 , Ref +4, Will +6

Speed 20 fl. (4 squares)
Melee +2 geeatsword +18/ +13 (2d6 +10/19 - 20)
Ranged composite lon gbow +11 (l d8+4/ x 3)
Base Atk +10; Grp +14
At k Options Great Cleave, Improved Bull Rush, Improved

Sunder, Power Attack
Specia l Actions syllable ofdet achment
Combat Gear 2 potions ofcure moderate wounds

Abilities 5t r 19, Dex 12, Can 14, IntH, Wis 10, Cha 8
Feats Blind-Fight , Cleave, Great Cleave, Greater Wea pon

Focus (great swo rd}", Improved Bull Rush", Improved
Initiative. Im proved Sunder", Obscure Person al
Truen ame", Power Attack" , True name Training*,
Weapon Focus {greatswo rd}" , Weapon Spec ializat ion
(greatsword ) II

* New fea t described on page 229
Skills Climb +12, Intimidate +12, Jump +5, Listen +3,

Ride +8, Truespeak +20
Possess ions combat gear plus +2fi'" plate, +2 greotsword,

composite longbow (+4 Str bonu s) with 20 arrows,
lesser amulet ofthe silver tong ue*, gaun tlets Dfogre powe r,
5 gp
»New item descr ibed on page 263



BECOMING A BRIMSTONE SPEAKER
Becoming a brimsto ne speake r is rela tively st raigh tforward.
as long as you meet the religious and alignment requirem ent s
of the class. The easiest pat h to rhe clas s is to rake seven
levels of cleric and eithe r th e True na me Train in g feat or a

__level in the rru ena rner class to get the ne ed ed ranks in the

Trues peak skill.

which class [0 add each level for the purpose of derermin ing
spel ls per day, cas ter level, and spe lls known.

Tongue of Fire (Su) : The first rh ing every brims to ne
spea ker learns is aTruename rha r roughly translates as
"tongue of fire." If you utter it correc tly (Tr ue speak DC
25), you gain a fiery breath weapon that deals 3d6 points of
da mage in a zo-Ioo . line.Th ose with in the area of rhe tong ue
of fire rake half da mage if they succ eed on a Reflex sav ing
th row (DC 10 + cl ass level + Con modifier).

AI5t h level, yourtongu e of fire deals sd6 points of damage
(Truespeak DC 30), and at turh level your tongue office deals
sd6 po ints of damage (Truespeak DC 35), If you w ish , you
can declare rbat you're using a less powerful versio n ofyou r
tongu e offire. acce p ting less da mage in exch ange fo r a lower
Tr uespeak DC. The Law of Resistan ce applies ro this abi lit y
(see page 233), so the Truespeak DC of each success ive use
of tongue offire in creases by 2.

Lesser Heave nly Entreaty (Sp): Beginning at Srd level,
by sham ing the true names of variou s angelic powers to t he

heavens, you are able ro call powerfu l out siders ro fight on
your behalf If you succeed on a DC 27Truespea kcheck. you
can sum mon one bralani eladri n (M ..l\ J 93) rhar follows your
di rect ions as if su mmoned by a Stl l11lHO JI munster spell. You
ca n use a IJCt1 vcnly cntrcaty a number of times per day eq ual
ro vour class level. A celestial sum mo ned wit h th is abil ity

rel~ a ins for 1 minute. YOLI ca n have only on e heave nly el1\~oy
at a time. If yO ll successfu lly sum mon a new one, rhe prev ious
on e di sapp ear s. The Law of Resistance applies to th is abi lity
(see page 233), so the Truespeak DC of each successive use
of lesser hcavcnly elltrealy in creases by 2.

Heavenly En treaty (Sp): From 6th level on, if you succeed

on a DC 33Truespeak check, your abil ity to sum mon celestial
aid improves. You now have the opt ion of sum mo ning one
word archon (see page 264) rhat follows your di rect ion s asif
sum moned by a SUni l/roil monster spel l. You can use a llC1lvaJly
cnlrmt)' a nu mber of times per day equal to your class level.
Uses of this ability and lesser I1 cfl vflllyentreatyare drawn from a
common pool.Thus,at 6rh level,you can summo n either a word
archon or a bral an i eladrin a total of six times per day.A celes tial
sum mo ned with rlns ability rema ins for 1mi nute. Youcan on ly
have one heavenly envoy at a time. If you successfu lly summon

"Angels oJ sl_y elmf Hill, fiy to Illy ti/il! With tile sacrCiI U'oni
rhamach'truhhaunavrnht, I compelyou!"

-c- Kuortck Hamm erd nu, brimsto ne speaker

Brimsrone speakers rega rd the secret lan g uage of true-names
as not h ing less th an J gi ft from the gods. Throug h assidu
ou s st udy, rhey master tnrenames that enabl e them to call
eladrln s, archo ns , and angels TO fight o n the ir beha lf. They

al$..Q k now r.b.~.ru ename they 're mo st famous for: th e tongue
of fire that burns away the stain ofevil everywhere.

E N TRY REQUIRE ME NTS

Alignment : Any good
Skills : Trues peak 10 ranks
Sp ecial: Ability to cas t true prayer of the chosen*
Special: Wors hipe r of a deity that pro vides acc es s to the
Fire or Good dom ain
*New spe ll des cribed on page 259

CLASS FEATURES
The brimsrone speaker exch anges some spe llcas ting levels
for two abili t ies: a fiery breath weapon and the ability to call
outs ider all ies.

Sp ellcas t in g: At each level exce p t t sr. j rd , s rh , and 9th,
you gain new spells pe r day and an increase in caster level
(and spe lls k nown, if applicable) as If you had also gained a
level in a div ine spel lcasu ng class to which you belo nged
before addi ng the prestige class level. You do not , however,

ga in any other benefit a characte r of that class would have
ga ined. I f you had more tha n one d ivine spellcnst in g class
before becoming <t br ims tone speake r, you mu sr decide to",
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Class Skills (2 + Int mod ifier per level ): Concen tration, Craft , Heal, Int imidate, Know ledge (arcana), Knowledg e (histor y),
~now ledge (religion) , Knowledge (the plan es) , Profession , Spe l1craft, Truespeak.

TAB LE 3-6: T H E BR IMSTONE SPE AKER H IT D IE: D8
Base

Attack Fort Ref
Level Bonus Save Save S e llcasting

1st + +2 +0 I;
2n +1 +3 +0 -e'llevelo existing ivin e s e castin c ass
Jr d +2 + fl Lesser eaven Xentreaty
4th +3 +4 f1 -s'llevel o existing ivine s el castin c ass

~
3 + oQgue or Ire + revel o r exlsHn ivine 5 IJcastTn class

6t +4 +5 Heaven entreat
7tn +S +5 +1 level 0 eXlstin a ivine sp':e llc<ls In. class
8th +6 +6 +1 [eve of exls tin divine s ellcas ting class
9tn +6 +6 ~reate r. ne_avenl~ entreat y,

1Oth +7 +7 Tongu e 0 fire 8d6 +1 leve l of exis ting divine spellcasti ng class

,
I
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and utility spells if you wish. Realize also rhar you retai n
offensive power regardless ofhow many spells you have.Even
ifyou conver t ever y spell 0 11your list to heal your allies, you
can still blast evildoers with tong ue of lire.

The tongue of fire does have its limita tions. lt s range is
onl y 20 feet, and sometimes it 's difficult to place th e lin e so
thar it doesn't hi t you r allies-you wa nt to avoid wha t wou ld
li terally be "frie ndly fire,"Th e ability requi res you to make a
successful Truespeak check to use, so keep your Truespea k
mod ifier as high as possible.

Because your tongu e of f re is ;1 line,you wi.llwanr rcrknow
the ru les tor line-shaped effects (PH 175) like the back of your
hand,

Your spells and class featu res keep you busy during a figh~ l

so you migh t IN your prowess in melee combat Ian
guis h somewhat. You shou ld still carry a weapon,

but you migh t find that you don't swing it often,
jusr because you have more

compel ling options on 3.

round-by-rou nd basis.
Don't neglect your de
fense. You will spend
a great deal of time in
harm's way, because
many co m m o n ly
cast divine spells are
rouch spells,and your
tongueoffire hasa rel
ativelv shorr range.

You lear n your
first J1l'{l l'f' nly i'J ltrcaty

at grd level. Th ere
after, you h uve an
enco un rer-changing
class feat ure. Thi s
provide s you wi th
yet another option to

access in the course
of a bard e, bu t it's
nice to have tactic al

dilemmasiliat invo lve powerful outsiders flying to <l id you,
A successful JIl'{l Vt' lll)' elltreaty can swi ng an enco unter

in your favor, but it also makes char encounte r a lot mor e
complicated. You've jus t added a high-lcvel outs ider to a battl e
that was pro bably complex (0 begin wirh . You can ma ke th e
D1·1's life a lot easier and your fellow players more engaged if
you have the stat is tics for the braluni eladtius,word archons .
or astra l devas ready ahead of time. Study them beforehan d
so you know whar they G ill do and wh at their importan t
stans tics are CAe, saving th rows, and so on).

ADVANCEM ENT
It rakes an un likely combination of a scholar's patience and
a cru sader's zeal to make a good brimstone speaker. and the
masters of your religious order identified you as a good candi
date.Th roughout your earlycaree r,you studied the discipline

KtuwiCN Hammerdan, a human brimstone spMker

a new one, the previous one disappears.The L IW of Resistance
applies ro this abiliry (see page 233),so theTruespeak DC of each
successive use of hccwcllly t'Iltn'll ty increases by 2.

Greate r Heavenly Entreaty (Sp): \Vhen you attain

9rh level, your abiliry ro SLim man celestial allies improves
again. ] f you succeed on a DC 43 Tr uesp eak check , you can
summon one astraldeva(MA'f 11) rhar follows your di rections
as if sum moned by a SU/l lll1Otl Hlom lL'r spell. You call use a
he{lvell ly t' ll lrei1 ty a num ber of times per thy equal ro you r
class level. Uses of th is abili ty, IICI1tJC/l ly w lTcl1 ty. and lesser
IWlltlCIlJy entrmrynrc drawn from a com mon pool.Thus, at 9th
level, you can summon either an astra l devn, a word archon,
or a bralani eladrin a rotaI of n ine rimes per day. A celestial
sum moned with thi s ability remain s for 1 minute. You can
nave on ly one heaven ly envoy at a time. If you success
full y sum mon a new one , the previo us one disappears.
Th e Law ofResistance applies to this ability (see page
233), so the Truespeck DC
of each successive use of
grcuer lteat'f'1 lfy ctl trt'llty

increases by2.

CO MBAT
You have traded some spellcasting levels [0 earn your class
features, so th e most impor tant tactical decision you face on
a rou nd-by-ro und basis is whe ther to G ISI a spell, use tongue
of'fire. or summon a celestia l ally. Tong ue of lire g ives you
il good offensive option , especia lly against mul tiple foes, sa
)10 11 can shif t you r spell selection to include more de fensive

PLAYING A
BRIMSTONE
SPEAKER

Your god gave you an
imm en se gift, reveal
i ng to you parr of the
h idden mechan ism
of the universe. As
a result , you "spread
th e word" in borh
th e literal and figu
rat ive sen ses. Your
truenames he lp you
cru sade for good, With
each victory over evil ,
your actions increase
the truename power of
words such as "good,"
"hono rable," and "hero."

You are torn between two worlds.O n one hand , you spend
a lot of Time cloistered in a library mastering the art of true
names. But your obiline s art' far more suited to the life of a
crusader than the life of rhe scholar. You delve in to tomes
of truename lore from a sense of (hay, but you're eager to get
back out into the field and pu rsue you r I rue call lug: burning
the stench ofevil from rhe world .



DAILY LIFE
Brimstone spea kers usually wake up with one of two goa ls:
Uncover evil, or expu nge the evil rh ey uncovered yes terday.
Their Iile. is J series of q ues ts and crusad es, punctuated
only by periodi c spa res of in tense t r uenam e study at major
tem ples. Most bri mston e spea kers wou ld n't have it any other
way, because [hey believe that thei r deities chose them 10

wander the earth and clea nse ir of ev il.

N OTABLES
Per haps the ru ost famous br imstone speaker is [ cram the

Crusa der, a Iollo-ver of Pelor who crossed the eart h on one
ques t or ane th er for six of his eighr decades. A temple acoly te
once asked joram why he spent his life in dark caverns, fetid
swamps, and other unsavory places. [cram's ter se response:
"Because th at's where the evil is: '

Brimston e speakers have a cenruries-old h istory, but
many current spra kers have some co n nec tion to Jora m- a
testament both ro [cram's industr y and th e desire of younger
bri ms tone speakers to emulate h im as closely as possible.
One of the most co ntroversial br ims tone spe akers is U rick
joramson , a ch ild of [c ram's know n for his in tense zeal ro
uproot evi l. Un like his father, Uric k is indi scri minate in hi s
campaign to rid t he land ofevi l. Uric k believes th at the go ds
will protect in nocent s caug ht up in the battle be tween good
and evil, so Uric k doesn't need to. "If no god sought to save
}'O ll l you should ask yourse lf why!" says Uric k. Urick and
[oram are estranged fo r borh th is d ifference in ph ilosophy
and some family reason s ne-ither will d iscuss.

ORGANIZATION
Brim sto ne speakers have no organ iza t ion of their ow n.
Each goo d-aligned religion with br imstone speakers amon g
its ranks develop s irs own organiza tion [ 0 pass along the
necessar y rruen nrue lore ;1I1d direct th e efforts of br ims toue
spea kers in the field. In most cases, brimstone speakers are
a sepa rate order with in [he larger chu rch. They sha re all the
beli efs and cus toms of th e religion as a whole, but they h ave
their ow n speci fic truditlons and codes ofco nduct as well.

M any brimsron e spea kers are- followe rs of Pelor, bo th
beca use Pelot's followers are so numerous and because [ora m
the Crusader worsh ips Pclor. Pelor's re ligion ha s an "O rde r
of Brims tone," whose members wear flame-red tabards
anJ golden hel ms. An yon e who ca n qu alify ro becom e a
bri msto ne speaker is eligible ro jo in the O rder ofBri mstone I

which gra nt s ;JCCeS5 to t he church's librari es and provides a
steady supply of mission s involving threats to th e church
and socic ry at large. Most of Pelot' s bri mstone speaker s are
sen t our on mission s ind ividua lly or wi th allie s who aren'r
br imstone spea kers. Again, [c ram's wi sdom is pan of rhe
reason ; he once famously said, "One spark for one bonfi re."

O the r faiths have differen t ways oforgan izing rhei r br im
stone speakers. Followers of Kord have a "Brimstone Brigade"
organized along mlltrary lines, wh ile Heironeous'sbri ms tone
speakers are elig ible to join one of several cru sader orders
dom inated by paladins, knigh ts of the chalice (descr ibed

-c-Nahlarak, bugbear warlord

Brims ton e speakers are often spo ken orin rhe temples of
many fai th s, but they're rarely see n (here. Thei r ab ilities are
suited for cleans ing th e land of evil , no t proselytizing to

heat hens or preac hing sermo ns to the fai thful. Brim stone
speakers follow the lead of [o ram the Crusade r (descr ibed
below) in rhar regard.

BRIMSTONE SPEAKERS
IN THE WORLD

..fI wasdo r'erfect 11/1l h u sh . 0 11 )IU I/ 1I111WItS Il ll lllonl' i n 11 ((111)'0 11 , so
I-Vt' j llmllt-Ii d Oll 'll , 1,;lll,a Iler Il o rsl~ soSIll' (OII / ll l l' f 1' 11/ 1of f, Il llt! Cl lt I'ler
rcalgood.Thai sIll' ~ l1id sOl/h' HIill' J co ll ltill" f't 't ll' righl- llll ll.'cml
gobbl(~d}'-g uh-alld these glolV ill' willged fil ings callie wOlll rn '
0 ll t l l1ansJ~}'. J mil, bill frolll tlo S(l l ll ll ls 11' ('lm!, dose ll ,jl1 gl~ll thillgS
got CVl.'ll'0 fl t' d :>c."

of truenarnes. Afrer you passed a se ries olexami naric ns, you
were taught the truename for tongue of fire, and YOllT life as
a brimstone speaker bega n.

O nce you learn the tru cnam c for rhe tongu e of fire, you
immediately beg in study ing the rruenames of outsiders,
striving to pronoun ce them so per fect ly- t har the angels have
no choice but to descend nnd aid you. You visit th e major
temples of your faith periodica lly, eager to study more in
th ei r archives and libraries.

As you gain brimstone speake r levels, keep your Truespeak
mod ifier <I S high as possib le. If you Sla p improving your
Truespeak skill, h igher-le\'el class (emures wi IIbe nearly Inac
cessible to you. Cons ide r the Skill Focus (Truespeuk) te at, the
11fH ll Ictof thesllvi' r [OllgH t' , and various Intelligence-enhancing
items as means of improving your abil ity to use Truesp eak.

Because you have ran ks in Truespcak, cons ide r givin g rrue 
name spells (described in the sec tion beginning on page 253)
an important place in your reper toire, Because some of those

__spells require research into persona l t ruenames, cons ider
de veloping Know ledge skills thar wi ll help you discover [he
personal truenarnes of you r all ies an d enemies.

RESOURCES
Brimstone speakers lire trad itionall y crusade rs for t heir
faith , cleansing the countryside of ev il and leaving more
esoter ic rheological matters [or other part s of the religion.
You spend most of your I ime away from the church. because
your mission is to go wh ere the ev il is. YO Ll C,l 11count on aid
fro m your relig ious -mi nded fellows when you come back
inro rhe fold , because th ey genera lly recogn ize the value of
the work you perfor m. You willoften g Ct free or reduced-cost
spellcasn ng al affilinted remples and shr ines in exchange for
th e qu ests and crusades youu ndertake.

The most importan t aid you receive isn't spellcas ti ng or
financial aid. however- it's access to rhe accumulated true
nam e lore of your churc h. \Vh en you visit major temples,
you can ger access to the books that unlock your key class
featu res.
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CR 10

Speed 20 ft. (4 squa res)
Melee mwk morningsta r +7 (l d8- 1)
Ranged mwk light cross bow +8 (l d8fl9- 20)
Base Atk +7; Grp +6 .
Special Actio ns ton gue offire (3d6 fire, DC 15), lesser

heavenly entreaty, turn unde ad 4jday (+3, 2d6 +8, 7th )
Combat Gear wand o[searing light (8th; 7 charges) , sc ro ll o f

flam e strike, scro ll of heal
Cleric Spells Prep ared (CL 8th):

AC 22, touch 10, flat-footed 22
hp 65 (10 HD)
Fort +10, Ref +3, Will +12

KUORIC K HAMMERDAU
Female hum a n cleric 7fbr imstone speaker 3
LG Medium hu ma no id
Init +0; Sen ses Listen +4 , Spot +4
Langu ages Common , Draco nic, Abyssal

SAMPLE ENCO UNTER
If you r pe s are ba tt ling a brimstone speake r, th e e ncounter
will be more memorable if they get to see all the class features
in play. For exam ple, you could have th e brim stone speaker
usea tongue of fire in the firsr roun d, make a lUtlvenlyentreaty
in the second, th en spend subsequ ent rounds casting ben
eficial spells on his angelic all ies . Don 't be shy abou t us ing
the lJeovfldycIltrCl1 tyin the first o r second round ; N PCs don't
have to pace th emselves the way pe s do,because they have a
life span measu red in ju st a h andful of rounds.

EL 10: Kuor ick Ha mmerdau is a rail-th in woma n wi th

piercing eyes and a srern demeanor. she' s a well-meaning
brimstone spe aker, but like her mentor Uri ck [oramson ,
she clean ses evi l first and asks questio n s later. She can be an
effect ive foil for morally ambiguous pe s, or characters wi th
unusual all ies, such as drow.

in ADAPTATION
As writt en, the br im stone speaker is a crusader for the for ces
of good . It 's easy to ch ange (or even remove) rhe al ignment
requiremen t and develop a brimstone spea ker devoted to tyr
an ny and woe, or one wit h no ph ilosophica l agenda at all.

1fyou cha nge th e alignment requ irement for th is class, you
should replace thecreatures in theentreaties.Because the crea
tu res remain for on ly a few rou nds , their Challenge Rating is
the be st measu ring stick for how effective they are in resp onse
to an entreaty.The 3rd~level ent reatygivesyou aCR6 creature.
the st h-level ent reaty gives y Oll CR 9, and 9th level C R-14:-- - - -

Keep in mind that summon ed creat ures w it h U I111 su <l1

spell-like abilities can be problematic even w ith a short
duration, and it 's hard ro fir mult iple Large or Huge outsiders
onto a crowded battlefield. ~---~

To give the class an evil, demon ic flair, for instance, you
could use Chaos, Evil, and Fire for the domain requi re
ment , and replace the envoys with a babau, a vrock, and a
nalfesh nee as th e creatures rharans wer a brimstone speaker's _
en treaty. For a lawful evil tlavor, require the Evil, Fire, or Law
domains and use a cha in dev il, bone devil,and logokron devil
(see page 265).

in Complete \\7arrior), and divi ne cru sade rs (descr ibed
C01l1}11d c Divi nc).

BRIMSTONE SPEAKERS TN THE GAME
The brimstone speaker class is are it good way for an exi st
ing character-probably a cle ric, in th is case-to use th e
tru ename ru les and retain th e famil iar aspects of the cler ic's
function . The pre stige class is overtly a cle ric w ith a twist.
O nce the player ha s mastered a few new class features and
perhaps some rruename spells , he o r she ca n set tle into the
fam iliar role of the cleric witho ut diff iculty.Man y mid-level
cler ics will be able to qualify for the prestige class in ju st a few
levels, simp ly by buyi ng cross-class ranks in Tru espeak un til
their next feat choice becomes available. They can th en take
the Truename Train ing feat , and they sho uld have enou gh
ranks to qualify for the brimstone speaker class.

As a D)"l, you should pay attention to how mu ch the player
of a brimstone speaker uses the truename asp ects of the
class. If a brimstone speaker just wan ts to be a cler ic w ith a
tongue of fire, tha t's fine. But if the player starts using true
name spells and spending skill points in Knowledge skills to

imp rove her truename research abil ities, that's a sign tha t the
player wants your help to make truename s more im porta nt .
I nclude vi llains in your game whose personal truenames
she has a reasonable chance oflearning. Give some mo nsters
truename-related feats, inclu d ing ones that willsurpri se her,
such as Personal Truename Backlash.

NPC REACTIONS
Because brimstone speakers are relat ively rare and not
involved in ch urch leadership or politics, they're no t well
known, even among t he faithful. Religious leaders, on th e
ot her hand ,recog nize and value the services tha t a brims rone

, speake r pro vides , so they have an in itial atti tude of frie nd ly
.when en cou ntering a brimstone spcaker.

Ev ild oer s wh o have bee n bu rned by a br imstone sp eaker
are n 't likely to forgive or forget, so they have an init ial atti
tude of hostil e toward brim stone speakers. Evildoers who
work be hi nd th e scenes, such as cu ltists and rebels, have a
pni-ilCular loath ing for brims tone speakers because they can't
be bo ught off or negotiated with.

BRIMSTONE SPEAKER LORE
---Ch aooers w ith ranks in Knowledge (re ligion) can research

brimstone speakers to learn more about them . When a char

acrer makes a sk ill che ck, read or paraphrase the followin g,
in clud ing th e information from lower De s.

DC 10: Brim stone speakers are clerics that can emit a
tongue of fire to burn the ir enemies.

DC 15: Th ey use the power of rr uenames to cre ate th e
tongu e of fire , and even tua lly they use th e rruenames of
elad rtns, archo ns, and angels to call them into bat tl e.

D C 20: Brimstone speakers spend mosr of their time on
quests to expunge th e land of evil;-;'u~h like t hei r gre atest
hero, [oram the Cru sader .



and word of mystic deflection h elp you take on foes w ith a
variety ofattack capab ilities, from spe lls to me lee attac ks .

Known Personal Truenarne : You know your own per
sonal truename . However,pron ouncing it correc tly requi~es

aTruespeak check with a DC equal to 15 + (2 x your H D) + 2.
Youger o +4 bo nus on the Tru espeak check bec ause it's your
personal t ruenarne.r- - -

MonkAbilities: A disciple of the word adds her class level
to he r monk level to determ ine her class-based At; bon us,her
unarmed damage, u narmored speed bonus , flurry of blows
pena lty, and t he number of daily attempts of her Stu nn ing
Fist Ienr.

If she has no monk levels, she ga ins the AC bo n us of a
monk whose level equa ls her d isciple of the word level. bur
she does n't add her W isdom bonus to her AC. In add itio n,
she ga ins add itional uses ofthe Stunn ing Fist feat as a mon k.
(Her non monk, nondisc iple of the wo rd class levels provid e
one use per four levels, and her monk and disc iple of the
word clas s levels prov ide one lise per level).

A dis cip le of the word does not coun t her class levels for
the pur pose ofdetermining when she gains any o the r monk
class fe atu res. such as reduced penalt ies for flu rry of blows
att ack rolls, bonus fears, evasion, or o th er special abil ities.

Word ofMovemenr Su hli me (Su) : Youcan channel your
b into a single word ofTruespeech. This spoken word allows
you) for a passing 1110mem, to move as on e with the restl ess
motion ofthe universe,stepping through the mu nd ane wor ld
with perfec t grace. A s a swift action, you can spend one of your
daily use s of the Stunning Fist [eat and substi tute aTruespeak
check in place of a Balance, Jump. or Tumble check.

Word of the Stance Unyieldi ng (Su): Beginning at
2nd level, you can cha nnel your ki wh ile speaking a word of
Truespeech tha t allows you to stand fast, anc hored to your
curr ent posi tio n by the rig id laws of t he universe. As an

Class Skills (4 + Int modifier per level): Balance, Climb,
Conce ntration, Escape Artist, Jump , Move Silently,
Truespeak, Tumble.

TABLE 3-7: TH E DI SCIPLE OF TH E WO RD H IT D'E: 08
Base

Att ack Fort Ref Will
Level Bonus Save Save Save Seecial
1st +0 +2 +2 +2 ](n own perso na

true name, mo nk abilities ,
word of movement
sublime

2nd +1 +3 +3 +3 Word of the st ance
un i e l d in ~

r ~2 + ±3 + o Ci Of lealt e. tore
4t +3 +4 +4 +4 Word of move me nt

Eerfected . .
t +3 + +4 +~ Wora 'Q re exes exalte

61 +4 +5 +5 +5 Word of the strike
unsto,geab le

+ +5 +5 + Woro oftne fis t
unraveling

8th +6 +6 +6 +6 Wor of harm avoi ed
tn +6 + + o (fQ'f mr. tIC enecnon

lOt +7 +7 +7 +7 Word of speed unfettered

-c-Aglaran . Discipl e of th e \XTord

"Defy tll i' nvord."

4th - dim ensional anchor, dismissal, order's wrath O

(Cl 9th), true prayer of the chosen"
3rd-daylight, dispel magic, prayer, magic circle again>!

evilD [Cl, 9th), searing light
2nd-aidD (Cl 9th), bear's endurance (2), consecrate

(Cl 9th), shatter (DC 16)
1st-bless, detect evil (2), protectionf rom evil' (Cl 9th) ,

sanctuary, true prayerofthefaithful*
O-detect magic (2), light (2), resistance (2)
0 : Dom ain spell. Deity : Pelor. Domaim: Good , Law
* New spell described on page 259

Abilities Str s.. Dex 10, Con 14, Int 14, Wis 18, Cha 12
Feats Combat Cast ing, Improved Initiative, Skill Focus

(Truespeak),Truename Research", Truename Training*
*New feats described on page 229

Skiils Concen tration +12, Intimidate +8, Knowledge
(reiigion) +15 (+17 truename research), Knowled ge (the
plane s) +15 (+1 7 truenam e research), Spellcraft...12 ,
Truesp eak +18

Possessions combat gear plu s +2full prate, + 1small shield,
masterwork morningstar, masterwork light crossbow
with 10 bolts, periapt afWi sdom +2, holy symbo l, 1 vial
holy wate r, 5 lb. silver dust (for consecrate)

Disciples of the word are intellectual warrior monks who,
through a dee per understanding ofthei r truenames, transcend
the limits of their mortal form. Disciples commit themselves to
ns rudied purs uit of in trospecti on tempered bypfous devo rioa
ro the principles of Zuoken as penned bythe hand of the first
disciple.Akahuza.Th rough these teach ings ,di sciples develop
tech niques th at allow them to del) : th e lim its of realit y.

CLASS FEATURES
AS.1 disciple ofrhe word , you have class featu res that empha
size mobility. Abiliti es such as word of movem ent sublime
and word ofmovement perfected allow you to move about the
battlefield alm ost unhindered. Word of the fist un raveling

ENTRY RE Q U IREMENTS
Alignment: Any lawful
Base Attack Bonus: +4
Skills: Truespeak 4 ranks
Feat s: Improved Unarmed Strike, Stunning Fist
Special: Evasion

BECOMING A DISCIPLE
OF THE WORD

Monks make the best disci ples of the word, because the y have
an average base arrack bonus, are lawful, and gain th e evasion
class feature early.Other cha racte rs can gai n en try in to th is
class, but the evasion requirem ent necessirares-ar least two
levels of monk or rogue, or at leas t eig h t levels of ranger. No
charac ter can take levels in thi s class wi tho ut devoting a few
sk ill points to th e Truespeak skill.

,



immed iate action, you can spend one of your daily uses of
the Stu nning Fist fear and subst itu te a Truespeak check in
place ofa St reng th chec k to resist a tr ip, bull rush,or disarm

attempt.
Wo rd of H ea lt h Res tored (Sp): From j rd level on, you

can use a word ofTr uesp eecb to focus your b into your own
body. As a full-round action, you can spend one ofyour daily
uses of the Stun ni ng Fist feat and make a Tr uespeak check
to heal yourself. You restore a number of hi t poin ts equal to

your character level. Using th is ability provokes attacks of
opport unity, but you can atrempt to use it defensively,exactl y
as if it were a jrd-level ut terance.

Wo rd of Move men t Perfecred (Su): At -rth level, you
learn a word ofTruespeech th at allows you to move with

.---g''''re·at speed and agility. striding swiftly over the contours of
the physical world. As a swift action, you can spe nd one of
your daily uses of the Stu nni ng Fist feat and make a DC 25
Tru espeak chec k to increase your base speed by 20 feet. In
ddiuon, while this abili ty is active, you can walk on water,

qu icksand, snow, or even a spider's web wi thout sin king or
breaking th rough. You can take pan of you r movem ent for
the round to tr averse a wall or other re latively smooth vert i

ca l sur face if you begin and end your move on a horizont al
sur face. The heighr you can achi eve on th e wall is lim ited
on ly byyour norm al moveme nt rest rict ions. If you do 110t
end your movement on a horizont al surface, you fall prone,
taking falling damage as appro priate for your distance above
the g round.

Th is benefit lasts for 1 rou nd-This 'increase stacks with
other bonuses to your speed, such as from the hnsle spe ll or
a mon k's fast moveme nt bonus.

Word of Reflexes Ex alt ed (Su) : Begin ning nr 5rh
level. }'OU can foc us your will to deliver anot her word of
Tru espeech . As an immed iate action, you can spend one
of your daily uses of the Stunn ing Fist feat an d subs titute a
Truespeak check in place of a Reflex saving th row.

Word of the St r i ke Un stoppable (Su): Fro m 6th level
on, you can speak a word of Truespeech and overcome a
creatu re's damage reduct ion .After a successfu l melee st rike,
you can spend one of your daily uses of the Stunn ing Fist
fear as a swifr action to attempt to bypass a rarger's damage
reduction. The DC of the Truespeak check depends on rhe
type of damage reduction that you are trying to overcome.
If the crea tu re's damage reduction requires more tha n one
trait to overcome, chose the trait with the h ighes t DC and
add 10 to that DC for each additional trait requ ired. [f the
creatu re's damage reduction is overcome by one of several
types of damage, use the lowest applicable DC.

i

Word of the Fist Un ra veli ng (Su): At 7th level, you gain
the ability to focus your J;: ; into a single powerful stri ke.
Accompanied by a word of Tr uespeech, th is abili ty ca n
un ravel magic al effec ts. After a success ful melee strike, you
ca n spend one ofyour daily uses of th e Stu nni ng Fist feat as
aswift action to atte mpt to dispel one effect currently on rhe
creature struck bythe melee attack. This works like a targeted
dispel. excep t that you can only dispel the highest-level effect
currently affec ting th e target . You make a Truespeak chec k
opposed by a caster level check made by th e caste r of th e
affec ted spell. If you are successful. the spelHs dispelled.
If your check is unsuccessful. rhe spell remains in effect.
Regardless of the result of the opposed check, th e melee
attack deals damage normally.

Word of H arm Avoided (Ex): Beginning at 8th level,
if you have one hand free , once per day wh en }'ou would
normally be hi t wi th a weapon , you can deflect it so th at you
take no damage from it.To negate the attack ,you spend one of
your daily uses ofthe Stunning Fist feat and makeaTruespeak_ _
check, opposed by the arrack roll of the attack [hat you are
attempting to negate. You must be aware ofthe attack and not
Ilat-foored. Attempti ng to deflect an arrack is all immed iate
action (an action you can take even when it's not you r turn ,
bur cou nts agains t the number of swift actions you can take
in a round). Unusually massive weapons (that is, any weapon
two or more size categories larger than you) or attacks gener-
ated by spell effects v"cclf s acid urron' or sllOckillg gra sp) can't
be negated. You must use this ability after the resu lt of [he
attack roll is known but before dam age is rolled.

Word of Mystic Deflection (S,, ): Start ing at 9th level,
you can speak a wo rd of Tr uespeech and prevent a host ile
spe ll from affecting you. When you are the sole target of a
spell (the spe ll mus t targe t you; th is does not apply if you are
the sole individual in an area spell) that must overcome spell
resistance to have an effec t, you can spend on e ofyour daily
uses of the Stunning Fist fear and attempt aTruespeak cheek
as an immediate action. Th is Truespeak check is op posed by
the caster 's caster level check. If yOll succeed on thi s chec k,
the spell is negated . If you fail th is check, you are subjec t
to the spe~ effect normally! in cludi ng you r chance to save
against the spe ll's effect, ifapplicable.

Word of Speed Unfettered (Su): Ar 10th level, you can
speak aword of'Truespeech and imbue your form with unp ar·
alleled celeri ty. You can spend one of your daily uses of th e
Stunning Fist feat and attempt a DC 50 Truespeak chec k 3S

an immediate action. If you succeed on this check, you gain
an additional move action that you mu st take im media tely.
Th is ability mighr, among other th ings. allow ~'ou [Q move
and make a full attack in the same rou nd,

Mu lt iclass Note: Mon ks who mulriclass into this prestige
class can continue advancing as monks.

PLAYING A DISCIPLE OF THE WORD
Asa d isciple ofth e word, you understand that reality, as most
know it, is nothing more th an an abstraction of the true
forms-words. All th ings are mere reflections, shadows of45
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A di sciple of the word combines rr uenam ing and mart ial
ar ts, rep resen ting rhe pin nacle of what a person can achieve
by devot ing herself ro reaching her tru e form . Discip les
can appe ar in any campaig n, orig inating in small sh r ines
in mountain aeri es or well-defended and enormous martial
arts schools taughr by ancient masters.

-c-Utod, Fist of Zu ok en

are cons tantly ama zed at how easily you can shape a bartIe to
your own en ds now that yOli know th e secrets of rrueu aming.
Though yOli are not req uired to spend all your days at the
monastery, you ofren' rerrear there for fur th er tr aining and
education. Then again, you m igh t remain at a monastery
for years: only emerging wh en you feel <1 call to explore or
adventure, to advance th e perfect for ms rh rough intervention
when th e forces of em ropy assert themselves.

As you continue to awaken your true form, you have ma ny
op port unitie s to develop your fight ing skills. Spe n d skill
point s on movement sk ills such as Climb,Ju mp,and Tumbl e.
If's agood idea to invest in feats that work well with your class
abili ties, so be sure to pick up feats such as Deflect Arrows,
Run , and Spring Att ack.

RESOURCES
Th ough you might wander far from your teachers and school,
you G in always ret urn. For you, i t is a safe haven, a place to
heal ot hide . The O rder of the Word provides free food ,
lodging, and basic supplies to all its members. They mainta in
fri endly relati ons wi th loca l cler ics of Zuo ken (see page 124

of COlHplcfc Divineor page 221of ExplHldcd PsioJlic5HllJ1dboo1~)

who always have a shr ine dedicated to the demigod withi n
the monasteri es' walls. Disciples gain access to free healing
from those clerics, as well.

DAILY LTFE
As important as it is for d iscip les to focu s on [heir person al
train ing, rhey do so by following th e principles of self-d is
cipline and me ntal prowess as scribed in the sacred scroll

DISCIPLES O F THE WORD
lNTHEWORLD

('Thollgll lVCH"l/./;: tiiffrn:nt rcuds, the palh5 converge at Hu sa llie
nuL"

COMBAT
Your advan tage is your knowledge ofTruespeech. It allows
yOli to avoid dama ge, to heal you rself, and gives access ro
many other powerfu l abilities. In battle, LI se your mobili ty
[Q distract you r opponents from at tack ing your all ies. The

_ _ more atta cks your enemies waste trying to str ike you, the
more attacks your com panions can make against these same
oppo nents.

You should take advant age of your mobility and move to

flank yotlr foes with allied rogu es and fighters.Good position
ing helps other charac ters ma ke use of snea k attacks, and at
the very least provides a bonus on attack rolls.J u th ese situa
tions, it's probablybest to fight defensively, and if you have it,
maxim ize your AC bon us from the Cornbar Experti se feat. At
5th level, not only can you get in and out ofdangerous spots,
you can also more effectively escape harmful area effects.
Upon reach ing 9th level, you can rest assur ed th at you will
rarel y be subjec t to a spell yOll don 't want to affect you.

the true form, and even other people are just flawed copies
of their true form. Thanks to your unusual outlo ok. you have
:.1 hard time making friends, bur t hat's not a problem. Morral
friendships can never compare with the ideal concept of
frie ndsh ip.

Bein g a di sciple of the word means you are part of the
O rde r of the Word, a g roup of like-minded in divid uals who
work ro leave behind the flaws of th e physical body and
be com e one w ith the form from wh ich they are mod eled .
You might be th e master of a part icular enclave of mon ks
am! th e livtng ern bodimenr of thi s goa l, or you mig ht be an
ins tructor at on e of these rare mo nasteri es.

ADVANCEMENT
Y OLI probably started down the path of the disciple of the word
aft er first being exposed rc the power of'Tru espeech ,either in
th e presence of a t rue na rne r or another disciple of the word.

Another disciple ofthe word might have then recogn ized your
agil ity and combat skills,and told you there was a way to deny
th e dan gers pose d by reality. Yousought out the monks ofthe
O rder of the \Vord and unlearne d all yotl r previous training,
for once you saw their techniques in practic e, you had to find
the key to unlocking those abil ities yourself.

Long hours ofsrudy and train ing finall y' paid off, and you

i
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NEW MARTIAL ART: WORD GrVEN FORM
WORD GIVEN FORM MASTERY You have maste red the martial arts style of "Word Given Form."
First int roduced in Oriental Adventures, mar t ial arts styles are Prerequisites: Truespeak 12 ranks, Tumb le 12 ran ks , Co mbat
added be nefits gain ed "'{her.! a charact e r ta kes a part icular as- Experti se , Dodge, Im proved Unar med Strike, Mobility, Sp ring
so rtment of feats . A char acte r who masters th e feats within Attack.
a style ga ins a ma ste ry ab ility rela te d to the tec hniq ues of Benefit: Whe n us ing the Dodge feat against an oppo ne nt ,
that style . Wo rd Given Form emphas izes the har mony of the in add it ion to the +1 dodge bo nus to AC. you a lso ga in to tal
disciple 's true name. By rep ea tin g his true nam e in combat, he co nce alment (50% miss cha nce) from that op po ne nt as your
can blur his fo rm against a particular ta rget. form blurs and shifts.

f' tt - ....._-----
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ORGANIZATION
Th e mode rn O rder of the
\'('0[(1 retains the original

st ructure first se t our by
Akah uza all th ose years ago.
AI a mona ster y, a master
guides h is favored pupils
who in tu rn ins rruct th e
students . Th ough many dis
ciples wand er the world in

searc h of them selves and their
place, many more are contenr to

Sl3Y on with their comrades and learn
the greater mysteries of their path .

No sing le overarch tng mast er
governs the Order of th e \V'ord. Rather. several masters care
for their particul ar schools. Since thi s is a group built on [he
ideals of peac e and sel f-improvement, it has lirrle room for
rivalry or te nsions between th e school s. Occasionally, one
mon astery hosts a tournament I and these exc iting events
draw disciples from all over the ,vorld, and in some cases ,
from across the planes. Students compete to demons trate
their mastery of Akahuza's teach ings, and th e contes ts end
when th e top th ree student s remain. Th ese cha mpions are
immediately elevated to master Sialus and given the funds
to foun d th eir own monasteries.

the shrine's gate, there stood the old man, though how he
carne ro be there, Akahuza could nor say. Bowing deep ly to
rhe elder, the \vande rer tri ed ro move past him . but the elder,
faster th an see med possible, intercepted him. Two more at
tempts and the master hlocked him.Th en the old man spoke

a sing le word and everyt hi ng bent
aro und them, 35 if the world

folded in on irself Aka huza
kn ew then he had fou nd wha r
he sought.

Thirty years later,Akahu- - - 
za returned to h is homela nd
and founded the Order of
the Word . As his follow-

ers built the school arou nd
him, he pen ned the essential
principles of rhe an , wri ting
just one charac ter each day.
Wh en th e school was corn -_ _
ple re, 50 was Akahuza's
wri ting, and with rhe fina l
c haracter written he died.
Over the next 200 years ,
the Order of the Word grew
aroun d the teachings se t om
in the sacred scro ll, and the
know ledge cont ained ins ide
resulted in th e first d isciples
ort he word.

Kordi S~n(ldt!. a dwarf disciple 0/the 1vord

Three centuries ago, Aka
hu za, a monk and student
of Zuoken 's teachings, was
dissati sfied with t he path of
wa r advanced by th e Fists of
Zuoken. Akahuza believed
[here was another way to

master self-d isci pline. He
travel ed to different schoo ls
all over the land, study
ing with the tattooed monks.
d ru nken masters, void disciples, and
doz ens of other schools, but each lefr
him dissat isfied.So be wandered fart her,
listen ing to the word s in the wind ami the pulse in th e eart h,
followi ng the flow of the clouds until he came upon J sh rine
deep wi thin a rain fores t.Th ere, he found an old man living
alon e wh o did nothing except stare ur a single rune carved
in the wall. Th e man did nor speak, but he d id nOI rebuff
Akahuzas helpeirher. The two men lived in silence ; th e elder
studied the sigil, th e younger studied the elder.

Weeks tu rn ed to months and months turned to years , and
still th e old man never spoke . Finally, Akahuza, in h is pe r
plexity, made ready to leave,gatheri ng what supplies he had,
th inking hi s ti me '1,,'3 5 wasted . As he turn ed to go t hrough

of Aka huza. Each day, disciples speak rhe holy SUIra 10 help
order their minds. A disciple first speaks her truennrne fol
lowed by an invocation to the self. calling [or the blessing
of Zuoken [0 streng then th e body, mind, and sou l, wh ile
asking for the strength of mi nd ro see beyond the illusion
rhat is reality.

Marry disciples leave their mon
asteries ro explore th e world
and derive a dee per u nder
standing of thei r place within
it. A few, however. found
schools of their own, where
they inst ru ct new students
in keeping the words of
AK'ahuza and the principles
of Zuoken alive. As a sensei ,
a disciple mu st select viable
candidates through careful
resting, to see if they have
th e de dication to succeed in
[he Akabuza style wh ile also
looking for those wirh at least
so me fundamenta l un der
sta nding of Truespeec h .
The firs t students trained
be come ins tr uc tor s and
ad m irustta tc rs, reach ing
new st udent s and managing
the mona stery's resources.

NOTAB LES



AC 16, touch 14, flat-footed 16; +4 AC aga inst gia nt s
hp 58 (9 HD)
Im m une normal disease
Res is t evasion , st ability (+4 ag ains t bull rus h and tr ip)
Forl+10 (+12 ag ainst poison), Ref +8 , Will +13 (+15 aga ins t

encha ntments ); +2 on saves ag ains t s pell s and spell-like
effects

Abilit ies 5tr 16 , De ' 10 , Con 14, Int 14, Wi s 16 , Cha 6
SQ known pe rso na l true na me , slow fa ll 30 ft .,

stonecunni ng (pH 15). word ofmollement sublime
Feats Co mbat Expe rt ise , Deflect Ar rows" . Im proved Trip",

Improved Una rme d Str ike', Skill Focus (Truespe a k),
Stun ning Hst", Tru e na m e Traini ng*, We ap on Focus
(unarmed strike)

Skills Appraise +2 (+4 stone o r metal), Bala nce +14,
Concentration +14, Craf t +2 (+4 stone or m eta l) , Jum p
+17, Knowledge (arcana ) +14 (+16 tr uen ame rese a rch) ,
Truespeak +22, Tum ble +14

Possessions com ba t gea r plus periapt of Wisdom +2,
bracers oj armor +2, lesser amufet of the silver tongue*
* New ite m de sc ribed o n page 263

Sp eed 40 ft. (8 squa res )
Me lee unarmed strike +9/+9 (ld10+3) o r
Me lee una rmed st rike +8/+8/+3 (l d lO+3 ) with flurry of blows
Base Atk +5; Grp +8
Atk Optio ns +1 on attacks ag ainst o rcs a nd go blino ids, ki

s trike (m agic) , word ofthe stance unyielding
Combat Gear potion of cure mode rate wounds, potion of

shield of faith +2
Utt e rances Known [Cl, 1st):
Lexicon of the Evolving Mind

1st- knight' s puissance

KORO l SE NA OE CR 9
Fe m ale dwarf m on k 6/ t ruena me r l / d isc ip le of the wo rd 2
LN Me di um humano id - -
In it +0; Sen ses da rkvis ion 60 ft ; Liste n +3, Spo t +3
Lan gu ages Com mon, Dwar ve n, Dracon ic

evil. Also, you will want to d ivorce th is class from Zuoken
altogether and replace him "•.tt h a sui tably siniste r de ity suc h
as Ilsensine of the mind flayers or even Hexror , the go d of
tyranny. Alie rna rivelj . rhe d isciples could become a for ce
for good th at emphasizes how str iv ing to perfect the self
allows a berrerundersranding of the world, which ult im ately
di srances an ind ividu al from evil. In such ncase, H eironeous
is a grea t substitute deity.

SAMPLE ENCOUNTER
Disciples are ofte n allie s and advisors, helping pes overcome
a difficu lt puzz le or de fear a particu larly n asty adversa ry.
As opponents, they are frus tra nng enemies. avoid ing and
evading at tacks with ease. A disciple mig h r evert grow bo red
wirh the fig ht afrer a rime and leave, an act sure ro infur iate
aggressive pe s.

EL 8: Kord i Senade, a novice d isciple of the wo rd , flees
after a ban d of devils des troyed her monastery. H ot on her
heels is a bone devil th at wants nothi ng more th an ro feast
on her flesh. Whe n Kordi rounds the co rne r, either in a city
or in the wilderness, the bon e devil uses major image to mask
its appearance and assume th e guise of a n oble paladi n .

NPC REACTIONS
Even thoug h disciples pursue a di fferent path from that
walk ed by o ther followers ofZuoken, the y stil l pay homage
to the god and enjoy h is blessings. Clerics and monks of
Zuoken are alwaysfriendlyoreven helpful to disciples.Other
monks look up on disciples as srrange and unusual, but their
sus p icions rarely \"'01'5e n rhei r att itudes below indi fferent .

Discip les are a peaceful g roup, so they have few enemies.
Stil l, some creatures opp ose peace ~ nd see those who
embrace that path as a th reat to the ir go als. Evil mon ks are
always unfriend ly if not hostile. Chaotic cha racters share
the sam e susp icions, esp ecially barbari an s! who thrive on
anarchy. These individuals are often un friend ly or worse,
attempting to dest roy rhar wh ich th ey can no t understand.

DTSCTPLES OF THE WORD
TN THE GAME

Disciples of rhe word can be featured in any campaign. A myste
rious mountain school might be an ins t iru rion run bythe Order
of the W'ord . If you use psionics, they could be an outgrowth
of the fi st of Zuoken prestige class. Most d isciples, h.9w.e"er,
will have- an appeal to players.The class rep resents an excel lent
avenu e tor int roducing truename magic into an ongoing cam
paign byblending the monk with the rruen amer class.

Th e disciple of the word prest ige cla ss appea ls ro players
who lik e mart ial ar ts and the myst icism often associa ted
wi th rhern . \Vhile prov id ing interesti ng co mbat abilit ies,
th is class also offers a mea ns to ground such characters in to
a campaign and let them develop their abili ties t h rough a
compelling spiritua l journ ey of self-d iscovery.

ADAPTATION
The disciples ne ed nor be a group co mm itted 1'0 imp roving
themselves. Instead , they could be a group tha t advances
t heir phys ical combat techniqu es ro bree d .1 powerful army
of assassins bent on co nquering th e wo rld. In this case,
you will want to make rhe alig nme n t prerequisite lawful
~

DlSCTPLE OF THE WORD LORE
Charac ters with ranks in Knowledge (arcana) or Knowledge
(h istory) can research di sciples of the word to learn more

--about them. Ch aracters who worship Zuoken receive a +5 cir
cums tance bonus on these checks . \'7 hen a cha racter makes
a skill check , read or paraph rase the followi ng, including the
information from lower Des.

DC 10: Some monks believe th ar only through avoiding
con flic t can they un derstand th e nature of realit y.

D C 15:The di sciples of the word are masters ofrnoveme nr.
phys ically mel di ng both form and idea.

DC 20: Disciple s arc n ot so mu ch oppo sed to confl ict as
they are com mit ted to perfec ting th ei r physical forms. By
develop ing themse lves, rhey avo id inj ur y.

DC 30 : The O rder of the Word was foun ded byAka huza.
a mysric and monk who unl ocked the truth about h imself
rh ro ugh Truespeech.



BECOMING A
FIENDBINDER
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casters. However,a fewunscrupu lous
cle rics dedicate themselves [ 0 learn ing

rhccomplex ri tuals and t rue names
needed ro bind ter ribl e fiend s ro

service. Even (hough binding
a fiend migh t be viewed

. ,'

though she C::J 1l enslave the wicked and compel fiends co
act in acco rdance wi th he r wishes, fiends are notoriously
willfu l, di sagreeable. and at rimes oum ghr disobedie nt. A
fiendbinder relies on her I ruespenking abili ty to conr rol he r
fiendish thrall , all the wh ile knowing th at it craves on ly its

freedom and [he fiend binder's blood.

:

J.Y i-vir, a bnman cleric of Fharlangbtl and ajiendbi1/der

"'-, '. ;

~ H . ::"...
0,

- Nivi r the fiendbinde r

A fiendbinder seeks to unlock the rruena rnes of demo ns ,
devil s, and other vile fiends, and use
that knowledge to bind them
ro service. The actua l bind ing
ruuals can be q uite complex,
50 a fiendbinder mus t also
be a pr actice d student of the
su mmon ing arts. However,
even the m ost gifted
Fiendbmder plays a
dangerous game, for

,.forgive lilt> fau l lallglwgc, ['III my hllhc'lll {lmUlI I prefersCII15Ct'm ·

lions to diJ11omac)':'



as punish ment or torment (cer tai nly th at's what the fiend
th inks), goo d-alig ned cha racters can' t br ing the mse lves ro
become fiendbinders and endorse what amounts to slavery.

E N TRY REQUIRE ME NT S

Alignm ent : Any nongood
Skills : Knowledge (the planes) 10 ranks, Speak Language
(Abyss al), Speak Language (Infernal) , Truespeak 10 ranks
Spells: Ability to cast summon monster IV

- CLASS FEATURES
You can research and learn the truenames of fiends , as well
as complex ritua ls needed to fois t you r will upo n them. As
you gain more power and confidence as a fiendblnder, ~'OU

learn ro call fort h fiends [hat are more incli ned to heed your
co mmands and, eventu ally, you will earn their respect.

Spellcast ing: At each level exce pt 1st, 5[h, and srh. you
gain new spe lls per day and an increase in cas ter level (and

__ spe lls known, if applicable) as if you had also gained a level
in a spel lcas n ng class to which you belonged before adding
th e prestige class level. You do not, however, gain any o ther
benefit a character of rha r class wo uld have gained. If you
had more tha n one spellcasting class before becom ing a
fiendb lnder, you must decide to which class to add each level
for the purpose of determ ining spe lls per day, caster level,
and spells know n.

Bin d Fiend (Su) : You master the complex rituals needed
to bind a fiend whose truename you kn ow. You mu st pay
an amount in gold to cover the COSt of the ritu al (sec Table
3-9). and the ritual takes g untnterrupred hours to perform.
At th e conclus ion of th e ritua l, t he fiend app ear s. The fiend
is bou nd against its will and isn't h appy about th e serv ice.
However, it can not att ack you, eve n if you attack it. Giving
it a co mmand is a standard action th at provokes attacks of
opportu nity, for doing so requir es that you cor rec tly utter

the fiend's truename. You must make a True speak check
wirh a specified DC (see Table 3-9). If the check succeeds,
the fiend is compelled to do as you command ; if the check
fails, th e fiend gleefully resists (and might even mock you).
A bou nd fiend performs on ly one of the com mands outlined
in Table 3-10 at one time. Issuing a new com mand (inchtd-

ing orde ring a bo und fiend to attack a d ifferen t foe) requires
ano the r standa rd action an d ano ther Trucspeak ch eck. You

can give a bound fiend comma nds other than th ose fou nd
on Table 3:"""10, bur these sample comma nds wi ll cover mo st
circumstances (and the DM: always has the power [Q veto a
potential command).

Unless it is com manded to do otherwise, a boun d fien d
must remain wi thin 10 fee t of you at all times. If a bound
fiend moves more than 1 mile from you, ir ge ts an im medi
ate Will save (DC to + your fiendbinder level + your Cha
modifier) to break rhe bond. A bound fiend ca n usually
only attain th is distance from its mas ter due to a ca reless
command. If it is freed in th is manner, it is im mediately
sent back to the place whence it came. You can free a bo und
fiend you rsel f as a free action. Al tho ug h a newly freed
fiend might cry vengea nce for t he "pu nish men t" you have
inflic ted upon it, few fiends act on thei r th reats for fear of
bei ng bound agai n. On ly by repeated ly binding the same
fiend do yo u ru n th e risk of incurr ing its wrath once freed
(OM 's d iscretion).

You ca n bind multiple fiends if you have the gold and rime
to do so. However, you canno t issue th e same command ro
multiple bound fiends. For example, if you bind two vr ock
dem on s and want them to attac k the same foe, comm and ing
them to attack requ ires rVovo sta ndard actions (one per
vro ck).

A bound fiend can not use its su mmoning abi lity, U nlike
summoned creat ures , boun d fiend s <IrE' truly dead when
slain.

If you are ki lled, an r fiend that was bou nd to you pr ior to
your death srays wirh your remain s for 24 hours. It doe s nor
guard wha tever is lefr of your body; it merely remains nearby,
tracking the passing time intently to determine if it will be
set f ree. If you are rerurned to life during that per iod through
a mist' liclld spell or sim ilar effect, th e fiend rem ains bound
to your service with no additio na l cos t to you . provided you
are StU! of a sufficient level to ret ain th e fiend 's se rvice. If
you lose a level as a resu lt of a rerum to life, and your new
level is toO low for you to have summoned your serva nt (see
Table 3-9 to determine wha t level you need to be to bind a
particular fiend servant), your servan t is immedia te ly fre ed

;

Class Skills (2 + Int modifier per level): Concen tration, Craft, Diplomacy, Heal, Knowledge (arca na), Knowledge (his to ry),
Kn owledge (religion), Knowledge (the planes) , Profession, Spelkraft. Truespeak.

+1 eveI 0 existing sp ellcas ttng c ass
an

Spellca sting

Bino to rme nte sou

Special
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+1 leve of existin s e casting class
+1 level 0 "exIsting Pieilca t g,,,,~,,s:::s _
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TABLE 3-8: T HE F IENOB IN O ER

Base
Attack Fort Ref Will

Level Bonus Save Save Save
1st + +0
2nd +0 +0
3r +1 +1
4t +1 +1
5th +1 +1
6th +2 +2
7t +2 +2
8th +2 +2
9tli +3 +3

10th +3 +3

;
e



from the dead. During thi s thirty-day per iod, you take a -2
penalty on Tr uespeak ch ecks.

Bind Tor m en ted Soul (Su): The Lower Planes hou se
countless tormented sou ls, for rhey are the primordial soup
from which myriad fiends are born . At 5th level, once per
day you can ut ter the rr uena rne of a tor mented so ul and
bind irs essence wirh in yourself. Your eyes tu rn dead black,
your complexion pales, and black veins for m just under your
sk in un ril the tormented soul is released or desrroyed. The
tormented soul has no alignment or aware ness . per se,and
canner be held at bay using IIlilgi( circle spe lls-and similar
effec ts.

Bindi ng a tormented soul is a swift action that provokes
attacks of opportuni ty and requires a DC 30 Tr uesp eak
check. If the check succeeds, you ha rness its suffering and ---- .:;IS~il

become inured co pain. You can continue to act normally
even when disabled (reduced to 0 hit points) or dying
(reduced ro -l to ~9 hit po ints). Further more, you do not die
if you are reduced to - 10 h it po ints or lower. Instead, whil
you are in this condition, you can rake a single move act ion
or-standa rd actio n eac h tu rn (bur not both, nor ca n you take
full-round actions): although you can take a move action
withou t fu rther inju ring yourself, per formin g any standa rd
action (or any other action the D1\'1 deem s as strenuous ,
including some free actions) deals 1 point of damage to you
after the act is completed.

The tormen ted soul is unstable and dest royed in shor t
order. You can bin d it for a ni}'3 rounds. Once the tormen ted
sou l is gone, you im media tely incur the normal effects for
being at 0 hi t points or negative h it po ints (if your hi r poi nt
total when the soul depar ts is <It 0 or below), In addi tion,
assu ming you survive the ordea l, yOll are fatigued for 1 hour
(ifyou are already fatigued , you are exhausted ins tead). You
can voluntari ly release a bound tor mented sou l as a free
action bur st ill endure the effects noted above .

Gift of th e Archfiend (Su): Beginning at 9th level, once
per day you can dem and th e attention ofa powerfu l demon
prince of the Abyss or inferna l archdu ke of the Nine Hells
and, by utter ing irs truename, convince the archfie nd to

invest you with a fragment of irs might. The archfiend does
nor appear before you, bur you become suffused wit h a gifr of
Abyssalor infernal power.Such a gift is usually an archfiend 's
way ofattempting to win your fealty or obe dience and shou ld
never be misconstrued as a sign of crust or obliga tion. You
must have spent at least one week research ing the pe rsonal
tr uename of a potential demon prince or archduke of he ll,
and 1,000 gp (for each name learned ). Each use ofth is abilitv
lasts for 1 minute pe r class level. Provided you have learned
a truename for at least one arch duke and one demon pr ince,
you can gain either be nefi t of rhis ability-you choose
whenever you activate it.

Securing the arch fiend's g ift is a stand ard action and
requires a DC 35 True speak ch eck. I f th e chec k succeeds,
you gain one of the follov•.Ing benefits from you r fiendish
benefactor:

Ca ll Forth Fiend (Sp): Upon reaching Srd level, you
gain the service of a particularly loyal fiend. By ut tering irs
rruenarne, you can call ir fort h and command it to serve you.
Regardless of its alignment. rhe fiend respec ts you r power
and regards you as a powerful ally.

O nce per day, as a standard action, you can magica lly call
fo rt h rh ts fiend from the hatefu l realm where it resides.The
fiend can be any ofthe ones mentioned on Table 3-9 (above).
Calling forth rhe fiend requires a successfulTruespeak check
(DC 15 + [2 x fiend's CR)), and you must choose the type of
fiend you intend to call before you make rhe check. If the
check succeeds , the fiend immediately appears adjacent to

you and remains for 1 round perfiendbinder level; it can be
dismissed at any time with a free action. The fiend is the
same creature each time it is called, though you can release
a part icular fiend from service. Each ti me the fiend is ca lled ,
it appears in fu ll health, regardless of any damage it m ight
have taken previously. Any equi pment the fien d acquires get s
left behi nd \...hen it returns to its realm. Calling a fiend is a
conjuration (calling) effect.

Ifthe fiend dies, it immediatelydisappears, leaving beh ind
any eq uipment it did not bring with Ir from its native realm.
You cann ot ca ll forth ano the r fiend using th is abil iry for
th ir ty days or until you gain another fiend binder level,
wh ichever comes first, even if th e fiend is somehow returned

TABLE 3- 10: TRUE NA "'E CO......ANDS
AttaCK a sp'e:.c,"j.:,,,,c~o;:;e.... .....
De en me

(the fiend attacks the first creature to attack au
Deliver a messa,g~EacKag",. ..a.:n"a,"r",el~r.:n__~~__~.

Scout an re ar t back
Serve as a sfee ..or ourcaudiemar nig.n,tmare a
Stan wat c or 8 hours and raise a la.rmEif~ne2eId:e:dt:=;:::J
unCfert"aKe re etltl e 'abbUor houriii
Use a skill on our ehalf
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from service. O therwise, if 24 hour s pass and you remain
dead, the fiend is released fro m service an d sent hack to the
place whe nce it carne-with your soul in row- cackli ng
maniacally. Ar th ar poin t, on ly a tru{ resuITcetiOiI spell can
ret urn you to life , but if you are brought back, your fiend
comes back with you, sti ll bound to your service and with
no addiriona l cost to you.

TABLE3- 9: BOU ND FIE NDS
Available at Binding Truespeak

Fiend Class Level Cost DC
Babau emon 1st p. 27
Succubus emon 2nd 3·,600 29
Helical eVI r 00 &p.
Vrock demon 4th 6,600 33
Cauc emar & I are t 0& 7
Retriever demon 6th 11 ,000 37
Hezrou e on t 5000 s '7
Barbed devil 8th 20,000 g 37
Ice dev t 2600 P. 41
Marilith demon 10th 34,000 gp 49



Planes at your beck and call) or simply a fool. You do not fear
rharwhich you can cont rol, and regardless of what you th ink
of fiends personally, th ey certa in ly have their uses. Bur you
are no fooli Somefiehds simply can no t be contro lled I and
you are wise to let them be.

The parochial and the u nin it iated view you as a threat
because ofyour willingness to truck with fiends, never mind
your abil ity to command them. You often need to conc eal
yourrrue natu re, lest fearful locals decapitate you an d reduce
your body to ashes for your perceived allegiance to "the dark
powe rs." Dark powers, indeed !

Asa fiend binder. you might belong to any one of a number
of secret cabals t hat su mmon and bind fiends, not the least
among them th e Fifth Can dle. Me mbers of th e Fif th Candle
gathe r in h idde n redoubts to practice thei r conjura tion ritu 
also The cabal rakes its Dame from th e pentagr am s thar its
members use duri ng th ese r itu als and the ca ndles placed
on the corne rs of these sy mbols. Fiendbiuders are few in
numbe r!and they exercise a grea t deal of personal free dom .
They exchange ri tuals like recipes I but th ey are less in clined
to share new tru enames th at th ey have discovered - they
engage in some "name trading," but th e names they're will ing
to share usually belong to th e most obnoxious or disg usting
fiends.

The fiend you bi nd becomes you r most stalw art compa n·
ion, for it ca nnot betray you despite its inheren t belligerence.
It won't br eak free of your hold, but to control it you musr
learn to spea k its truename properly. Each new com mand
requ ires subtle permutations and specific inflec tions. You
ca n expect the fiend to laugh in your face when you fail an d
cu rse you with horrible prognos tications of your event ual
doom when you succeed-though it serves you as a cornpan
Ion , it is not and never will be your friend.

Demon s are par ticularly remp eramen ral and frequently
entertain thoughts of ripping off your face and feasting on
your entrails. These tirades, t hough vu lgar and appall ing,
are usu ally empty th reats. Once a bound demon is released ,
it qui ckly becom es distracted by all th e other th in gs it hares
and seldom rears its ugly head again .Sure, you can rry to bind

Bnntezu Trai.ts:Ifyour gift comesfrom all infernal archduke
of th e Nine Hells, you gain damage reduction Sigood and
silver ,derkvision out to 60 feet, immunity to fire and poison,
and resistance to acid 10 and cold 10. In addit ion , you call see
perfectly in dar kn ess of any kin d (even th at created by the
deeperdarlmessspell).

Tfl l1 11y'r i Traits: If your gift comes fro m u dem on pr ince of
th e Abyss, r Oll gain damage reduct ion 5/cold iron and good ,
darkvision our to 60 feet, immunity to electricity and po ison,
and resist ance to acid "10, cold 10, and fire 10.

Double Com m an d (Ex): At 9th level, yOll have beco me
more adept at commanding the fiend in your service. You
ca n atte mpt to give it two comma nds to be per for med
in sequen ce with a single Truespeak check, bur doi ng so
increases th e Tru espeak check DC by5,

If you have bound multipl e fiends, you can now also
give up [Q two fiends a single com man d (each fiend can be
given the same or a differe nt comma nd) as a single standar d

__action.

Arch fiend's Favor (Su) : At 10th levee you have arramed
a tremendous amo unt of k nowledge regard ing how to deal
with fiend s. You gain a bonus on Char isma-based skill checks
dealin g with demon s and devils equal to 1/ 2 your class level
(or +5 at i orh level),

Su m m on Fien ds (Sp): O nce per day, at tu rh level. you
can summo n eith er a baarezu legion (1d6 bon e devils or ld 4
barbed dev ils) or tanar'ri horde (ids vrocks or ld4 hezrous)
as a ful l-round action.The fiend ish legion or horde appears-at,
rhe beginn ing ofyour next tu rn .Th ls abil ity is the equivalent
of a srh-level spell (caster level equ als your cha rac ter level).

PLAYING A FIENDBlNDER
You enslave fien ds and ca ll upon the powe r ofevil to accom
pli sh your goals. For these reasons, oth er spellcas rers borh
admire and fear you. They see you bark ing orders to the most
vile creatu res th e universe can imagine , and they won der
whet her you are the cor r upr vassal of some evil archfiend,
a fearless conjurer of words with the armi es of th e Lower

'.

ft e

spe cial attention to its master's foibles.
• Mock the fiend's master whenever he fails his True spe ak

check to command the fiend.
• When the fiend 's maste r is wounded, make rem arks such

as, "That looked like it hurt, maste r" and other patronizing
comme nts.

• Have the fiend describe in gory de tail the horror that awaits
the maste r when he dies, the fiend is finally freed, and the
master's so ul is sucked back to the Abyss or Baator.

• Complain about anytraveling arrangements or discomfor ts,
however minor.

• Cackle with glee whenever the fie nd destroys any creature
(it is a fiend, after all),

• If a demon, the fiend sho uld exult in s laying devils, and vice
versa.

de+~---_.....-

• Moan about the circumsta nces that led to the fiend's true 
name being recorded by a mortal in the first place.

• Comment on any party member's mistakes or misfo rtunes.
Keep a running list of places where a PC might have chose n
a less opti mal cou rse of actio n, and remind that cha racter
about his cho ice at prime moments. The fiend is sure to pay

~.*, -
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ROLEPLAYING A FIEND
As a DM, you can view this pres tige class as a chance to hone
your act ing skills behind the screen when a character wants to
take levels as a fiendbinder. Each bound fiend sho uld have its
own set of personali ty quirks and oddities of behavior, but they
all loathe the situation they find themse lves in. Here are some
roleplaying behaviors a fiend can exhibit from time to time. As
with any quirk, suc h behavior can lose its charm ifoverdone . but
feel free to have some fun with you r player 's choice.



DAILY LIFE
You keep stra nge company, and co nseq ueruly you sho u ld
expect to be greeted wi th suspicion, resentme nt, or panic
whe rever you go-part icu larly if you have a retriever demon
dogging you r heels. If you live in a civilized are a, you must
find clever ways ro hide or disguise your boon companion so
that you ca n co nd uc t your daily affairs wit h few unwanted
di straction s, brutal ston tngs,or merciless ev iscerations. You
would be wise to seek good com pany-perh aps join a small
gro up of lik e-minded adven ture rs willing to ent ertain your
predil ect ion for tru en ame s and complex ritua ls. Your typical
day isn't much different fro m what it was before you beca me
a fiendbinder, exce pt th at you must per iod ically devote S

hours 10 performing a bind ing ritu al.
Your bound fiend does no t require food, d r ink, or sleep,

bu t it stays in fai rly close proximi ty to you m OST of rhe
time and demand s mos t of your atte n tion th roughout the
day. Eve n the re latively quiet ones have their d isgus t ing

Ne t all liendbinders are evil, but they mu st learn to negotiate
w ith evil in a way that few good-aligned characters C:1I1 abid e
or tr uly understand. A fiendbinder and her en slaved fiend
might nor be welc ome addi tions to ever y part)' of adventur
ers, bu t a group co mposed of ne utral characters migh t lea rn
to value a fie nd's combat abil ities.

You will want to take multiple levels in this class [Q gai n
more powerfu l fiend serva nts, as well 3 5 draw power fro m
archfiends whose rruena mes you can speak with can fidencc.
You will also want to improve your Truespeak skill as much
as possible. The Truename Train ing feat and skill Focus
(Truespeakj are invaluable for this purpose. Obscure Personal
Truen ame ca n also be handy if you repeatedly summon 3

par ticu lar fiend that swea rs revenge agai nst you.

RESOURCES
Cabals such as the Fifth Candle generally leave fiendbind
ers 10 pursue their own goa ls wi t hou t provid ing significant
assistance. Such organizations might sponsor expeditions to

dungeo ns and ru ins formerly overr un with demon or devil
worshipers in th e hopes of uncovering fragments of ancient
lore, codices of binding rituals, or truenarnes lost ro th e ages.
If you ca n convi nce members ofa cabal th at such a dungeon
o r- rui n is worth ex plor ing, they might cover part of the cost
of your latest binding r itual or teach you the truename of
a fairly compliant fiend. They might also let you lise their
modest library to research rruenames on your ow n.

Should you incur rhe wrath ofa powerful fiend , you pro b
ably won', ge t much support or sympathy from your fellow
cabal member s. Fiendbinders mu st understa nd the nature
of the ir power and learn to deal with the conseq uences on
their own.

FTENDBTNDERS TN THE WORLD
'T hose who CO Jl lttll1lh'1fit'lltisare fr01ds."

-SirTaron [ellikor , Knigh t of the Sacre d Sword

the same de mo n again, bu t why rake a ch ance? After all , th e
Abyss holds an in finite nu mber of them ,

Devils , by cont rast, are far more subtle and co ndesce nd
ing. They will rem ind you how dangerous bind ing can be,
tell you stories about binding rit ua ls that we nt ho rri bly
awr y, and slyly co nvince you to give them speci fic orders
thar serve some sec re t, perso nal agenda. \X/h en you fail to

speak their rru enam es per fectl y, rhey belittle and mock you .
Th ey compare you unfavorably to other, more successful
fien dbinders. Some devils don't mi nd being bo und more
th an once if th ey th ink they ca n somehow co rrupt you in
I he process, However, be carefu l:They are cons umma te liars
and can hold a grudge for a lon g rime,

Beyond demon s and de vil s, fiends are a truly m ixed bag,
"bur theydo sha re some co mmo n trai ts:Th ey are universally
evil and reprehen sib le. I f you 're evi l yourself, you and your
fi end ish thrall might enjoy ex plor in g some new depths of
dep ravity toge ther. O the rwise, you should exercise ca ution
whe n Hading words wi th bo un d fiends. In fact, you 're
probably be tte r off keeping th e relat ion ship as si mple as
possible. Give th em an inch, and t hey w ill feast on your
soul .

ADVANCEMENT
To become a fiendbind er, you need to master th e SUIII IllO Jl

ntonster IV spell and relinquish an y mi sgivings you might
have about ens laving fiend s '0do your bidding.

Secret orga nizations such as the Fifth Candle have mod est
librar ies rhar can make researching truenames and rituals
easier, but most fiendbindercabals are too sma ll (td-4-t2 mem 
bers) 10 warrant a s truc tured hie rarc hy. Youwon't fin d many
trustworthy mentors 10 guide you, and most fiendbimlers
explore th eir cra ft in relative isolation.

COMBAT
Some bou nd fiends have spell-like abilities that m ight benefi t
you or orher me mbers of the advent uri ng part y, suc h 3 S an
ice devi l's fly abil ity or a mari liths 11lign 1t'l'll p Ol1 abili ty, Try
(0 use these befo re en ter ing the field of battle.

Ficndbinders, like sorcerers and wizards, prefer 10 do
the ir damage fro m afar, Th at means sen ding your fiendish
m in ions into batt le wh ile you take cover, position yourself
with in easy reach of the party cleric, and bark co m mands .
If your bou nd fiend d ies, you need to spend gold to replace
it, so be ready to co mma nd it to teleport ro t he party cleric if
it's in im mi nent danger of dying.

Some of your hig he r-level abilities, such as bind tor mented
soul and gift of the arch fiend. g reatly im prove your ch ances
ofsurviva l in the heat of batt le. perh aps givi ng you the cour
age to wade into the fray and de liver some rouch att acks o r
use other close-range spe lls or abilities. Canny foes will try
10 take you out of th e fight ea rly, knowing that )'our bou nd
fiend will lik ely cease to part icipate in the ba tt le ::IS soon
as you die. Situ at ions when you become th e focus of your
en em ies' wrath are whe n your bind tormented sou l abilit y
tr uly comes in handy.



NPC REACTIONS
MoS! people share a dim view of fiend binders. I f you travel
in the company ofliend s. }'OU can expect to meet people with
unfriendly attitudes..Most fol k aren't lik ely to th reaten you
wi th violence whi le your ice devil or marilirb stands nearby,
but the city watch mighr demand th at you leave rhe city at
once and never return. If you're not careful, you might find
yourself look ing down the grearsword ofa righteous palad in
who has no patienc e for your craft.

In some ways, your g reates t en emies are the unwill ing
fiends you bind to service. The}' hate and fear you , and if
you're not careful, they might share information w ith you r
enemies or do th ings th at ju st plain annoy you, ("See tha t
sc r::Jw ny man in the black robe hidi ng be hi nd the cleric over
th ere? He commanded rne ro atta ck you, bur if yo!:!....~11 him
quick ly, I'll thi nk tw ice about feasting on your en trails .")
Bound fiend s have an unfriend ly or hosti le att it ude tow ard
you initially, bur they can be swayed; however, Diplomacy
checks made ro imp rove their att itude nrc made wi th a - 5
penalty,and a hou nd fiend tha rbecom es ind ifferent , friendI}',
or helpfu l might not my tha t way for long.

FIENDBTNDER LORE
charac ters with ranks Knowledge (arcana), Knowledge
(loca l), or Knowledge uhe planes), or who have the hardic
k nowledge abili ty, can research fiendbinders ro learn more
about them. \X/hen a cha racter ma kes a check, read or
paraphrase rhe foll owing, inclu di ng th e information from
lower Des.

DC 10 : Eiendbinders study the truenames of fiends and
use th at k nowl edge to bind them to service. The binding
ri tua ls can be quir e expensive, depending on the fiend
summoned.

DC 15: A bound fiend might ser ve a fiendbinder for years,
and only the fiendbinder can release it from service. Killing
th e fiendbind er can also release th e fiend fro m service.

DC 20: By invoking the rruenarne of a de mon prince or
archduke, a truly powerful fiendbinde r can gai n some of tha t
arch fiend's power.

DC 30: Th e largest caba l of fiendbinders is known as th e
Fifth Candle. Its members, though scatt ered and relatively
few in number, co m mand many powerful fiends.

Locating a fiendbinder cabal requires a DC -W Gathe r
Information check. Success leads ro a known mem ber ofthe
cabal or the cabal's secret gathering place (nM's d iscret ion).

No member of the Fifth Candle holds sway over any ot he r,
but Callow likes to tyr annically govern meetings whenever
the y occ ur. H is g reates t rival is a brusque wom an wi th
raven -black hair known as Saragwa h (NE fema le human
wizard 7/ n ue name r 3/ fiendbi nder 3). fora while, Saragwah
(real nam e Morgan Taravella) enjoyed a particu larly fr iendly
relation sh ip with a succ ubus co mpanion named Lurya, but
th ey recently had a fall ing out. Now she parades arou nd with
a hel lcat th at likes to hid e in th e light.

ORGANIZATION
With over a dozen members, the Fifth Candle represent s
an atypica lly large cabal of fiendbinders. It s members are
scat tered across th e realm,and rare ly will you see more than
live in an y given place at th e same t ime. Most of them are
practiced truenamers with ids levels of fiendbindcr; one or
two might have started thei r advent uring career s as clerics
or wi zard s before gravitati ng toward the study oftruenames.
Members can leave the Fifth Candle at any time, although
few are inclined to. The cabal welcomes members of any
alignment (with the caveat thai good charac ters cannot be
fien dbinders), and members are req uired to endure each
other's worst habi ts.

Members of the Fifth Candle seldo m lise their ow n real
names. Current ly, the most powerful mem ber of th e Fifth
Candle is a gaun t fellow with strawlike hair known as Callow
(LE male human co nju rer 7/ fiendbinder 6), Ca llow's real
name is Avastor Kasrirann. Callow collec ts books about th e
Nine Hells and fancies himself a sc ion of Asmodeus, but he
mostly keeps to h imsel f. He also pub lishe s a mon thly paper
ca lled The Fifth Can dle, which he dis tributes to othe r cabal
members as well as a few select wizards with whom he con
ducts business.The paper contains rarnbliug di ssertanon s on
the politics of th e Nine Hells and illumi na ting facts about
its var iou s archdukes and vassals.

NOTABLES
Dzak rran th e Fiendslaver is a recent "pos ter boy" for evil
fien dbinders. He aspi res 10 win th e favor of Crazz'r and
has dedicated his life [ 0 gather ing lost relics for th e demon
prince. Dzak rran has been seen in rhe company of various
fiend s over the pas t several months-s-a babau , ::I succubus,
and most recently a hellca t- and the Church ofSt,Cuthbert
has placed a 5,000 gp bounty on the fiendbtnder's head . The
bounty comes as a surprise to many. bu t Dzak rran recen tly
atta cked a temple ofSr. Cuthbert in a bra zen att empt to STeal
an evil reli c locked away in its vaults. The attack failed, but
the clerics of Sr. Cuthber t aren't eager to face him or hi s
demon ic minion s again soon.

On the othe r hand, Argath Snowb eard is a dw arf fiend-
__binder who se inten tions seem some what more benign.

Argarh and his bound ice devi l recenrly "Inherited " a stone
{OwerJUStouts ide the small mining rown of Silverlode. The
rower's pre vious de nize n- a reclus ive and canta n kerous
wizard known only as Firestar- slip ped and fell on th e ice
devil'sspear (or so Argarh claims). For reasons he doesn't care
to explaln.A rgath has take n 10 slaug hter ing evi l monster s in
the nearby hill s and keeping the townsfolk safe from harm.
Th e locals ens ure thai the dwarf remains well fed and don't
ask roo many question s,and Argarb does his utmost to keep
th e ice devil out of sigh t.

habits- incessant drooli ng,gna shi ng DCteet h, or slu rping,
for example. As a fiend binder, you mus t lea rn to live with
th e worst of them.

.,



FIENDBTNDERS IN THE GAME
Incorporating fiend binders in ro you r ca mpaig n should be
effortless. Fiendbinders harnes s evil for rheir own end s, 'tis
true, bu t rheir reasons for binding fiend s are nor necessaril y
malevolent . Mos t bound fiends view forced servit ude as a
form oftorment or punishment, and some good-al igned cha r
acrers can live with tha t. part icularly once th e fiendbinder
reassures them thar [he fiend cannot break free.

A player character Eendbtnder isn't much different from a
cl eric with a plana r ally. Yes, fiends rna ke u n ple asant trave l
ing co mpa nions, what w ith their endless cur sing, chiding,
and complaining. However, wi th fienJ in row, a fiendbind er
can chase the parry'svarious altrui sticor selfish goals and sic
the fiend on evil creatures that stand in their- way,The chaotic
gOOd wizard who whined abou r the succubus coming on to

him migh t get over it after she cha rms a few mons ter s and
plants a few wet kiss es on a villain stand ing in the party's
way.

ADAPTATION
The OM should feel free to drop the "nc ngood " alignment
requirement of the prestige class if it su irs her campaign,
parricularly if she inten ds to create a cabal of good-aligned
fiendbinders that delibera tely enslaves fiends and uses them
to figlu other ev ils of rhe world .

A OM might add more fiends ro Table 3-9. In ge nera l, a
cha ra crercan bind any fiend wi tli uCR equal to his charac ter
level minus 2. Fo r example, a zth-level rruenamer/ ts r-level
fiendbinder can bind any fiend of-CR 6 or less. However,
some fiends tha t fit this basic prerequ isite should not be
included without careful co nside rarion . Huge fiends and
fiends w ith situat ional abi lities (such as the chain devil,
with its danci ng chains abil ity) can make the bind fiend
ability seem unbalanced, in which case the DM might want
to change the formula (character level minus 3) o r make a
fiend easier or more d ifficult to cont rol (by increas ing or
decreas ing the DC for rhe Truespeak checks b )' 2).

SAMPLE ENCOUNTER
T h£" fiendbinder described below wou ld make a fine nemesis
for a party of good-aligned he roes or a tenuous colleague for
a morally or eth ically challenged adventuring party.

£L 8: Nivir recently had a revelation -e-n amelv, she prefers
the company of fiend s to tha t of m OSI people . Nor surprts
ingly, this confused cleric of Fharlanghn ha s a few issues to

work th rough . In the past year alone , she has joined forces
with five differen t adven turing parr ies, sco uring dungeons
for r iches and looki ngforsomething. :Jlthough she 's not sure
wh at. Although she can be charming wh en rhlngs go her
W3Y. she eventually grows impatien t and frus trat ed \vith her
companions and storms off in a huff. Now she has J babau
dem on th rall to remind her how distasteful people arc. and
amazing ly. she agrees with it most of the rime.

NIV IR CR 8
Female human cleric 7jfiendbinder 1
eNMedium humanoid
lnit - 1; Senses Listen +3, Spo t +3
Langua ges Common

AC 22, touch 11 . flat-foote d 22
hp 55 (8 HO)
Fort +9, Ref +1. Will +10

Speed 20 ft. (4 squares)
Melee .,.1 heavy mace +7 me lee (ld8+2)
Ranged mwk light crossbow +5 ranged (ld8/19-20)
Base Atk +5 ; Grp +6
Atk Options Luck do main gran ted power (goo d fortune ;

re roll l/day)
Special Actions command babau (DC 29 Trues peak chec k),

turn undead 4/day (+1, 2d6+8, 7th)
Comb at Gear 2 potionsofowl's wisdom, wand ofcure fight

wounds
Cleric Spells Prepa red (CL 7th):

4th-cha os hamme r" (DC 17, CL8th), greatermagic
weapon*

3rd-magic circle against Ja wD (CL8t h), dispefmagic,
searing light (+4 ranged touch) , protection f rom
energy

2nd-aido, bear's endurance, hold person (DC 16), lesser
restoration, sound burst (DC 16)

1st-bless, detect evil, divine favor. magic weapon,
proteetionfram lawO(CL 8th), shield of foith'j'

O-detect magic (3) , guidance, light (2)
D: Domain spe ll. Deity: Fharlanghn . Domains: Chao s,

Luck.
"j"A lready ca st

Abilities Str 12, Dex 8, Con 14, In t 10, Wis 17, Cha 13

SQ bind fiend
Feats Combat Casting, Grea t Fo rtitude , Skill Focus

(Truespeak), Truespeak Training'
" New feat described on page 229

Skills Concentrat ion +13 (+17 cas ting defens ively),
Spellcraft +11, Truespeak +19

Possession s combat gea r plus +1fulf plate, masterwork
heav y steel sh ield, mas terwork heavy mace, masterwork
light crossbow with 10 bolt s , lesser amulet ofthe silver
tongue' , 123 gp in pouch
' New ite m described on page 263

VARRK CR 6
Babau (demon)
CE Medium outsider (chaotic. extra planar. evil, tanar'r i]
lnit +1; Sen ses da rkvision 60 ft. ; Listen +19. Spot +1
Languages Abyssal, Common, Ignan ; telepathy 100 ft.

AC 19, touch 11 , flat-foo ted 18
hp 66 (7 HO); DR lO/cold iron or goo d
Immune elec tricity, poison
Resist acid 10, co ld 10, fire 10; SR 14
Fort +10, Ref +6, Will +6

Speed 30 ft. (6 squares)
Melee 2 claws +12 me lee (ld6 +5) and

bite +10 melee (ld6+2)
Base Atk T7; Grp +12
Atk Opti ons Cleave, Power Attack, sneak att ack +2d6
Combat Gear potion of owl's wisdom, wand of cure light

wounds
•



Obsc ure Persona Truename, 15 HD

EMPOWER UTTERANCE
Your utterances have more powerful effe crs.

Prerequisites: True speak 9 ranks, ability to speak urrer
ances.

Benefit: If the utt erance is successful. all the varia ble,
numeric effect s of the u tterance are inc reased by one-half.

Saving throws and o ppos ed rolls are nor affec ted , nor are
spells with out random variables. An em powered ut terance
has a Trues peak DC 10 high er (han normal.

The following feats are ofinterest to characters who employ
tru enames, whether they're rru enamers, spellcasrers who
casr truename spells, or mem bers of prestige classes rhar use
true narnes ro activa te the ir class features.

TRUENAME FEATS

tterance

Person al Truena me Backlash

U1d en \jtterance

Protective Slime (E' ) Any weapon that touches a babau's
slimy red skin takes ld8 poin ts of acid damage (the
weapon's hardness does not reduce this damage). A
m agic wea pon can attempt a DC 18 Reflex sa ve to avoid
taking this damage. Acreature that strikes a babau with
an unarmed attack. unarmed str ike, to uch spe ll, or
natural weapo n ta kes this damage as we ll bu t can
negate it with a DC 18 Reflex save. The save De s are
Ccnsututicn-based .

Abilit ies Str 21, De, 12. Con 20, Int 14, Wis 13, Cha 16
Feat s Cleave , Moltlattack. Powe r Attack
SQ protective slime
Skills Climb +15, Disab le Device +12, Disgu ise +13, Escape

Art ist +11, Hide -1-19, Listen ...19. Move Silently +19.
O pen Lock +11. Search +20. Sleigh t of Hand . 11.
Survival +1 (+3 following tracks) . Use Rope + 1 (+3 with
bindings)

Spell-Like Abilities (CL 7th):
At will-darkness, dispel magic, see invisibility, greater
teleport (self plus 50 pounds of o bjects onl y)

"

l earn one Znd-level utterance

Trues ea is alwa s a class skill for au
earn one 1st· eve utterancerues peal< ran~s

Truespeak 9 ran l<: s,
know at least two ut terances
ruespeaK12 rank~s;';. -----------~ea:::r~n;-:o~n~e~l s1'1't-leve utterance rom

know at least three utterances the lexicon of the Crafted Tool
Utterance or d,e Cra te Tool

r ',-

Utt erance of the Perfected Map Truespeak lS ranks , learn one 1st-level utterance from
== .:;k"n::ii0w at leas t four utterances the lexicon of the Pe rfected Ma

Utterance Focus Eii lity to spea utterances +1 onus on save Des aga inst
p,ecific u terance

Rl yourse f~o'~~is~e~as~e~----

Free your body of poison

Sate

Recitatio n of the Me itative State

Recitat ion of fie '\fitalSta e

Prerequ isite Ben efit
rues pea 6":r~a~n~s."a~ll"'it"y"1{~o~s~p~e~a~ul'lt~e~ra"n"c~e~s·.-iCam a natural armor onus W ue

mus t know our own ersonal truename using the total defe nse ac tion
Truespeak 6 ranks , ab! ity to speak utte rance s, Resis t ear , rage, and similar effects
must know o ur own erscnal truename
rues pea bran s, aBility [0 spea utterances,

...-:~_....~~u_s t Ll 0 p,er OI l t rue03 e
Recitation 0 the Sanguine State Truespeak 6 ran ks, ability to spea utterances ,

mus t know ou r ow,,!_personal true na me
Truespea 6 ranKS, aoili y 0 spea utterances,
must know our own Rersona truename

,

.. «
t '.'.,.t:
. ' .%228 .

•
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TRUENAME RESEARCH
'You have a knack for uncovering th e person al tru enames of
friends and foes alike th rough study and inves tigation .

Prerequisite: Tru esp eak 9 ran ks.
Benefit: Yougain a +2 bo nus on Knowledge chec ks made

to discover a crea tu re's persona l tru en ame (as described
in Truenarne Resea rch, page 196). In addition. th e cost to

resea rch a personal truename is red uced by half.

TRUENAME REBUTTAL
You are part icularly good at negati ng other truenumers'
power with well-chosen truennmes.

Prer equ isite : Ability to speak ut terances.
Benefit: You gain a +4 bo nus on Tru espeak checks made

to cou nter or dispel the utterances of other truespeaker s.
Normal: Counrering and dispelling atte mpts use opposed

Truespeak checks between th e orig inal truenamer and rhe
one tr yin g to end th e utt erance.

Benefit: The DC ro speak your persona l truename
inc reases by 4 (this stac ks wi th the +2 bon us thar no rmally
applies to a DC [Q speak a personal truen ame). Your normal
rruename-c-the one a tru enarner wou ld use if he didn't know
your personal truen ame- is un affected bythis feat. In addi
do n, those attem pting to research you r personal tru en ame
find doing so much more difficult.Th e DC of any check made
to research your personal rruename increases by 4.

Normal: The Tru espeak DC to say a per sonal tru en ame
is [5 + (2 XCR) + 2.

TRUENAME TRArNrNG
Unlike mos t of your peers, you have d iscovered th e secret
power of rru en ames.

Benefit: Th e Truespea k skill is cons idered J class skill
for you, no matt er what cl ass y Oli actually choose. If you
purc hased ranks in Tru espeak as a cress-class sk ill , you
immediately gain additional ranks in Truespeak as if it had
always been a class sk ill for you.

Normal : Th e Truespeak sk il l is a class skill only for
tr uen amers.

PERSONAL TRUENAME BACKLASH
Your perso nal truename is so charged with magic power
rhar those who fail rospea k ir properly are warped byreality
run amok.

Prerequisites: Obscure Person al Truename, 15 H ir
Dice.

Benefit: W he never a cre ature fails by5 points or more in
an attempt to speak your pe rsonal t ruename, it immediarely'r"?"
rakes Id6 poin ts of da mage for every H it Die you have.

Normal: The consequence [or failing a Truespe ak check
to say someone's personal truen arne is that the utte rance,
truena me spell, or other abil ity fails as well.

FOCUSED LEXICON
Your utterances have greater effect against a ce r tai n type
of creature.

Prerequ is it es : Tr uespeak 6 ran ks, abili ty lO speak lit rer
nnces.

Benefit : \X/hen }'OU take this fear, choose a crea ture type
(such as aber rations or monstrous humanoid s). The DCs of
your utterances are increased by I whe neve r you lise them
again st crea tures of th e chose n type.

Special : You can rake this feat more than once. Its effects
do not stack. Each ti me you take this feat, it appl ies to a new
creatu re type.

OBSCURE PERSONAL TRUENAME
Tru en ames are notoriously diffi cul r to pronounce, but your s
is ha rder than mos t.

MrNO R UTTERANCE OF THE
EVOLVrNG MrND

Your mastcry of'Iruespeech has led yO li to the un derstand ing
necessary to perform a simple utterance from the Lexicon
of th e Evolvin g Mind.

Prerequis it es: Truespeak 6 ranks.
Benefi t : You lea rn one tst-level utterance from the Lexi

con of the Evolving Mind.
Sp eci al: You can rake this feat more than once.

EXTEND UTTERANCE
Your ut ter ances have a more lastin g effect on th e un iverse .

Prereq uisites : Truespeak 6 ran ks, abilit y to sp eak utt er
ances,

Benefit : An extended utt eran ce lasts twice as long as
normal. An utt era nce with a du rat ion of concentratio n or
instan taneous is noraffected by thi s feat.An ex te nded utt er
nnce has nTru espenk DC 5 lugbcr than nor mal.

- Reversed utterance of cltl ritch altnutlott ,

delivered byCor'unnalh to push rivals off
the Shrieking Cliffs

"ellellash thri-tenshale111q11i'joghe,Ietal!"

ENLARGE UTTERANCE
You can project the power of an ut terance to a greater
dis tance.

Prerequ is it es: Truespeak 6 ran ks.ublluy to speak utter
anees .

Be n efit: If the utt erance is successful, }'OU can increase
its range by100%. For most utterances, th is mean s the range
becomes 120 fee r, This feat has no effec t on utterances wi th
a range of touch . An enlarged utterance has a Truespeak DC
5 higher than nor ma l.



A /ogokrrm devil niffers tbe cOlfSe'lU(1fces ofresem'cbi1Jg apt: 11.Ihobas 'Perso1Ja/ Tme 1lame Backiasb

Prerequisites: Truespeak 15 rank s, Tru ename Train ing,
abil ity to speak four ut terances.

Benefit: You learn one t st-level utteran ce from the Lexi
con of the Perfected Map.

Sp eci al: You can take th is feat more than once.

UTTERAN CE FOCUS
You have a par ticu lar utt erance you favor above others. and
your enemies are less able to resis t the power of your words.

Prerequis ite: Ability [Q spea k ut te rances.
Benefit: Add 1 to the Difficu lty c lass fo r all saving throws

agains t a specific uttera nce you know (suc h as rhe ddl·itch
11 tt m(tioll utterance). Th is bene fit also applies to the reverse
of your favored utterance, ifapplicable.

Norma l: The DC to resist your utt erances is usually 10 +
1/ 2 true namer level + Cha modifier.

Special: Youcan gain [h is fearmultiple times. Itseffectdo not
stack. Each time yOll take rhe fear. it applies to a new utt erance.

-Utterance of shield of the lo ndsCllpe,
delivered by Caprain Rhee-lavna before her

soldiers seized Kranatt Pass

"Oveshalla11 11 !I1"11adacl1 trro-mellI I(11 fa'shebbor!"

UTTERANCE OF THE
PERFECTED MAP

Th e power of the Truespeech can alter the state of reality
itse lf. Reach ing reward this great powe r, y Oll have mastered
un utterance from [he Lexicon of the Perfected Map.

UTTERANCE OF THE CRAFTED TOOL
As you srrive for ever more mastery of 'Truespeec h. you gain
more power over rhe un iverse aro u nd you. You can now use
the power ofTruespeech to affect objec ts.

Prerequisites: Truespeak 12 ran ks,Truenam e Training,
abil ity to spea k th ree utterances.

Benefit : You learn one Ist-level utt erance from the lexi
con of the Cra fted Tool.

Spe ci al: You can rake this fear more rhan once.

UTTERANCE OF THE
EVOLVTNG MIND

Your furt her master y of Truespeech allows you to \..... ield its
powe r more effec tively against creatures.

Prerequisites: True speak 9 ranks, ability to speak fWD

ut terances.
Benefit : You learn one and-level ut terance from the

Lexicon of the Evolving Mi nd.
Sp ecial: You can take th is feat more than once .



Q UICKEN UTTERANCE
You can spea k an utt erance withjus t a moment's th ough r.

Pr er equ isit es : Tru espeak 12 ran ks, abiliry to speak
utterances.

Benefi t: Speaking a quickened urrernnce is a sw ift action .
You can perform ano ther actio n, even speaking anothe r
utt erance, in th e same round as you spea k a qui ckened
utt erance. A qu icken ed utt erance has a Tr uespeak DC 20
higher th an normal.

"Fyurach-t re f1sellete'o JJ I-loaHraotho!"

rarily; you spea k your personal rruename and add it litt le
"extra,"

All reci tations are full- round actions rhar provoke anacke
of opportunity. They requi re Tru espeak checks because
you must correc tly spea k you r own person al truename .The
DC for the Truespeak chec k is 15 + (2 Xyour HD) + 2, once
you increase [he DC by 2 for speaki ng a personal truename.
Because it's your own person al truename. y Oll get a +4 com
petence bonus on your Tr uespea k check.

To learn a recitation, you must take the appropria te fear.
Truenamers gain a bon us recit ation rear at 8th level and-again
ar 15th level.

Recitation tJf Afediltlti'iJ f St"lt: " lIvuts (l truenamer II) ignore the 1llTlmmid fe.II· au,."

RECITATION OF THE
FORTIFIED STATE

This reci tation allows you to stand unyielding against the
blows of your ene mies.

Prerequisites: Trues pea k 9 ranks, abilit y to spea k utt er
ances, must know your ow n personal truen ame.

Benefit: You gain a natural ar mor bonu s equal to one-third
your rruen amer level.Th e bonus lasts at least until the begin
ning of your next tu rn , and you can extend it for 1 round
by taki ng the total defen se action . You can continue tak ing
the total defense action, and gaining the bonu s, for lip to 1

min ut e, after wh ich time the effects of the recitation fade
unless you repeat the reciratlon.

- Utterance of i"caru"tio" of ""gels, wh ich
Glanaghria of the Eye

had tattooed on herself in a failed attempt
to make its effects permanent

Recitations are special feats that allow you to affect yourself
with the powe r of tr uena mes. You mu st know your own
personal rruenarne to lise th ese feats, anti you're aware th at
it uniquely identifies and defines you. By repeating your
own rruenam e with a particular in fl ection. youcan redefine
yourself in some way,

M ost recitatio ns re move har mful
cha nges coyou; in a sense you're
remind ing th e universe of
hoc... you're "supposed"
10 be. A few aug
me nt yo u
tempo-



RECITATION OF MEDITATIVE STATE
Th is recitation gives you an u npara lleled sense of serene
calm.

Prer equ isites : Truespeak 9 ranks, abilit y to speak utte r
ances, mu st know your ow n personal rru ename.

Benefit: Successfully maki ng the recitation dispels any
fear, rage, despair, or othe r emo tio n-based effec ts on you.
If you're frightened or panicked, this recitation won't help
you because you won't be able to take the full-round action
required to make the recital ion. Bur ifyou're merely shaken,
you ca n ret urn to an un afra id s tate.

"Rccloko'pO il1l'CI IC/( ko'c il aricofwllI"

- Utrerance of IlI ySti C ral1lpo rl, a debased
form of which became a rallying cry for [he

\Vintervein dwarf clan

RECITATION OF MINDFUL STATE
This reci tati on narrows and focuses >'ollr perception so you
can concentrate on a delicate task at hand .

Prerequisites: Truespeak 6 ranks. ab ili ty to speak utter
ance s, mu st k now your own persona l u-uename.

Benefit: You gain a compete nce bonus eq ual to one- third
your truena rner level on your next skill chec k using one of
the followi ng skil ls: Craft, Disable Device, Forgery, Open
Lock, or Sleight of Hnud.

RECITATION OF THE
SANGUINE STATE

Th is reci tation pu rges all poison s from your body.
Prerequisites: Truespeak 9 ranks, abili ty to speak utter

ances, mu st know your ow n personal rruename.
Benefit: If you succeed on your Truespeak check, you r

body is purged ofall poisons, 35 ifa IUll frlll i!l' J1oj~oll spe ll had
been cast on you.

RECITATION OF VITAL STATE
Th is recitation frees your body of di sease an d sickness.

Prerequisites: True speak 6 ranks, ability to spe ak utt er
an ces, must know your own persona l tru ename.

Benefit: You are rendered free of di sease, whether th e
sicknes s has an ord inary or a supern atu ral origin . Both fictive
and incubating di seases arc affected .

UTTERANCES
An utterance is a combinat ion of wo rds in Truespeech th at
desc r ibe a creature , place, or objec t to be affected and the
desired effect (such :IS "co ntrol speed" or "wreathe in fire").
B}' purring these true-nam es together in exacting fash ion ,you
create <1 r ud ime ntary sente nce in the true languag e of the
un ivers e-c-an ut terance. As a truenamer, you do no t kn ow
the rruename lor ever}' creat ure and object in th e world,bur
y OLi con describe them in the language ofTrues pee ch. To do
so is to speak an utt er ance. When you speak an uttera nce
prope rly, reality reshapes itself to conform to th e po wer of
your word s.

You learn ut terances as you progress in level, starting w ith
the simples t crearure-oricn red utte rances and progressing
to more powerful and more d iverse utterances. U tt erances
are divided in to t hree lexicons, or groups of related word s.
As a truen amer, }'OU learn many words in the True-speech
but only a few practiced phrases th at you can turn in to tru e
utter ances th at carry th e full power ofTruespeech- and that
pm...'er can change reality itself Utte rances can be described
as follows.

SPEAKING AN UTTERAN CE
To spea k an utt erance, you must speak in a cle~e as
loud as a spel lcasrcr. Each utt erance is a spe ll-like ability
th at requires n successful Truespeak check. But because
rhe language of truenam es req uires suc h precis ion of
pronunciation and timing, an utt erance takes a standard
acti on (Q perfo rm and provokes at tack s of oppor tu ni ty fro m
thr earening en em ies.

Ut teran ces are spe ll-like abilities wi th verbal components
(unh ke c rber spe ll-Hke abilities. which have no componen ts)
rhat requ ire a successful Tr uespeak check; the DC for the
chec k is equa l IO 15 + (2 X target creature's CR). Your-effective
caster level for you r utt erances is equal to your truenam er
level.

UTTER DEFENSIVELY
If you're worried about mrncks ofoppo rt u niry,you can "utrer
defensively" by accept ing a - 5 pen alty on you r Truespeak
check for each foe who could hit you. In exchange, the ut ter
ance 110 longer pro vokes attacks of opport un ity.

SPELL RESISTANCE
Spel l resistance app lies to your utt era nces , 50 you mu st suc
cee d on a caster level check to overc ome the spell resi stance
of cre atu res you speak uttera nces on . Because your utterances
are spell-like abili ties, the Spell Penetration and Greater Spell
Penetration feats make those caster level checks easier.just
as th ey do for spellcas ters. \~hen y Oll de liver an utteran ce, it
ha s an effective cnsrer level equ al to your tr uenamer level. In
addition, wh en spea king an utt erance, you can voluntar ily
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THE LAW OF SEQUENCE
All utterances obey [he Law of Seque nce. I f you speak an
utterance with an ongo ing duration, you can't speak th at
utterance again un ti l the duration of that utt er ance en ds.
It's okay ro use a di fferent utt erance while th e first is still

THE-LAW-OF RESISTANCE
The first time you speak a particular utterance, you ca lcu late
the DC as described under Speaking a Tr uename on page
232. However, the universe tends to resist being manipula ted
with Truespeck repeatedly in a short period of time, so eac h
time you successfully speak the same utterance in a day, th e
DC ofyour Truespeak check for th at utt erance inc reases by
2. If you fail a Truespeak check, however, the DC does not
increase on your next attempt of th at ut terance.

EFFECTIVE SPELL LEVEL
The effec tive level of an utt erance is equal to its utte ran ce
level for th e purpose of Conc entra t ion chec ks, as well as
interactions w ith other spells and abil ities, such as globe of
itTl 'ldl1c mhHi ty. However, you can increase th e effec tive spell
level ofan utter ance by increasing the DC of your Truesp eak
check. For every spell leve1 you increase [he ut tera nce by,
increase rhe DC of vou r Truespeuk check by 4.

RANGE
Unless otherwise specified, u tterances work <i t a range of
60 feel.

THE LAWS
All ut terances obey a pair of important un iver sal laws tha t
govern Tru espeech. In fact, one of these laws-the Law of
Resistance-c-Is so per vasive th at even uses of Truespe ech
not involved in speak ing utt eran ces mu st frequently obey
it Many Truespeak-based abilities in th is chapter, espec ially
some prestige class abilities. follo w the stric tures of th is
law,

D URATIO N
Utterances have short durations. Your lise of truenames reor

ders the universe as you di rect , to be su re, but the universe
quickly rees tablishes some sem blance of rhe status quo.

When you de live r an utt erance, you're rem aking reality
itself. Whether the"default reality"returns quickly or slowly,
it does so at its own pace. O nce you've delivered an utter ance,_ _
it will run its fu ll course; utt era nces aren't d ism issable.

For utterances th ai use th e Lexicon of th e Per fect ed
M ap, you must be able to see the cen ter of the area you're
rrue naming. You can't t rue name a du ngeon ch amber th at 's

on th e other side of a closed door, bu t you can rruenarne the
room once you open the door. even if you can't see [he entire
room from the outside.

THE UN IVERSE KEEPS TRACK OF YOU
When yon delive r an utterance, you're dealing w ith rhe
cosmos itself and reshaping real ity. If a target changes its
creatu re type w ith a spell such as Jlolymorph, its perso nal
truename doesn't cha nge.although the t ruen nme you wou ld
use in a less specific utterance might. Shapa l1auge,w ild shape,
di sgu ise, n.'SIlrJw fioll, reincarnation-none of these change a
personal truena rne. O nly th e ritual of rena ming (descr ibed
in th e Tru en ame Spells sec tion of th is chapter) ca n change
a personal Hu ename.

THE UNIVERSE HEARS JUST FINE
Because no crea ture needs to hear you speak t he truenam e,
a silellce spell won't automatic ally stop you r utterances. It is
more di fficult to speak a tru en ame prop erly when you don't
have the feedback of hear ing your ow n voice. You have a 20%
ch ance ofa give n utterance failing whe n you del iver it from
withi n [he area of a silence spell , no matt er how hig h your
Tru espeak check result.

TARGET
\'(' ith the exception of lItterances that use th e Lexicon of
th e Perfect ed Map, all uttera nces target a single crea tu re or
object. Because th e language of tru enames is both exacting
and spec ific, the same tr uen ame doesn'r ne cessar ily apply
to all four orcs cha rging at you. You must be able to see your
ta rge t (o r at least perceive it in some other way that gets you
as much information as sight). But your target doesn't need
to he ar the truename. You are n't spea king to the target, after
all. You're using tru enames to speak to the cosmos abou t
th e target.

increase the DC of a Truespeak check by 5 to aut om atically
overcome a targe t's spell resistance.

PERSONAL TRUENAME-
Creatures w ith an Int ell igence score of Sor higher have per
sona l truenam es, whi ch you can discover through resea rch
(described in Truename Research, page 196). Personal true
nam es are more complex than more ge neral truenarnes,
bur kn owing one gives you an advantage when facing th at
cr eatu re. If you know a creatu re's person al truename, the save
DC ofyour utterances used agains t that cr eature increase by
2, and you gain a +2 bonus on cas ter level checks to overcome
th at creature's spell resis tance with your utt erances. Speak
ing :1 per sonal truen ame is more difficu lt , however, and
th e DC of a Truespeak chec k that incorp orates a person al
truennm e increases by 2.

All truenamers learn thei r own personal rruenames as pan
oftheir education. You have an instinctive un derstanding of
your ow n personal truen ame and a sense of how ir sho uld
be pronounced. But it's not autom aric, even for }'ou. You

gain a +4 ci rcums tance bonus Oil Truespeak checks to affect
you rself with truena me magic.
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active, however. It's a lso okay to use a higher-level vers ion of
an utterance while a lower-level version is active, or vice versa,
because these cons riru re different u ttera nces.Th e reverse of
an utterance is treated as the same utteran ce for the purpo se
ofthe law of Sequence.

For example! you could speak a znd-level lesser lVord of
tlllrtllring utter ance on one ally, th en targer an other all}' with
a Isr-level miuor IVord ofnurt uring ut terance. But you cou ld not
use the 2nd-level lesser won!ofIl urtl/ r ing utt erance on an <I lly,
and wh ile it was still in effect, target an ally with th e same
uttera nce or anenem y with the reverse of that ut terance.

because [hey have more of an impac t on the un iverse. Item s
and places are more static, and therefore requ ire more precise
lang uage. Mo re information on each lexicon can be fou nd
later in thiss"ection .-

The level entry for each utt erance describes the level of the
utterance (not the level that the rr uenarner gains access to
the utterance). See Table 3-2: The Truena mer and Table 3-3:
J...Iaximum Utteran ce l evel Known for details on the levels at
whic h a tr uenam er gains access to h igher-level ut terances.

LEXICON OF THE

1ST-LEVEL UTTERANCES
Defe nsive Edge: Gram ally +l AC, or an enemy -1 AC.
Inertia Surge: Gran t creatu re freedom from res tricting

effec rs. or root an enemy to the gro und and preve nt [I

from moving.
Knight's Puissance:Ally gains +2on attack rolls ,or enemy

gains - 2 on attack rolls.
Universal Aptitude: Subject gains +5 on sk ill checks for 5

rounds, or enemy gains - 5 on skill checks for 5 rounds.
Word of Nurturing, M inor: Give ally fast healing 1, or

deal Id6 dam age each rou nd for 2 rounds.

Utt erances from the Lexicon of the Evolving Mind form
the bul k of a rru enarn er's knowledge. The se po renr ph rases
in the lang uage ofTruespeech enab le you [Q persu ade th e
universe to change with respec t to a sing le creat ure. Witholll
except ion, each of these utt erances shares the following
character istics.

Th ese u tte rances can target only a sing le creature, u nless
you are of high eno ugh level to h ave the truenamer 's speak
unto the masses class feature.

Each uttera nce fro m th is lexicon. end thi s lexicon alone,
can be spoken in reverse. When you learn a new Utterance,
you effect ively learn two unique, but related, ways-to -al ter
the world . Each ent ry in this lexicon features read-aloud and
descri ptive tex t for the no rma l version of [he utteran ce and

- its reverse. The du ration and saving throw requ ire rnen t for
the normal way to sp eak an ut terance might d iffer from its
rever se, whic h will be calle d out in the utteran ce's stat istics
at th e top of the en try .

2ND-LEVEL UTTERANCES
Archer's Eye: Give ally ability to ignore concea lme nt with

ranged att acks, or protect ally from project iles.
Hidden Tr uth: Gra m creat ure- +10 bon us on a Knowledg e

check, or a +10 bonus on a Bluff check.
Perceive the Unseen: Give creature the benefit of the

Blind+Fight feat, or grant a creature concealment.
silent Caster: Ally gains benefit of Silent Spell feat, or

creatu re is silenced.

Utterances fall into th ree distinct categories ,called lexicons.
Each lexicon con sists of acollection of ...vords thar deals with
crea tures, items, or places.

Th e l exicon of the Evolving Mind, the cornerstone of a
iruenam er's power, allows h im to alter creat ure s he encoun
ters in substantial ways.The lexicon of the Crafted Tool does
the same for item s, and th e Lexicon of the Perfected Map
allows a truenamer [Q im pact place s he en counters.

The latt er two lexico ns are more difficult to learn , so
a truen amer never learns as many utteran ces from those
lexicons as he doe s from the Lexicon of the Evolving Mind.
Tru enamers aren't enti rely sure why this is, but one theory
holds that Truespeech takes more na turally to creatures

DISPELLING
To dispel an ongoin g utte rance, you must successfu lly
speak the same utterance on the same target as th e original
utterance. Ifyour Tru espeak check re sult is higher th an the
original tru enaruer's chec k resul t, th e ut ter an ce is dispelled
as if irs duration had expired. In cases where [he Tru espeak
check for the or iginal utterance is unk nown, assume that it's
11 + the truen amer's Truespeak bonus.

CO UNTERSPEAKING AND
DISPELLING

Utte rance effects with ongoing dura tion s can be dispelled
normally using dispel magic. They can also be countered by
cou nterspeaking>wh ich work s sim ilarly to counter ing a
spell.

COUNTERSPEAKING
To couuterspeek an utterance, you mu st select an opponenr
as the targe t of the cou nterspeaking and ready an action
to counterspeak. \Xlhen your oppo nent begins to speak an
ut terance, you can att empt a Tru esp eak check (DC equal to

the DC of the utterance bein g spoken) to ident ify it. If you
also know the utt erance, you can th en att emp t a second
Truespeak check in an effort to counte r the utterance. If your
check result is high er tha n your opponent's, you negate the
utterance with no other results.
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E ss ence of Lifespark: Remove one negative level from
creatu re, or one enemy gains one negative level.

Pre ter natural Cl arit y: Give an ally a +5 flouring bon us for
au acks. saves, or checks, or make an enemy confus ed.

Seek t h e Sky, Greater: Give crea ture fly speed of l 20

feet (perfect), or cause a Hying creature 10 fall and take
damage.

Sen so ry Focus: Creatur e gains bli ndsigh t, or creature is
blinded and deafened.

W ard of Pe ace: Ally cannot be attacked, or temporarily
banish target to extrad imeusional pocketr-- -

Word ofN u r t u r in g, Critical : Give ally fas t healing 15, or
deal ads dam age each rou nd for 2 rounds.

Nor m al : Yo ur ut rcmucc allows your large! to move 11H fcl.:ly
tf ll'Ol~g11 lIlt'cro wded I l attl f.~dd , strikingM Id dar/illgaway bl'fol"c
atlMks mil be reri}lro((l h~d . Il1lages of the target in actiofl pfnis/
[O f' rl f!1-V st'nHlih afler flu ftlrget hilSgone,

Reverse : A spel/Cl1s ter y OIl tl1rget gafm tlr e aL11lity 10 cast a spell
Il ll i cJ~ l )' wlli!£' moving.

Th e target gains th e use of the Spr ing Arrack feat, even i f he
does nor meet the prerequisites, As th e target moves, he leaves
a ghostly, translucent "snapshot"ofhimself in each square he
travels through; the im ages disappear after a second or so,

6TH-LEVEL UTTERANCES
Br eath of Recovery : Rem ove cond itions from an ally, or

paralyze an enemy,
Ether Reforged : Creature gains t he benefit of defen ses 

against incorporeal foes and can affec t th em norm ally, or- 
creature can become et hereal.

Knight's Puissance )Greater : Ally gain s +5 on attack and
damage rolls, or enemy gains - 5 on att ack and damage
rolls.

Mystic Rampar t : Ally gains DR 5/- and +5 on saves, or

enemy incur s -5 AC and saves,
Si ng u lar M i n d: Free subject from enchantm ents, curses

and possession, or dom inate on e creature.
\X'or d o f Nu r t u r i n g , Greater: Give ally fast heali ng 20, or

deal rode d amage each round for 2 roun ds.

ACCELERATED ATTACK
Level: 3
Dur ation : 1 round
Saving Throw: No ne

4TH-LEVEL UTTERANCES
Breath of Cleansi n g: Allow ally second save agains t ongo

ing effec t, o r nauseate an enemy.
Cast er Le ns: Increase ally's caster level by 2, or reduce

ene my's cas ter level by 2,

Co n fo u n d ing Resistance: Cranr ally abi lity to avoid par~

rially harmfu l effects, or rem ove evas ion from an enemy.
M ag ic Con t ract ion : Ally gains spell resista nce, or gran t a

creature benefit of Em power Spell fear.
M orale Bo o st : Remove fear from a creature, or frighten

an enemy,
Spell Rebir th: Restore a dispelled or dismissed spell, or

d ispel one spell.
Word of Bolster ing: Cure ld6 points of ability damage

or drain to one abili ty score, or cause - ld6 penalt y to one
enemy's Srr. Dex, or Can.

Word of Nu rtu ring, Potent : Give al ly fast heal ing! 0, or
deal 6d6 damage each round for 2 rou nds.

Speed of the Zephy r: Subject's speed increases by 20 feet
and he can run up walls, or reduce foe's speed by to feet.

St r i k e of M ig ht: Target 's nex t \....{'upon damage roll deals
+10 da mage, or target's next weapondamage roll deals - 5
da mage (m in im um 0).

Tem p o r a l Tw ist : Ally gains one free att ack, or enemy is
dazed for 1 roun d.

Word of Nu r turing}Lesser : Give ally fast heali ng 3, or
deal 2d6 damage each round for 2 rounds.

3RD-LEVEL UTTERANCES
Accelerated Attack: Give an ally Spring Att ack feat, or

allow ally to move wh ile cas ting a spell.
En ergy Negation: Grant an ally resistance 10to one energy

rypc, or deal en ergy damage to a foe.
Incarnation of Angels: Creature gains the celestial tem

plate, or creat ure gains t he fiendish template.
Seek the Sky : Give creat ure abili ty to fiy, or force a flying

creature gradually to the ground.
Sp eed of the Zephyr, Greater : Give ally benefit of ITaS k

spell, or ene my suffers from the effect of a slDw spelL
Temporal Sp ira l : Targe t gains on e extra move actio n, or

enemy is dazed for 3 rounds.
Vi s ion Sharpened : Subject gain s benefit of see invisibility,

or subject become s invisible,
Word of Nu rturing, Moder ate : Give ally fast healing 5,

or deal ads damage each rou nd for 2 rounds.

5TH-LEVEL UTTERANCES
Eld rit ch At t raction : Move a creature 40 feet closer to you,

or 40 feet farther away from you.
En ergy Negation, Greater: Ally gains immu nity to one

energy type, or give ally an energy sh ield t hat damages
atta ckers,

The target ca n make a special Con cent ration check (DC 20 +
spell level) when casting a spell.Ifthe check succeeds, he can
C1St th e spell and move up to his speed as a sing le standard
action, (The target can't use t his ability to cast a spell that rakes
longer than 1 stan dard act ion to casr.) If the ch eck fails, the
target loses the spe ll. just as if he had failed a Concentration
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chec k to cast the spell defe nsively.As wi th the stan dard ver
sion of the utte rance, the target leaves Illusory after images
behind h im that fade afte r a second or ~WO.

Th e target still provokes attack s of opportun ity for casting
spells from any creatures that th reatened him at any point of
h is movement. He can cast defen sively whi le under the effect
of this utt erance , but doing so increases the Concenrrarion
DC ro 25 +spe ll level.

_ ARCHER'S EYE
Level: 2
Duration: 5 roun ds
Saving Throw: None

Normal: Witll ii fC ll' Il'oras of Tm cspccrh, yOll alloH! YOllr llll'gt'f

to str iJu Inlt" wit ll her ra llgcd ll tl llCb .

Your target's ranged attac ks ig nore pena lt ies for concea lmen t
- - because her aim sharpens to focus on th e un concealed par ts

of her foe.

Reverse: Your Ilttr rl1llCt' wards11/ l ll//Y[ rom 11111"111, pl'Cl'cnti llg the
a rrowsofyour f/ll.' mirsf romfinding their l11f1 rk.

Th is utterance duplicates the effect ofa protectioll froll! arYiJH!S
spe ll (P H 266) for the target ; projectiles fall out of rhe air
sudden ly rather th an str iking her..

BREATH OF CLEANSING
Level: 4

Duration: 1 round
Saving Th row : None (no rmal) or For tit ude negates

(reverse)

Th e reversed tit leranee fill syou r target with caustic, toxic air.
The target of this utterance must make a successful Fortitude
save or be na useated (DMC 30 1).

BREATH OF RECOVERY
Level: 6

Duration : In stantaneous (normal) or 1 round (reverse)
Saving Throw: None (normal) or Fortit ude negates (reverse)

No r m a l: Yl111 srea l;: awordofpurit)' in Ille l!lllgllageOf Tl"l /cspeccll,
vemiII di fIg the 1/II il't't"SCof lltt lilly's " 11tUral state. Tlteally brealIJ es
agoillcll mi5t {HId is restored.

Th is ut te rance, mo re powerfu l than clea11sing lll"l?ath, irnme

diarelv ends any and all of th e following adverse conditions
affecting th e target: abili ty damage, blinded I co nfused,
dazed, dazzled, deafened , diseased, exhausted, fatigued,
feebleminded, insanity, nauseated, sickened, stunned, and
po isoned . Th e rarget exhales a shimmering , golden puff of
breath as the adverse condit ions di sap pea r.

Reverse: \XlHIt this nttcmure, YOllr wordsof power rolfoverYO llr
tl1rgel 'sbotly, Il'l1idl stiHcllSinto rigidity.

A reversed hrt'l1 tllofrL'covery utterance freeze s the life-energy
of the target , rendering action imposs ible. The target must
make a successfu l Fortitude save or be paralyzed (DMG 301),
emi tt ing wisps of black smoke until the effeer ends.

CASTER LENS
Le ve l: 4

Du ration: 3 rounds
Saving Th row: Non e

>.
1
c., Normal: W'ith a word, magicnl breath ya5ses from your 1I10llth

10 another ercatrtre aff1ictcd lvi/II hannflll ,nagie, gralllil1g !Iinl
anotl! crchaHce to resist.

Normal: Your uftenmcecreatcs a/T il1t~lng iMc lellS Ililll improves
YO llr target's potency/l ll d ilI'titlHlc with magic.

Your target 's caster level or man ifesrer level increases by 2

for the dur ation of this utterance due to a nearl y transparent ,
intang ible vertical d isk thar appears in fron t ofher,Each spell
she casts becomes stronger as it passes through th e lens. Thi s
ut terance does not affect spells per day or spell s kn own . If
the target has multiple spellcas ti ng or manifesti ng classes ,
rhe bonus applies to all of them.

You r target 's caster level or manifester level decreases by 2

for th e dura tion of thi s utterance due to an intang ible, nearly
transpare nt pr ism [hat floats in front oEit and dissipates some
of its spe ll ene rgy. This utterance does not affeer spells pe r
day or spells known. If the target has multiple spellcasrtng or
manifesti ng classes, the pen alty applies to all of them.

R everse : Tla' reverseof tlJis llHeml1 re impetlt's the fiow ofmagical
wag)' tfl rlluglJ yourellemy, inhibiting its n.bility to cast spells.

Your utterance fills your target with a breath ofl iving magic,
gr an ting h im the ability to make a seco nd attempt to SJ"e
agains t an ongo ing spell, spell-like abili ty, or supernatu ral

abili ty. Th is save is made at th e same DC. If th e subject suc
ceeds on the saving throw on the seco nd attempt, [he effect
ends immedia tely. Breath of c1eamingnever res tores h it points
or abili ty score dam age,bur ir does el im inate an y conditions,
such as sha ken, fatigued, or nauseated, th at were caused by
rhe spell , spell-like ahili ry, or supernatu ral abi lity. The 1>,.,,,111
ofd eMIsing is magical and thus affec ts even crea tu res that
don 't ord inarily breathe.

Reverse: Thisgurgling tl"lordsounds lihc burblingsCI-mgl',evo1<i lrg
Icdil1gsof illness in your target.e

"

;

"



A reversed bn~allJ of recovery «nerence can g OP an em."m)' ill iii tracks

CONFOUNDING RESISTANCE
Level : 4
Duration: 5 rou nds
Saving Throw : None

Normal: Your target bt'CO /fl fS moremobile, il"' e toclltlrdy tWOill

eJfcets t!lallt/ ight otherwise havesomedirecom c'l"CJlCt'.

You grant your target the abil ity to avoid harmful effects .
If the target makes a successful save against an att ack that
normally would have 3 lesser effect on asuccessful save (such
as a Reflex save against a breath weapon for half damage or
;1 spell wi th :1 saving thr ow en try of wnt ha lf or For titude
par tial). he instead negates the effect. An unconscious or

" - - sl eeping target does not gain the benefit of this ability.

Rev er se: Your ultcmnrc stripsYOllr target of its ability to cmlle
har m.

You mak e yotlr target mo re vu lnerable to ha rmful effects. If
you r target has improvedevasion, you reduce its effec tiveness
ro evasio n. Ifyour target does nor have improved evasion, but
has evasion, you suppress the ability. If your rargei has neith er
improved evasion nor evasion, it rakes a-2 pe nalty on saving
th rows for the du ration of th e utterance.

DEFENSIVE EDGE
Leve l: 1
Duratio n : 5 rounds

Saving Throw: None

Normal: YOII gmnt L1 g rell tc r ll lt'l1re tlCSS offilesi ll 11ll' tl rt' tl , inrrrus
ing IHI 11IIy's11bililr to prated lursdf

Your target pe r iodically receives gl impses of fut ure blows
struc k by enemies, g ivin g her the chan ce to get out of the
way or interp ose a sh ield. Thi s urremn ce grants your targe...-- - -'
a +1 bonus to Armor Class.

Reve rse: Your direwhispers ~ffr info)'ol/rfoe's mind, llisru!,fing
itsall ,"t)'!o Ilcfcl1d itself_

The reversed form of the utteran ce also provides pr em oni
tion s of future anacks and t he paths of fut ure blows-but
those premon irionsare rnisleading c r false. Your rarger rakes_ _
a - 1 pen alry to Armor Class.

ELDRITCH ATTRACTION
Level : 5
Dura t ion : Insta nt aneou s
Saving Th r ow: \xrill negates
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Normal: The murcrse responds to yOH r H!o nls hy forc ing your
target rlcscr to yoII , ]Jllll t'd fl1l'xorably byIl sapphi re w rd.

You move yourtarget toward you up to 40 feet along an inran
gible blue tether that connects the two of you. Youcan 't move
the target in to a space tha t is occ upied by <I n ally, all enemy.
or <1 solid object. You can draw a flying creatur e closer to you.
but you canno t make a creature on the gro und fly.

Th e Tr uespeak DC of [his utt era nce increases by 2 for
every size category th e targe t is larger dun M ed ium.

This movement provokes att ack s of oppo rtu nir y,

Rever se: Your target is rcpcHedl forced clL-vay by yO lf!' CO m /l lllllli

ofTl'lIespeedl.

A nimbus of silvery power surrounds your target , absorbing
a specific en erg y type and h ampe ring it from reach ing the
target . This utterance gra n ts yo ur ta rge t re si stance 10 to o ne

type of energy (acid.cold , elec tr icity, fire, or sonic).

Reverse: TIlefleshalitl s '~ j ll of all ell t~HlY areimbued [viti}energy,
((J llS illg i l grcat }lain allti discomfort.

\\7hen yOll spea k the reverse of thi s ut teran ce, you imbue
your target's skin with energy : acid, cold, electrtctr y, or fire.
The subject appears to be surr ounded with a n imbu s of th e
selec ted ene rgy type . and takes 2d6 points of damage from
the utterance each rou nd.

Reverse : YOIl wrealhe jo ur alfy i l l energy HWI l as ht:' .~ 0 1/1 n! those
who s1rilu lum in bo tlIe.

A nimbus of golden power surrou nds your target, gra nting
him im mu nity to one typ e of en ergy.

Normal: Your l~ ftem nct" nmdersycnr tm'get i l11J'eYviolfS toharm
frolll onc typeoreuergj,

ENERGY NEGATrON, GREATER
Leve l: 5
Durat ion: 5 rou nds
Saving Th row: None

B;· rMJersing fll/ eidri tcb nttrnction «uereace, K het flr;1/ gi'Ves " hill giant a terrihle surprise

i

ENERGY NEGATrON
Level : 3
Durat ion : 5 rounds
Sav ing Throw : None

No rmal: TIle air cl'Cl chles with your Ulon {s IlS yOH pro1ect
yoIII' tl1rgd frolt! o lergy.

You mo ve you r target away from you up to 40 feet with an
al most flu id torrent of in tang ible energy. You can't move
th e target into a space tha t is occupied by an ally, an ene my,

__or a solid object . You can push an airbo rne tlying creature
away from you, but you cannot make a creature on the
grou nd fly.

The DC of this ut terance increases by 2 for every size
category the target is larger than Medium .

This movement provokes attacks of opport unity.

,,



Th is utterance wreathes your target in a type of energy
cho sen by you when you speak this ut terance (acid, cold,
elecrrtciry, or fire).Th is ene rgy causes damage to each crea
ture that makes a successful melee artackagainsi the subject
of th e utterance.

Any creature th at damages the subject wit h its bod}' or a
handheld weapon deals normal damage, but at th e same tim e,
th e attacker takes 20' points of energy damage. Creat ures
wielding weapons with exceptional reach,such as Iongspears,
are not subject to th is damage if they arrack the subject.

ESSENCE OF LlFESPARK
Level : 5

Jio;.,;;....."D u rati on : Insta ntaneous
Saving Throw: None

Normal: \'(filil SOOI/-l i llg IVo nis: YOll revitalize all all)' and restore
some of /-lis lost t!itnIity. TheIl egatfvcleve/. l1-wt ttJ:n feted Itj 111 spimIs

- upward,{tlllil'lg l15 it n scs.

This utterance dispels one negat ive level and restores one
experience level to a creatu re who lUIS had a level d rain ed.
As you dispel the negative level, a shadowy form detaches
frorn your target and drifts upward before dissipati ng into
noth ingness. The drained level is restored only if the rime
since the crearure lost the level is equal to or less than one
day per truenamer level.

Reverse: YO ll instruct ,It t' HIlivcr5C to;~l~OI1lC of thelife forct'of
a target c n'a t urt~.

You litter a dark word of power th at suppresses th e life force
ofa creature. A shadowy version of your target appears a few
feet awaYI then rus hes inward, incorporating itself into your
target's body. The target gains one negativ e level, giving it a
- 1 penalty on arrack rolls, saving throws, skill chec ks, abil
ity checks, and effect ive level (for det ermi n ing the power,
du ration, DC, and other derails of spells or special abili ties).
Additionally, a spellcasrer loses one spell or spell slot from
her high est available level. Negative levels stack.

ETHER REFORGED
Level: 6
Du rat ion : Instant aneous
Sav ing Th row: No

Normal: \Vilh IIlis 1Il temllcc, crcatllres of the ethert'Ll / world
bcccurens so fiti l iS lltc earth to one (If}'o ll r a/lies.

You enab le you r target to gain full benefit from irs armor,
weapons, spells, and abilities against both corporeal and
in corporeal creatu res. Your target looks no diff eren t to

corporeal observe rs on the Material Plane, but incorporeal
observers and creatures on the Ethe real Plane see her glow

slightly and in sharp relief uncommon to creatures and items
on the Ethereal Plane .

Reve rs e: One ofyour allies slips illto tile spl1 ce hettVeen JlIorlds
,1I1d leal-'SOllto 1/11" Eflw rCil I plalle.

This reversed utt era nce renders the target ethereal, as the
fl lI"r,a! jaunt spe ll (PH 227).

HJDDEN TRUTH
Level : 2

Du r at ion : Instantan eous (nor mal) or 1 round (reverse)
Saving Throw: None

No rma l: Your \\lords allolv YO llr target to tall into 11 reserve of
'wowledge.

You grant the target a+10 bonus on a single Knowledge check
and enable her to lise the skill, even if unt rained. If the target- 
bas bcrdic knowledge . lore , or 1.1 similar class feature, th is
bonus can apply to that chec k instead.

Rever se: Yo ur targe t's tVor.!s ring true t llill'l'~ s to this utter
a lICe-ellenif OI Cl' actua llyarcnet.

Your target gain s a +10 bonu s on a single Bluff check mad e
before the duration of th e utterance expires.

INCARNATION OF ANGELS
Level : 3
Duration: 5 rounds
Saving Th row: None

N or mal: Yow-words re(lch the rcalmsofhcave'll111 d investYO llr
targef with S0 111 eof their silvergmct'!l lTd go/de ll might.

The rargergains the celest ial creature template (.I\..(A131). He r
skin takes on a silvery sheen and a golden aura surrounds
her. The smite ability grant ed by the template is usable by
the target on ly once per day, no matter how many times she
might be (he subjec t of th is utterance.

Reverse: \Xlit/ I tilercvc rSt' of thislIftcrllllcc, you ill5tma delve into
tile depthsofhell togmut your largr.l the(Illwing ana strcngtf1of
fiends.

The targe t gains the fiend ish creature template (MAf 107)t
complete with redd ish skin and small horns on her forehead.
The sm ite ability granted by the templa te is usable by th e
target on ly once pe r day, no matter how many t imes she
mighr be th e subjec t of th is utterance.

J,



Norm al: 'Vith this ufterallce of protcctinn, you JJ1l1/W
)'0 111" targct .wi/ielltagaimt Ilhlgira l effects.

Your target takes a -5 bonus on att ack
rolls and damage rolls, as its attacks

are nudged forcefu lly away from their
intended target.

You gram your target th e abilit y to apply the
effect of rhe Empowe r Spe ll feat (PH 93) to any
spell she casts for th e duration of th e ut terance
witho u t increasing the level of th e spell or
specially prepari ng it ahead of time.

MAGIC CONTRACTION
Leve l: 4

Duration: ; rou nds
Saving Throw: None

Reverse : .A str ing of comple,\' syllables allows yOIl to
Cll lJa llCL' the power of 11/1 allis spells fora short time.

Th e target gains spell resistance equal to 11 + your
truenam er level. As a spell fails to overcome the

target 's spell resistance, its visible effect shrt rrks into
noth ingness over the course of a few seconds.

Reve rse: Byreversing thetl'ordsoJthisutterance,you sigJ1 ificnJl lly
reducc your larget's ejJ~Y tlve lle55 hi ba ttle.

N ormal :Tlu blOl.l.Is ofyourtarge tfall marcsurelyaIrel strib.'more
SOlHlt fl)' after yoII spea J~ "l is utterance.

Your targe t receives forceful guidance on each attack.g aini ng
a +5 bonus on attack roll s and damage rolls.

MORALE BOOST
Level: 4
Du r at ion : 5 rounds
Sav ing Throw: No ne (nor mal) or wm negates (rever se)

Inertia Sttrge- can free youfrom
magiCflI impediments

A black tangle of wrigg ling force
tend rils roots your target in place,
ren dering it una ble to move. I t can
rake actions nor mally; it ju st can't
move from the space it cu rren tly
occupies.

Rever se: YOH r words (awe bl ac1t
telltt1Clcstogrow from the groundmd
dlltdJ at tlu It'd o[ your t'1lt' IrIJ', pre
venting i t from moving (Un'where.

Normal: Your words show yo ur allya way to strike- mol'e aall w

raldy.

Normal: Yo ur H_'ords free your tllrgd from 1l1lll'1)' Impedimcnts,
fl llolViJ1g her to slip fro m li ll y ronstmiufs.

INERTIA SURGE
Level: l

Duration: 1 round
Saving Throw: None

KNIGHT'S
PUISSANCE

Level: 1
Duration: 5 rou nds
Saving Throw: None

You grant the target to <let normally
regard less of magica l effects that
impede movemen t as if he
were affected by a Jrcctlo lrl

of1110""''''' /spe ll (PH 233).
Th is effec roccurs automati

ca lly as soo n as the utterance
is spoken and lasts [or 1 rou nd .
Impediments magically part or
othe rw ise move to let you r target

__ pass, th en retu rn to norma] in hi s

wake.

You r target gains a +2 bonus on at tack ro lls as unseen forces
guide-hi s weapon to its target.

Normal : Your uttera ncecnims theheart ofyot/ r hwget,fiHil1g lu I'
with resolution and peace.

Reverse: By speaking tIlt' rWelW ofthisIl l-tenmcc, yOi I il'l1prdenil
enemy'sabili ty tostriRe.

Unseen forces nud ge your target 's blows off course, Your
target takes a -2 penalty on attack roll s.

KNIGHT'S PUISSANCE, GREATER
Level: 6
Duration : 5 rounds
Saving Throw: None

13..

You call upon the courage of your target, st r iking away her
feelings of terro r.Thi s uttera nce [unc tions as [he remove feclr
spell (PH 271). Your rarger can hea r the ca lming murmur of
yourTruesp eech throughout th e utte ranc e's durat ion .

Re verse: YO Hr nrol'ds wolu [ee Hllgs of terror, drellit , [Hul nwe in
YOIlY tl1rgd.

You r target becomes fright ened (DAlG 301)by the susurra nr
True speech being whis pered in its ear.Thefr ighten ing wlu s
pers pe rsis t th roughout th e reversed utte rance's durat ion .



MYSTIC RAMPART
Level: 6
Duratio n : 5 rounds
Saving Th r ow: Non e

of the Blind -Fight feat (PH 89). The target 's perc eptions
auromarically focus on the genera l area of unseen enemies;
[h is doesn't g uaran tee that the targe t finds them, but m akes
it much more likely.

•
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Once duri ng the duration of th is utterance , your target
can choose to use its effecr. This word grants the subject a

Rever s e: Tile reverseof this nt tcmurc COH,ftJlIl1ds your foes, prevent
itlg them fro m pn'C isely IOCll tilig 1111 (Il ly's position.

No r mal: Yo u spea '~ .l l l d sharpen YOH ritlly's ,nind tvtthan aware
Il t' SS of all alat' is 11 Jla ll ll that migllt be.

With [he reverse of perceive theUlIseCII ,you ma ke the target of
th e utt erance mo re difficult to track in battle. Your target 's
enemies find themselves instinctively glandng 'away-froll1
him, even when they know they nee d to be focu sing their
attention there.This effectivelygives the target conce alment
(PH 152).

PRETERNATURAL CLARTTY
l evel: 5
Dur ation: 5 rounds or un til discharged (normal), or 5

rounds (reverse)

Saving Th r ow: None (normal) or wrn negates (reverse)
PERCETVE THE UNSEEN

Level : 2
Du ration : 5 rounds
Sav in g Throw: None

Nor m al : wil l1 a complt'.'\' string of syllllbles. L1tl intLUlgihl e tower
superimposes itselfoveryOHY ally, grmtlyen/lancing /tis ability to
protect l1 in15clf

Nor m al: Your ally gains a sixth sense abon t uAu te IH'llrby
CIH'lf ric s arc.

Wh en y Oll speak this utterance:tl1e r; rget gain s a greate r
sense of where h is enem ies are, gra nti ng him the use

Yougranr your target damage reduction 5/ - <1 lld a +5 bonus
on saving throws as your utteran ce superimposes a ghostly
tower or castle ove r his form . The tower is just b arely vi sible

and doesn't obscure or conce al anyth ing beh ind it.

The reversed utterance superi mposes a crumbling, ruined
tower over your target,which takes a- 5 penalty to Annal" Class

-c-a nd on saving throws for th e uttera nce of the duration.



+5 insigh t bonus on any single attack roll , opposed ability
or sk ill chec k, or saving th row. \Xthe n your target uses the
insight bonus, tho se wit h in 10 feet of her ean hear all echo
of your original utterance, even ifyou're no longer prese nt.
Activat ing the effect is all imm ediate action. The larger can
choose to apply t he bonus after she has rero lled the d20, but
before the Du ngeon Master reveals th e resu lt of the check .

Reverse: At your WI/W Ill/ hf , tIlt' 1II lilienl' tC1'I1pOYI1J"'ily becomes
incom prehensible 1'0 yourIm"gel.

\~'ith th is word, you render a flying creatu re una ble to fly. The
subjec t immediate plummet s dow nward, taking Id 6 point s
of falli ng da mage for every 10 feel it drops, It can make Ju mp
and Tumble checks normally to attempt to lan d softly.

SENSORY FOCUS
level: 5
Du rat io n : 1 round (no rmal) or 3 ro unds (reverse)
Sav i n g T h row: None (normal) or For ti tude nega tes

(reverse)

I

Your reversed utterance echoes in the ears ofyour target and
can be heard as a fain t murmur byanyone with in 10 feet. This

reversed ut terance causes [he la rger to become co nfused)3S

the co"f"' io,, spell (PH 2t 2).

SEEK THE SKY
Le vel: 3

--Du rat ion : 5 rounds

Saving Throw: None

Nor mal: Gravity liDlonger 11 Pl'Iics to YOIIT nlly, as she gains tlie
ability to j1ybefo l'L! 11 ri{JLlo lIof red t'l1l'rgy.

The target of th e j],giJlutlerance can ny, as t he fly spell (PH
232). YOUf target leaves a trail of cmckltng red bolts in her
wake.

Reverse : At your WIll/Hil nd, your Inrgd loses its l1 bility to SOilr

through flIt' air a lld begins toacscl'IIlf IOH!l1 rd l/u t'tlrt ll nipidly.

Wi th th is word. you rendera [lyi ng crearure u nable ro fly,no
matter how much it flaps i ts win gs or s rra lns upward. Hit is
alread y flying, [he subjec t floats downwa rd 60 feet per round
for the du ration of the utt erance. I f it reaches the g rou nd in
that amount of ti me, it lan ds safely, and canno t fly for rhe
duration of th e un erancc. If the target is not flying, it cannot
att empt to fly for the durat ion of [he utte rance.

SEEK THE SKY, GREATER
Level : 5
Duration: 5 rou nd s (normal) or in sta n ta neous (reverse)
Sav ing Th row: None

Nor m al: YOII SlflTO Hllt J ITI I nlly ill 1'('(/ lIloti ve e" ergy, g m n t il1g

him the I1 hility 10fIy I"it' 1111' lVi lla.

The rarger can fly, as the J1rspell (PH 232) except he gains a
fly speed of 120 reel with pe rfect mane uverability. Crack ling
red energy surr ounds your target , and poe....erful swirls of
wi nd fol low in his wake .

Reverse: At your words, the lIay air rl'.iccls yo ur targt.'l , causing
it to ~lllllll Jl1 et to thegr(lullil

Nor mal: Your largl.'l mil Jliacc the veil of Ilcrcption 'Hld sec
t'verything IH i t trllly is.

You grant your target sharpe r senses, the combina tion of
wh ich are equivalent '0bl iudsighr (MM 306) and the effe ct

of the Ir"" ",'jugspe ll (PH 296).

Reverse : Your tl'tmls Sl)"'}l aWlt )' jo nr 111rget's IlbiJity to sec or
ht'llr.

\,\'ith this rever sed utterance, you send your t arget a r iot of
swirling sound and flashing color, rende ring it u nable to
perceive the outs ide world . Your targe t is bo th bli nded and
deafe ned (DMG 300 ).

SILENT CASTER
Level: 2
Du ration : I rou nd
Savi n g Throw: None (normal) or \Xli ii negates (reverse)

Norm a l: YOll r I1l1y m il cast spells wilIJoul 11I11b"g It SOli/HI, lh l'
Vcr/lll1CO lllpLlllt'lIl ill5tt'lul ,lprl'arlflgassigi/sof }'OlVe r.

You gram y OU T mrger the ahiliry to apply the effect of rhe
Silent Spell feat (PH 100) to any spell she casts w ithout
increa sing the level ofthe spel l or specially prepar ing it ahe ad
of t ime. Glow ing runes appea r above YOUT targe t's head rhat
take th e place of [he verbal co mpo ne nt of [he spell.

Reverse: All ""Cllly ( rCallfr" is IHwbl" to speak or f1l al~f 1I flcCfI,
itsvocl1 l corilscomJ,lcldy sli/lcii.

You silence your target, making it incapable of pro duc ing
sound, conversing, or using spe lls wi th verba] cornponen rs.
It autom arically succe eds on Move Silenrly chec ks.

SINGULAR MIND
Level: 6

D u rat ion: Instant aneous (normal) o r concentration, up to
5 rounds (reverse)

Saving Th row: Non e (normal) or \Xlill negat es (reverse)



N or m al: \Vilh rt word, you liberatc yO lll' hlrgL' t from 1111 foreign
i1Jj1 IlI? IICC, f reeing her milld. Auy ClJchmrtmcnls or (IfI'S CS nrr ron
vC'r tNl to ruu ic I rw.' ~pl.'ccllIHJd _~l d (' harmlessly 11H!11)'_

or wall to floor cos ts no movement'; the target can change
sur faces freely. Oppone nts on the ground can ma ke attacks
of opport uni ty as the target moves up th e wall.

,
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Reverse: Whcn you spClt f~ this utterance, your target moves as
tlllJ ltgh Ihrough ruolssses.

Normal: Your Id ly'sHWl'emclltsarequic/(('Y, cllhL1l lcillghisoIfcll·
sivc Il ll d defemivecapabilities.

Yo ur target's base spee d is reduced by 10 feet, as its feet see m
to stick to th e ground.

This u tterance du plicates th e effect of a slow spell (PH 280)
for one target.

Th is utterance duplicates th e effect of a hsste spell (PH 239)- 
forone target, who is limned with an amber light.

Reverse: TJh' largel of this III /ennICCCIHJI'Iot moveasqllicklY llSi t
!J ail jlHI a 1I'lllH1cnl before.

SPEED OF THE ZEPHYR, GREATER
Level : 3
Duration: 3 round s
Sav i ng Th row : No ne

Nor m a l: YO Il urge your lttly
011 10 grw tcr speed witlt this
utterancc, enabling him to
spnut urross treochercussllrfilces
Dro.eu mile sheer walk

Your target's base speed increases
by 20 feet as his feet glow with an
amber light In add ition, he em
adjust h is body's equi librium so th at
he can walk on wate r, quicksand,
snow/ or even a spider's web with
out sinking or breaking through
(th is effect does not confer any
resistan ce to par tic ula rly sticky
webs). In add irion, the target can
take parr ofone of its move actions
to traverse a wall or orher relatively
smoorh vertica l surface if ir beg ins
and end s its move on a horizo ntal
su rface. The height it can achieve
on the wall is limi ted only by th is
movement resrr ict ion. H u does nor
end its move on a horizont al surface,
it falls prone, taking falling damage
as app ropr iate for its d istance above
the gro und. Treat the wall as a normal
floor for the pur po se of measuring
movement. Passing from floor to wall

H'itb speed of tbe zepb) 'r, even normaII)' impassable terrain poses 110 difficuliitfs

Th is ut terance restores your target to her natu ral stare as
glowing runic lette rs briefly appear above her hea d. It frees
the subjecr fro m encha nt me nts, cu rses, and possession.

If the spell or effecr is one that cannot be dispelled by dIS)'"
magic, s;ngu[l1 r milld works on ly if the truespeaker's level is
grea ter th an that of the or igin al cas ter.

Reverse: Yourtwnis crlllV) into 1I'll' mind ofYO llr enemy, Ii/l owing
you controlofYOllrJoc's bodyas if it uc rc jo nr I111Pprt.

SPEED OF THE ZEPHYR
Level: 2
Duration: 5 rounds
Savin g -Th r ow : None

h is ut terance duplicates the effect of a dominate monster
spell (PH 224), except thar to maintain dominat ion , you
must spend a standa rd action to concen trate and direc t th e
creatu re's actions . Runic letters uppcar above you r target's

-c-head- bur on ly you can see them . They change shape with
each new command you issue.



SPELL REBIRTH
Level : 4
D uration: l ristanmn eous

Saving Throw: Non e

Normal: YOli briefly IWll' illil Ii/Ill' to I'CS IIH'l' Jos lmagicwhcl1 you
SII{'ll f, t11i5 u ttC!"l1f1CC.

W ith th is utterance , )'0 11 restore an effec t that has JUSt been
di sp elled or dis missed wirlun rhc last round. Prov ided rhar
tr h a d du ration rc m atm n g, it re s umes i m media tely w i t h a l l

it s forme r attributes.

Rever se: YOl/r wordi slrip IIlI'll ) ' 11 1I'lll!l;ml ef.fect from YOllr
targl'l .

This utterance dis pe ls the spell with the highest cas ter level
affec ting the target .

STRIKE OF MIGHT
Level: 2

Duration: 1 roun d

Saving Throw: None

Nor mal: YOIl lar into11 1111 /1y\ damagepiltclllial, 1l1lgf1ll'll fm g her
comba t allililies suhsfantia lly.

Your target's sing le nex t weapon da mage roll (i f it is made
before the end of the next round) deals an addi tional 10

points of damage as it explodes witli a spo ut of magical
energy. Th is da mage is nor mult iplied on critical h its.

Reverse: You bricflycnfecb/c IHI Cllrm)', Cll l/singitsswings toSIOll'
ilHd deal less tiatlll1gc.

Your target's single next weapon dam age roll (if it is made
before the end of the next round) deals 5 fewer points of
damage as the blow is cush ioned by an u nseen force . This
penalty can reduce the damage to 0, bu t not below.

TEMPORAL SPIRAL
Level : 3
Dur at ion: '1 round (nor mal) or 3 rou nd s (reverse)
Saving Throw: None (normal) or \XliIl n egates (reverse)

Nor mal: W"'I CII yOll sl'l' l1 k titis ul tcmnr c, everythillgYOUy target

110C$Sl'WHquicb.'r. Silveryetlcrg)'surrounds lJI C f(J s t~ lIl ovi ng largd
in a cmcklillg t1l4fa .

The telllpilml sJ'irllf utterance ma nifests as silvery spirals and
energy mo tes that surround your target like a nimbus of
energy. separa ti ng it mo mentarily from [he normal flow of
rime. When you speak this complex word of action, you grant
the target of this ut terance an addit iona l move action in the
current roun d. For instance , on you r rum you could speak

thi s utt erance lO allow rhc subjec t to move inro posit ion that
wo uld set up a cha rge, th en ta ke its normal action to charge
:H1 oppone nr . Alternat ively. you cou ld speak tb is ut rerance to

allow the subjec t ro move wi th in melee range of a foe , th en
take a full -rollnd ac tio n ro make atracks on that foe. A subject
th at rakes a full arrack ac tion and then use s this utt erance to

move awnv fro m a foe pro vokes att acks of opportun ity.
If the subjec tof rhe utte ran ce does not take thi s ex tra move

action befo re th e end of your next tu rn, it is lost .

Reverse : Tlns potl't:' rfIl J llftmlllCl' SOlHlds lib· flli.· dlllnl it/g oJ
l1Iuil'lll t'il l'lh, frcezillg )'0 11I' 11II'gd it/ r iMe.

\X'hen rever sed , the silver spirals of un raveled time in hi bit
your target. For the durat ion of this utte rance, th e target is
dazed.

TEMPORAL TWIST
Level: 2
Durat ion: In st antaneou s (normal) or 1 round (reverse)
Saving Throw: None (normal) or wrn negate s (reverse)

No r m a l: With 11H'onl oJTnlcspl·t'cfJ, )'011gm l1 f u crce turc iun'ed
ible rejlexrs1 cnabling It ILl imllictiiatdy Hlll"r all attad~ as tendrils
of ellcrgy Ilt'ist ill ih II'tll~(' .

By de livering th is unerance, you rewe ave the tapestry oftime
itself ro gran t your target a precio us few seco nds of activ ity.
Translucen t curls or cl'1ergy rrail beh ind you r targe t to r a

few mo ments, a side effect of your ut terance 's power . Your
target can immediately make one melee o r ranged attack,
even if it has alre ady taken its action for the round. Taking
this act ion doesn' t :Jffeer the subject 's normal place in the
in itiative order.

This utter ance does nor allow the subject to make more
th an one additional attack iu a round. If [he targe t has already
made an add it iona l att ack, due to the Iwsfesp ell, milke's slV ifl ~

ness spell , or from any other source , th is utterance has no
effect.

Reverse : B)' reverslllg this IlttemllCL'. )'011 omse 11 Crt'at llrc to 1051'
its focus 111111 !Jecomehewildered .

The reversed utterance pulls time-t breads out of rea li ty, and
translucent curls of en ergy briefly surr ound and slav...· your
target. Th e rarger of tlu s utt er ance is dazed (DM C 300) for
1 round.

UNIVERSAL APTITUDE
Level: 1
Duration: 5 rounds
Savin g Throw: No ne

Normal: YOII Sl't'a '~ II wonf of l'roJicil'lI(y a lla1 '1 bilil)'1inn'casing
tfle nalumlilp liludc of YOllr 11 f/y.



Your target is berrer able to block O Ll[ distractions and per
ceive the subtleties of any task-s-a lmost as if the universe
wants your target to succeed at upc oming ch allenges. He is
aware ofsubtle clues in the environmeriras the world reworks
itself in sm all ways to make success more li kely. The target's
lockpt cks might become slight ly more supple: or rhe ground
ben eath her feet might be sligh tly better for tumbli ng. The
target might notice subrle body language that makes aSense
Mot ive check easter. or she mig ht fmd her steed unusua lly
amen able to diffi cult equestrian jumps. For the duration of
th eutt erance, the target gains a +5 bonus on sk ill chec ks.

,
Normal: Yo ur allyCllII. set' the unseen i l l tlie warp illld Ivefl of
air nearby.

The targe t of this utt erance gains the effect otasee illvisibilily
spell (PH 275), Your targe t cannot di scern details of the
creatures he sees, but the air arou nd the invisible cre atures
seems ro warp, al lowing your target to pinpoint the creatu res'
location and str ike at them accurately.

Reverse: W'itll Ih ereverse of ti lis IItlt7rl1IICC..YO llr hlrget disappcars
from view. ---.--- -

Reverse: \Ylith the rC l'c rmlof tilisurtemuce, yOlt iJ15trllct fllc 1I1li 

verse 10 hinder )fo ur foe'sIlhility topofonu Cl't" l1 everydaytasb.
r;..-.;;.........

This u tt era nce duplicates the effect of an illllisibiJity spe ll
(PB 245) for on e target, who fades into nothi ngness after <t o

seco nd or two.

With" reve rsed 7vard ofpeace, Ji.."hefllr in t raps a mariiitb where i f can do / I Q harm . . . for JJG1V
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N or mal: YO ll H-'ard juur /llrget .from l1arlll witll i1 goldl' l1 ~lalo,

prevellfillg enemies: from L1 lfackilig h f t~

O ppone nts cannot st rike or otherwise di rectl y attack t he
warded creatu re, even with :1 targeted spell. Because of the
dist inct ive golden halo around the targe t, enemies <I re aware

of the pro h ibitio n and do not lose actio ns for attempting

WARD OF PEACE
Level: 5
Durat io n : 5 rou nds (normal) or con centration lip to 5

rounds (reverse)
Savi ng Th r ow: None (normal) o r \Y/ill negates (reverse)

VISION SHARPENED
Level: 3
D urat ion : 5 rounds
Savin g Th r ow: None

The reversed utterance causes the universe to cons pire in
sma ll ways against YOllT target . The lock pick s become too
s tiff to reach th e inner workings of the lock, and sma ll deb ris

-c-makes rum bling treacherous. Your target misses the subtle ties
of tone and body langu age in a conversation,and her horse is
relu ctan t ro attempt stunts. For 5 rounds, your rarger takes a
- 5 penalty on skill checks.
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co strik e.This utterance does not prevent the warded creature
from being attacked or affected by area or effect spells, The
subject can not attack wi thou t breaking the protection bu r e 111

use orher spell s and abilities rhar are not hostile toward another
creature . This allows a warded cleric to heal wounds, for
example, or to cast a blessspell, summon creatures, and so on.

Reverse: With (,j harsh scq1tn JCC of words, y OIl fa }'ce L1 crcatu re
frotHnuother 1'Il1lh' bl1d~ to ii, h I1111 l'.

YdU bani sh the target into an extradi mensional pocker-c-a
featureless gray void with no visible entrance or exit. Spells
and abili tie s that move a crea tu re within a pl ane, such as

teleport and d il11et lSfOIl door, do not help a creature eSC<lpe
from [his place, althoug h a pll11h' sllifl spell allows it to exit ro
whenever plane is designat ed in that spell. At th e end of the
duration, if the subject has not left the pocket d imension, ir
reappears where if had been when the utterance was spo ken.

__ifthi s location is filled with asolid object, rhe subjec t appears
in th e nearest op en space.

WORD OF BOLSTERING
Level:+
Dura tion : In stan taneous (normal) or 5 ro unds (reverse)
Saving Throw: None

Normal: Sujfusingyourilllywifh theglow aI!losilivcmergy, yOH

eliminate the timil1 hecxprl"i Ct1 (cs.

Pebble-sized motes of posi tive energy bri efly swirl around
your target , then rush int o his body w ith a flash .This utter
ance cures 1d6 points of ahility dam age Of ability drain to

one abili ty score.

Reverse: Yo ur wordscause the hodyofafoe In H'rakcl1 l1 J1d grolV

moreIra il.

Your target abso rbs pebble-sized mo tes of negat ive energy
and takes a -td6 pena lty to a physical abili ty score (your
choice of Stre ng th , Dexrertty, or Co ns rtru riortj.-This ut ter

ance canno t reduce an ability score below 1.

WORD OF NURTURING, MINOR
level: 1
Duration: 5 rounds (normal)or instantaneous and conce n

tration , lip to 1 rou nd (reverse)
Saving Throw: None

Normal : You SPC l1 '~ ,1 5irnl1/e ['I'DI'd of hcalHl, providing an (l ily
wit''' Inillor healing at1i1ity.

You gran t a creature fast healing 1. At the beginning of
each {urn , a green Hash su rrounds your target, who heals
slightly.

Reverse: 'X'ith this tcorri, you cause your n1C1J1)' 10 experh'l1u

pllinIully hlecdillg Hloliluis that spontaneously emerge.

You unmake <1 portt ofi'of the subjec t's be in g as y Oli ut ter the
reverse form of the life-giv in g words. You deal Id6 points
of damage to the subjec t as wou nds appear across its body.
If you conce ntrate for 1 rou nd (a standard action), and th e
subject rem ain s with in range, it take s anot he r l d6 point s of
da mage at th e end ofyour next tu rn . .

WORD OF NURTURING, LESSER
Level: 2

Duration : 5 rou nds (nor mal) or ins tantaneous and conc en
rrat ion, up to '1 rou nd (reverse)

Saving Throw: None

Normal: Yon $peal~ II man' colJI}llex urtemncc oflll'alth,providing
111l allylvitll the soothi1Jg balm ol hcaling.

You grant a creatu re fas r heali ng 3. At th e beginning of
eac h tu rn , a g reen flash coalesces into an en ergy field th at
surrou nds and erases your target's woun ds.

Reverse: YOII Spt.'I1/( a word Illllt tCM Sat an t' IUf1ly'S f1 esll, causing
i l to hlt'cdfroIII St'(lera i uonnds.

You u nmake a port ion of the subjec t's being asyou utte r th e
reve rse form of the life-giving word s. YOLI dea l 2d6 points
of damage to the subje7 LIfyou co ncentra te fo r 1 round (3

sta ndard action), and the subject rema ins w it hin range, il
takes another 2d6 pa lm s of damage at the end of your next
turn.

WORD OF NURTURING, MODERATE
level: 3
Duration: 5 ro un ds (normal) or In stan taneou s and conc en

tra tion , up to 1 round (reverse)
Sav in g Throw: Non e

Normal: Yo ur words: soot'leyour ally,graaul1 /ly restor ing scutcof
theIfmnagc 111.' has sustaincd.

A nearly cons tant tend ril ofg reen ene rgy moves up an d down
your target's body, heal ing any wou nd s it find s. You gram a
creature fast healing 5.

Reverse: Your wonls rip at your enemy. feal'itlg III its ~csh and
bonrs.

You unmake a portion of the subject's bein g as you utte r the
reverse form of the life-glvmg words. You deal ad s po int s of
damage to th e subjec t. If >IOU con centrate for 1 roun d (a stan
dard act ion), and the subject remains within range, it rakes
another 4d6 points of dam age at the end of your next t urn .



LEXICON OF THE

Reverse: Greatgashes and terrible wounds tenr at yo ur cncmy's
botly, causing tIll1 Ssille bleeding11l1d fcrribli' pain.

You unmake a port ion of the subject's being <ISyou utter the
reverse for m of the life -giv ing words. You deal tods points
of damage to the subject. If you concentrate for 1 round (a
standard action), and th e subjec t remains within range , it
takes ano ther 10d6 points ofdamage at the end-of your next
turn.

Begin ning at 4th level, you learn your first utterance with in
the Lexicon of the Crafted Tool. Unlike utterances from th e
Lexicon ofthe Evolving Mind. the utterances in this lexicon- 
have no meaning or pow er when reversed. All the utterances
in this lexicon target objects - often the weapo ns and armor
that you, your allies, or your ene mies use . Spell resistance
applies to these urrerances.n s it does normally to spell-like
abilitie s. Also as normal, at tende d objec ts gain the ben efit of
their wielder's spell res istance , i f any.

You gain acces s to hi gher-level utterances from this
lexicon at zrh, t i rh, 15th , and 19t h levels. If you target an
item wielded or carr ied by a creature with spe ll resis tance ,
the item gains the benefit of that abili ty. However, any item
targeted by one of these ut tera nces-wielded or not-does
not gel to save to avoid th e effec ts.

Your target emits a greenish glow fro m within (equivalent to
a torch's ligh t). You gram a crea ture fast healing 20.

1ST-LEVEL UTTERANCES
Fo rt ify Armor: Make a creature's nrm or able to negate

cri tica l hits and sneak att acks.
Keen Weap o n: Improve the threat range of a weapo n.

WORD OF NURTURING, CRITTCAL
Level-s
Dur at io n : 5 rou nds (normal) or instant aneou s and con cen

t ration, up to 1 rou nd (reverse)
Saving Throw: None

WORD OF NURTURING, POTENT
Level : 4
Dur at io n : 5 rou nds (normal) or instantaneous and concen

rration, up to 1 round (reverse)
Sav ing Th row: None

Rever se : .J.. fl15Sivl' n.' uh all" teorsappeilron the bOily ofYO Uy foe.

Nor mal: Your Llily t?xpericllCt-'s a tremendous I'rjutll.' lll1t ioll 115
'it'llliug energysoothesher wOl mds.

Re verse : \~'ith the reverseoJ this utterance. jo u tenr Ilt thf fabric
o your enemy'scOlillcd iolt to its boll)', causing great H'OlllTlk

A network of ropy strands ofgreen energy heals your target's
wounds with star tling rapidity. You gra nt a creature fast
healing I S.

Normal: YO Hr pOlVetjll1utterance grantsQU ll /l}' iucrraseti IlbHil)'

to 'mit her OUl II wounds.

A th in network ofgreen tendrils heals your rarger's wounds
alm ost as fast as the y're created . You grant a crea ture fast
healing 10.

You rupture a port ion orthe subject's being as you utter th e
reverse form of the ltfe-gtvtng words. You de al 6d6 points

- of damage ro the subject. I f you concentrate for 1 round (a
standard action), and the subject remains withi n range, it

tak es another 6d6 poi nts of damage <It the end of your next
turn.

You u nmake a portion of th e subjec t's beingas you utter th e
reverse form of the life-giving words. You deal Sd6 points
of dam age to the subject. If you concent rate for 1 round (a
standard action), and the subject remains within range, it
takes another sdspoi nts of damage at [he end of your nex t
turn.

WORD OF NURTURING, GREATER
Level: 6
Dur at ion : 5 rounds (normal) or instanraneous and conce n

tration, up to 1 round (reverse)
Savin g Throw: Non e

2ND-LEVEL UTTERANCES
Agitate M et a l : Cause a creatu re's metal equipme nt to radi

ate painful heat or cold .
Analyze Item: Discer n the pro pert ies of a magic item .

3RD-LEVEL UTTERANCES
Re b u ild Item: Restore an item dest royed within th e last

round to perfect form and funcrionaliry, includi ng any
magic propert ies it had.

Sup p ress \Vea pon: Suppress the en ergy property of a
weapon.

"

Nor mal: With tllis P01Wlfll i uttenmcc,ynu re l1l illdthe IlII ivrrsc
ofrOUY lllly's Inlt' j1h ysimlform, l1I lif('t'('11 IIismost terrible I vall lids
llcgin to '.: nit together.

4TH-LEVEL UTTERANCES
Su ppress I tem : Suppress the propenies of a magic item .
Tr ansm u te W eapo n : Cha nge a weapon's specia l materia l.



AII"lyz~ i loJl ""';)t'lds 'l)aluaNr ilJ/ ormlllio1J ahout 'I.'ll l llable objec!!.-

By stlllh ing 11/1 ih:'JlI, yOIl (,HI ddtrllli nc 11 grwt dt'al ahout ItI

IIlcl lllling its I11Llgical properties,if al II}'.

By deliveri ng an utteran ce of perception and an alysis
incorpora ting the rruename ofthe object, you determ ine all
spells and magical properties affec tinga specific irem you're
touching. In th e case ofa magic item . you learn its fu nctions ,
how to acrivare its functions (if appropriate), and how many
charges are left (if it uses charges). In the case of an object
with active spells G1SI UpOn it, you learn one spe ll w ith each
lise of this utteran ce, h ighest level to lowest, in cluding its
effec t and cas ter level.

You can no t de termi ne the func tion of an arn facr with
this uttera nce (see page 277 of the Dungeon Alaster's Guide
for detai ls on arti facts).

ANALYZE ITEM
Level: 2
Range: Touch
Target : O ne object
Duration : 1 rou nd

You iurm15l' (Irdl'C!"t:l1St' the !l.'lIIJ't'Tillurr oJ (I tllclal l111jc(t signifi
Ctll1 t1y, passiM)' 'Ia rllling cnnnm-s III l'hy~i(tl l ((Inlact wilh il as It
glows H-'l tIlI"C" hellt (or blue cJlill).

The target metal hem rapidly becomes dangerously hot or
cold,g lowing red If hor and blue ifcold. Th is utt erance func
tions as a chill mt'tal (PH 209) or hellt metal (P1-I 23LJ) spell with
a cas ter level equal to j'OU I" n-uc namer level, except as noted
here. You choose whic h effect-cold or hot- you wam to

generate when you speak th e ut teran ce.

5TH-LEVEL UTTERANCES
M eramagtc Cata lys t : Give- a potion or scroll the benefit

of a merarnngic fear,
Se ize Item: Bring an objec t within range instant ly to your

hand.

AGITATE METAL
Level: 2
Ran ge: 30 fl.
Target: Metal e-quipm en t of one crearure .or cne me tal object

weigh ing no more th an 25 lb.ylevel
Du rat ion : 7 rounds

!," It

" •
~

.t-
i
~



'.

LIt terance fades. \Y/hoever cons umes the po tion or reads the
scroll hears a snatch of your truespeech whe n the metamagic
ta kes effect.

You can also modify a pot ion or scroll as with the \'(l iden
Spell or Maxim ize Spell feats, but do ing so increases the DC
of your Truespeak check by 10.

\\nth this utterance, you ins tant ly restore an item dest royed
within the last rou nd to its normal, undamaged state. Essen
tially, by remindi ng the irem of its rruename, you unm ake-- 
its des t ructionMagic items affected by thi s power retain all
rheir magi cal propert ies, unli ke items resto red with a 1IJL1'~ e

w110Ie spell. Th e reconstituted item has full h it points.
Th is utteran ce has no effect on any ite ru rh ar has been

destr oyed for more th an 1 round. You canner restore a
destroyed art ifact with this utt erance,

,.

YOIlI' tttlintetTllptctlfacm 011 a magici tem kC'e}ls itfromf!l1lctioning,
Illrfl;/tg it gmy a nd rendering if ll seless.

YO.II l'CCOllsfltufcailestroyed itt'1I1 , im ta J1tly]lIlHillg it bileh toge/ha
into Ol lt' JU/1 ctional piece.

This utterance brings an object withi n range to your hand.
If th e objec t is unatt ended, ir simply darts th rou gh the air
to your hand. If att en ded, such as a wielded weapon, you
must make a disarm att empt. You use your t ruenamer level
as your base att ack b onus and your Intelli gence bonus in
place of your Strength mo di fier, and a failed atte mpt does
not allow a react ive atte mpt by the target. Spell resistan ce
applies normally for an at ten ded objec t.

If borh your hands are full wh en you speak th is utterance,
the item lands in your squa re at your feer.

You speak a word 10 Itl l1kc 1111 object yo ur OW I1, forcing it out of ti ll '

11 111ld 5 ofitsowner, if neccssa ry.

SUPPRESS ITEM
Level : +
Range: 60 ft.
Target: O ne magic item
Duration : 1 round, or concen tration, up to 5 rou nd s

SEIZE ITEM
Level: 5
Ra nge: 30 ft.
Target: One object weigh ing no more than 50 lbs.
Du r ation : Insranraneous

REBUILD ITEM
Level : 3
Ra n ge: Touc h
Target : Destroyed ite m touc he d
Durat ion : In stan taneous

METAMACIC CATALYST
Level: 5
Ran ge : Touch
Target: Por ion or scroll touche d
Duration: 1 round

Your to uch enables 11 potion collS lllllcd orscroll rcaddH1'ingtile next
rowlli tobeaugmented with ll1etamagic.

You can augm ent the cr itica l threat r~mge of a weapon by
speaking its rrue n am e. Th is utt erance functions as a keen
edgespell (PH 246) with a cas ter level equal to you r truena mer
level, except as noted here. In addit ion , yO Ll can cha nge the
th reat range of an y weapon you name, not ju st piercing and
slashing weapo ns. The weapon you deliver this utterance
upon pulses wit h a silver y sheen through out rh e ut terance's
du ration ,

KEEN WEAPON
Level: 1
Range: 30 fl.
Ta rget : One weapon
Duration: 5 ro unds

Your words 111l1b: 11 weapon slnue with silver polclley, mpallle of
dealing more plll/isllIngbloH's thall 110YiirJ .

\X'ith th is utterance, }'Oll can apply one of rhe following
metamagic effec ts to the target po rion or scroll: Empower
Spell! Heighten Spell (m aximum +2 caster level), Extend
Spell , or Enla rge SpelLThe utterance has no impact on the
amoun r of ti me it takes to activate the item, bur if rhe item
is not used wi thin the following round, th e effect of the

FORTIFY ARMOR
Level: 1
Ra nge: 30 ft.
Target: O ne sui t of armor
Duration : 5 rou nd s

A mit Df armor covers its \tIl'Cl rer's villli nrrus more effectively,
l'YOvic!ing bdterprater/ion agl1ilfsl attacks.

You make a suit of armor bet ter able to protect th e creature
'wearIng it. \'(!hen you speak this utterance, the target arm or
give s its weare r pro tection against cri tica l h its and sneak
attacks. \\7hen a critica l h it or snea k atrack is scored on the
wearer, there is a 25% ch ance th at the cr itical h it or sneak

...."'""~'''rrc.:-at· k is negated and damage is instead rolled normally.
You can increase the level of pro tection provided by the

utte rance byvolun tarily inc reasing the DC of yourTruespeak
check. I f you add 10 to the DC, cr itical hits and snea k at tacks

.-.,. have --a 50% of being negated, and tfyou add 20 [Q the DC,
cr itical hit s and sneak attac ks are automatically negated.



YOllr It'onls sl1 l1 kc tlte jOlll1dlltiolT of the «irth, Ctlll Siflg massive
dCVlls t(ltioll (I11d wides pread mayhem.

4TH-LEVEL UTTERANCES
Anger t h e Sleeping Eart h : Shake the earth , as th e ,m-II,

quail, spell.
Conjunctive Gate: Cre ate a portal between t WO planes.
Deny Passage: Prevent creatures fr om en tering or leaving

an area.

1ST-LEVEL UTTERANCES
Fog from the Voi~: Create a cloud offog th at obscures sight

and migh t make movement difficult.
Sh ie ld of the Lan dscape: Alrer th e land to temporari ly

negate or provide cover.
Sh o ck w ave: A violent pul se of energy knocks c reatures

from [heir feet.

BcginningatSth level.youlearn your first utte ran ce wit hi n
the Lexicon of the Perfec ted Ma p. Th ese utterances, wh ich
all target nearby areas , h ave no meani ng or power when
reve rsed . They a110\\1 you to resh ape the landscape th at sur
rou nds you, making ir deadly to your enemies or o therwise
advantageo us to you .

Unless stared OTherwise! all the utterances from this
lexicon affect a zu-foot-radius spread area and have a range
of 100 feet.

You gain access to high er-level uttera nces from this lexicon
ar 12th , 16th, and 20rh levels.

LEXICON OF THE

2ND-LEVEL UTTERANCES
Energy Vortex: Fill the area with energy that da;;;ges

you r foes.
Speak Rock to M u d : Turn solid ruck into cloying mu d.
Transform rhe Landscape: Add or rem ove difficult ter

ra in in th e area.

3RD-LEVEL UTTERANCES
Lore of the World : The world gives you information you

request.
Master of the Four \\"'inds : Bend the wi nd s to your

will .
Thwart the Trave le r: Prevent ex tradimen sional travel in

rhe area.

ANGER THE SLEEPING EARTH
Level: 4
Duration: "1 round

Y01/ can s llpJ1r~ss tlte etlcrgy propt'rlh-s: of 11 silrg} c W t'J1p 011.

TRANSMUTE WEAPON
Lev el : 4
Range: 30 fr.
Targe t : One weapon
Durat ion : 5 rounds

Your wordsfl/lld(IJ llcnllll1y l1}[er I h ~ matnial oJ IV/l ich (l Wca}'0 11

is made, transforming it l1 ccordillg10 ju nr whim.

Byspeaking rhis utterance and focu sing on a sing le item , you
preve nt any magica l proper ties or ef fects of th e item [rom
fu nct ioning as long as you concentrate and rem ain within
range. Th e item [Urns gray and ceases ro glow or otherwise
indicate irs magical nature. If th e item moves our of range,
the ut teran ce's effect ends 1 roun d late r. Th is effect ot her
wise function s as a dis}lel lJI l1g ic spell (PH 223) rhar ta rge ts a

magi c item.

A weapon targe ted with th is utterance can be changed into
a speci al material (DMC 283) of your cho ice. You Gill make a
weapon cold iron, adamantine , alchemical silver,or whatever
other specia l mater ial you wish. The weapon is treated as
if made of that substance! and irs hardness, hit po int s, and
the damage ir deal s mig ht be affected depending on your
choice.

\Vhen you spe ak this utt erance, you can prevent a weapo n's
--energy~based special ability (or abil ities) [rom function ing.

Such abilities incl ude flaming and fr ost, am ong other s. The
,·\'eapon tur ns gray and ceases to em il the re levant energy
type. I f you successfu lly speak th is utterance on a weapon
rhar do es not h ave such a property, ir ha s no effec t on the
weapon bu t rOLL are still considered to have spoken th e utter
ance once. If yoo r Truespeak check is successfu l, the weapon
simply ceases to deal the extra energ y dam age provided by
it s abilit y for the dur at ion of the utterance.

You can suppress an energy burst' weapon abiliry by vol
u ntarily in cre asing the DC of you r Truespeak chec k byc. Jf
you use this abil ity on an energy burst \\leapon at th e nor mal
DC, it has no effect.

.._ ...BUPP.RESS WEAPON
Level: 3
Range: 30 ft .
Target : On e weapon with an energy specia l abi lity
Duration: 5 round s
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By speak in g th is ut terance , you cause the eart h to trem ble
and quake violently.Th is utt erance fu nctions as an carfhtjllc11.e
spell (Il!J 225) with a caster level equal to your rru enamer
level, except as noted here.

CONJUNCTIVE GATE
Level: -I

Durat ion : 1 m inute

YouJorge 11 cOllllcction bl'hwcn thisJ,laucantIanolhet:. fl'mpomr
il l' tinb ng thl'U1 togdlla lvilll 11 5lvirlillg portal l'll ll sri·al. 11110
bl'ing.

allow acreatu re in side the area (an imm ed iate act ion on your
part). it is held at bay JUS t out side the place as if affected by
a protal,ofl fro lll ~ I' i l spe ll (although for th is utterance, the
alig nment of th e- creature doe-sn't matter). Reddi sh prison
bars appear briefly to block th e crea ture's path, then disap
pear whe n the creature stops trying to enter the utterance's
area.The bars are intangible to everyone else.and the affected
creature can't inte rac t wi th them in any way.

You likewise prevent crea tu res from leaving the tru e
named place. Unless you allow a creature to leave (as an
immediate action), it is held at bay at the boundary of the
area, stym ied by the redd ish prison bars.

Kh~tarill call; f orth till upb/!a'lMl of enrtb

\'OilTwonfslrallsfonn thr nuhrrrof tJ1l' Ilir, furnillg It!rolll lliln nlfss
gm inlo 11 Slt'lrlmg mess ofhll Tmflll Clh'Tg)".

Youfill the air around your foes with energy.dealing damage.
You choose [he type of damage to deal when you speak
th is ut terance: acid, cold , elect ricity, or fire. Creatures in
the affected area take 2d6 poinr s of energy damage, and an
additiona l zde points of damage at the beginning of each of
their turns while the y remain in the area.

ENERGY VORTEX
Level: 2

Duration: I minute

By speaking th is utt erance, you create a por ta l between two
planes- oval-shaped vertical doors full of swirl ing colors .
Th is utterance functions as agall'spell (PH 234) with a cas ter
level equal to your truenamer level, except as noted here.

YOIl Jorce 1111 11l't'll10 J1CIl)' (lCCCS5to a grouJI ofcn'(1 /1m:ssflcejfi{'d iJ r
YO llr lltlm lllcc. Crimson hilrSHilmi "ie lil'cayou lilli/ I f .

If your Tru espeak check is successful. you can forbid crea
tures from entering the area of the utterance. Un less you

DENY PASSAGE
Level: -I

Durat ion : I minute
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FOG FROM THE VOID
Level: I
Duration : 1 m inu te

At your !Vorlls, lt10isture ill tilt, air a"d groullLl Wlldl'IISCS itlto 11
thid{ llIis!.

Your word s create a th ick, roi ling clo ud of black fog. Th is
utterance fun cti ons as a fog cloud spe ll (PH 232), except as
noted here.

If-you add 10 to the DC of your Truespeak check, you can
ins tead create a more subsra nrtal fog, whic h fun ctions as a

mlid fog spell (PH 281) wi th" caste r level equal ro your tru e
namer level. except as noted here.

LORE OF THE WORLD
Level : 3
Ra nge: 20 flo

- - Area: zu-fr-rndiusspread, centered on you
Durat ion : t mi nu te

T/-,c [lIor/if a yoll /HI yOl! eDna's ll li l 'C II I rOilY wonh, Hoi/ling to SlhlYC

its anciellt Iwow/edge witlt )'(1 11 .

\'(' hen you spe ak th is ut terance, you gain the abilit y to com
mu nicate w it h the world around you. Speaking in voices
th at o n ly you can hear, the earth, tr ees, wa ter, and even the

wind respond ro you r request for informa t ion . This utte r
ance functions 3S a stone fell spe ll (PH 284)wirh ;)GIS le r level
equal to your tr uenamer level. In add ition LO the in formation
descri bed in the spell , the environ ment in th e area of the

utterance can also tap the knowledge of the land nearby,
and can give you rhe direc tion ri nd distance to a locat ion
you seek wi th in on e mil e. You mu st know th e nam e of rhe
specific location you are trying to locate ro lIS(' th is aspect of
the ut terance. lfmu ltiple locations ex ist wi thin the area that
match the name of rhe place you seek. the land givesyou the
direct ion and d istance to the closest on e.

For example, if you seek the Temple of Nerull , and it is
wit h in th e max imum ran ge, you C<111 learn th e exacr dlsrance
and direc tion from th e spot of the utterance that the temple
lies.

MASTER THE FOUR WINDS
Level : 3
Durati on: t mi nure

TI IC rur rCl1ct s to rOlir utlrl"l1l1a, ohl')'i llg your f l'ery col11 l1ll1nd .

By speaking this utt erance, you em bend the airt o your will.
This utter ance fun ct ion s ns a rcntrol lA/iutis spe ll (PIJ 214) wit h
a caster level equal to your rruennmer level, exce pt as note d
here , All within range hear [he words of your utt erance,
ca rried on the w ind s you control throughout the utter ance's
duration .
,

SHIELD OF THE LANDSCAPE
Level: I
Duration : 1 minute
Area : 20-ftAadius spread, centered on you

Ytllt «urse fhcgrou ll a 10 11lter its bllS f( fClr m,crcating CO!!t'}' fLlr YO llY

(I l1 res, or rCfllol' i llg il for YO la fot's.

You COIntemporar ily cre ate or remove natu ral obstacle s that
provide cover. An objec t that provid es tot al cover in the
affected area now provides on ly covel', and any object tha t
provid es cover no longer does so. Any small outcro pptngs
of rock, clumps of sh rubberies, and even th e tr un ks of trees
in the affected area wither and shri nk from in front of you r

foes.
Alternatively, you can create sma ll ou tcroppings of cover

behind which you and your all ies can h ide. YOLI must be
standing on a na tural surface, such as earth or unwor ked
stone, to use thi s effect. Each cre ature of M ediu m size
or sma ller in rhe area ga ins the benefi t of co ver from (he

ou icroppings. which are no t subs tan tial enough to h ind er
movem ent through th ese squares. The se ourcroppings do
not provi de cover aga inst adjacent foes (although the y do
he lp against reach att acks).

After the utteran ce's duration exp ires, th e affected natu ral
obs tacles resum e th eir normal shape and position, g rowing
back to t heir original forms in a seco nd or two.

SHOCKWAVE
Level : I

Duration: 1 round
Saving Th row: Fortitude negates

By SjlCllb llg this uttrmurc, yO ll onlcr the air to 11 1115Cv;olt> tllly,
','l()d~ i llg crt'lllurcs Itt the jlrea to tIl t'&rrolllJtl.

You speak word s of powe r th at cause th e air to conv u lse
outward in a pul se of violent ene rgy. A violen t sh ock wave
travels through the air, and creatures in the area must make
Fortitu de saves or be knocked prone and tak e td-t poi nts
of non let hal damage. Creatures tha t are exceptiona lly
srable-c-such as [hose with the stability racial trait or with
four or more legs- gain thei r usu al stability bo nus (usually
+4) on this save.

SPEAK ROCK TO MUD
Level: 2
Duration: 1 minute

Witha wCln-i, r Oil Cl"fIlt i.'11 11 11 1"el1 of viscous,5 l1d~ i Hg III lid.

You change the fu ndamental natu re of solid stone in the
affec ted area , rurni ng il into thic k mud.Th is utteran ce [u no

(ions as a t ra tlS/llI/le rock to mud spe ll (PH 295) with a cas ter
level equal ro you r rrucnamer level , except as no ted here.



TRUENAME SPELLS

3RD LEVEL
Beckon Monster: Force a creature to approach you agains t

its will.

4TH LEVEL
Spurn the Supernatural: Suppresses one or more ofa foe's

supernatural abilities,

2ND LEVEL
Augment Truefriend: Subjec t gains +2 to Str, Dex, an d

Con for 1 min.r'level.
Horror ofthe Spoken Na me: Frighten creature th ai hears

its ow n rruenarne,

The following spe lls involve rruenames in some way. Most
have :1 rruename compo nent (1'), meaning th at the caster
must succeed on a Truespeak check to have the spe ll fu nc
tion as desired. The Truespeak check takes no addi tional
time beyond that required for the spe ll itself, and it doesn 't
provoke addi tional attacks of oppo rt u nity sepa rately from
casting the spell

6TH LEVEL
Expunge the Supern at u ra l": Permanently elimi nares a

foe's supernatural abil ity.
Truenam e Dispel : Cancels spe lls and magical effecrs on a

c~atllre whose persona l true-name you know.

1ST LEVEL
Beckon Person : Force a humanoid to approach you against

its will.
Scram ble True Positi on: Telep ort your foes 10 feet in a

rand om direc tion , knock ing them over.

By speak ing this ut terance,you preveur arryex trad irnens icn al
travel in the area. Th is utt erance functions as a tfinumil1l1al

lock spell(PH 221) with acaster levelequal royour rruenamer
level, excep t as no ted here. \'?henever a crea tu re uses a spell
or spell-like ability toattempt to leave, it isbrieflysurrou nded
by a blue nimbus and finds-prob ably to its surprise-c-that
it hasn' t gone anywhere .

You can temporar ily create or remove difficult terrain (PH
148) in the affec ted area. Youcan cause th e natural terrain in
th e area to buck le and crack, making it muc h more d ifficult
to t raverse. Th e difficult terrain does not obscure line of
sigh t or provide cover.

Altern atively, yOll can smoot h an-a r;a of difficult terrain
for your allie s, eliminating pena lties to movement or skill
ch ecks the terrain wou ld normally impose. Elim inating dif
ficulr terrain wi th th is utte rance does nor elimina te terr ai n
IeaIU res th at provide cover.

As yotl deliver th is utt erance, the ground shifts and flows
to take on the characterist ics you seek, erod ing obstacles
imp ossibly qu ickly or crenring new debris th rou gh mi nor
tem blors.

For the purposes of smoothing difficult terrai n, ligh t
nibble, dense ru bble, and un dergrowth (all described in
Chapter 3 of the Dungeoll All1ster'sGllidt') all coun t as difficult
ter rai n when usin g th is utterance.

After the utterance's duration exp ires, the affected terrain
resumes its normal shape and position.

Yo u mil musethegnmlld fo (me/.: IHHI split bcumth jou I" I'I'lL'mics'
Jet'll iIIIpl',JiHg theirJlregress,or)'011 ((111 5111(10111 flit' gt 'Olllld helll'alil
tht' {ec l Llf jour nllies. mailing their pllsmgeel1 sier.

Til t' air grows thid. I1nd rll'l1vy, tIll1l~i"g c;\'fralhHlt'tI S101hl1 travel
imrossible.

TRANSFORM THE LANDSCAPE
Level : 2
Dur at ion : I minu te

THWART THE TRAVELER
Level: 3
Du ration : J mi nure

"AndraqllO'qIIenesh-11 ashat11 seIIek!"

- Utterance of lI iddt'll frllth, delivered by
Haurorr of the Nine Daggers when seeking

fiend ish rruenames for future binding

1ST LEVEL
Scramb le True Position: You teleport your foes 10feet in

a rand om direc tion, knocking th em over.

2ND LEVEL
Augment Tr uefriend: Subjec t gains +2 to Str, Dex, and

Con [or 1 min.ylevel.
Horror ofthe Spoken Na me:frigh ten creature that hears

irs own rruename.
True Prayer of the Fa ithfu l: Alli es gain +1 bonus on

most roll s.

t.



3RD LEVEL
Bane of the Archrival: +4 to AC and saves,cou nter mind

contro l, and keep specific truen arned enemy away.

Ritual of Renamingx: You give a creature <Inew personal
rru en ame, ex-punging the old one.

Truen ame Dispel: Can cels spells and magical effects on a
creatu re whose per-sanaI truename you kn ow.

5TH LEVEL
Abjur Spurn the Su pernatural: Suppresses one or more

of a foe's supernatural abili ties.
Conj Truena me Binding, Lesser": En slaves

ex tra planar creatu re ofeR 6 or less with the powe r

ofi ts truename.

4TH LEVEL
Ench Beckon M onste r: Force a creature to approach

you agains t irs will.
Trans \Varp Tr u ename: Gives foe a Temporary form

that's grotesque and use less .

2ND LEVEL
NecTO H orror of t he Spoken Name: Frighten creature

th at hears its own truename.
Tran s Augmen t True fri end: Subject gains +2 to Str,

Dex, and Con for 1 min.Zlevel,

3RD LEVEL
Bane of the Arc h rival: +4 to AC and saves, cou nter mind

control, and keep specific tr uenamed enemy away.
Tr ue Prayer of the Chosen : You gain +3 AC and save

bonus.

3RD LEVEL
Abjur Bane of the Arc hriva l: +4 to AC an d saves,

counter mind control, and keep speci fic
truenamed enemy away.

1ST LEVEL
Conj Bulwark of Reality: Bonus to AC equal to half

your level (+5 minimum).
Sc ram ble True Position: You teleport your foes
10 feet in a random direct ion , knocki ng them over,

Ench Beckon Perso n : Force a humanoid to approach
you again st !!s wil1.

2ND LEVEL
True Prayer of the Faithful: Allies gain +I bonus on

most roll s.

8TH LEVEL
Expunge th e Super n at u r a l": Per manentl y elimi nates a

foe's supernatural <lbility.

6TH LEVEL
H id d en Truename: Subjec t's pe rsonal truename is hard

to discover through research .

5TH LEVEL
Spurn the Su pern atura l: Suppresses on e or more ofa foe's

supernatural abilit ies.

4TH LEVEL

9TH LEVEL
Word of Genesis ": You instigate a new demiplane on the

Ast ral Plane.

4TH LEVEL
True Prayer of the Chosen: You gain +3 AC and save

bonus.

Warp Truenamc: Gives to e a temporary form that 's gro
resque and useless.

6TH LEVEL
Hidden Truename: Subjec t's persona l truename is hard

to discover th rough research.

2ND LEVEL
Augmen t Tr uefrien d : Subject gains +2 to Str, Dex. and

Con for I min.ylevel.

5TH LEVEL
Sp u rn t he Supernatural: Suppresses one or more of a foe's

supernatura l abili ties.

_ 8TH LEVEL
Expunge the Su pe rn atu ral": Permane ntly eliminates a

foe's supernatura l ability.
Ritual of Renamingx: You give a creature a newpersonal

truename, expu nging the old one .
True Banishment: Banishes an exrraplanar creature whose

personal truename you know.
Truename Dis pe l : Cancels spells and magical effects on a

creature whose persona l tr uena rnc you kn ow.

-



6TH LEVEL
Abjur H idden Tr ucname: Subject's personal tr ue n arne

is h ard to d iscover th rough rese arch.

7TH LEVEL
Conj Tr uen ame Btn dtn g". Enslaves extra pla nar

crea ture of e R 10or less with the power or its
truename.

8TH LEVEL
Abjur Expun ge t he Supern atural". Permanently

elimin ates a foe's super na tu ra l abil ity.
Truename Dispel: Cancels spells and magical
effec ts on a creatu re whose personal truename you
know.

Trans Ri tua l of Ren aming": You give a crearurea new
personal truename, expunging the old o ne.

9TH LEVEL
Conjur Tr uen am e Binding, Crearer": Enslaves

ex traplanar crea tu re ofCR 14or less with the
power of its truename.

Necro Un n a me: Erase a creature from reality.

AUGMENT TRUEFRIEND
Transmut ation
l eve l : Bard 2, cleric z,druid 2, sorcere r/wizard 2
Co m p o n e n ts : V, S, T
Ca sti ng Tim e: 1 standard action
R a n ge : Touch
Targe t : Creature touched
Durat ion: l minu te/ level
Savi ng Th r ow : w ill negates (harmless)
Spell Resistance: Yes (harmless)

\,(l ith 11 Inl flash, YO llr named ally loob slightly l1I 11 re IJlU5wJar

awl hCl1 vily btliJt. He Sl'CIllS to quivcr lvitll t1ll t jeipllliotl of cDlll in g

act iolt.

The spell grants the subject a +2 enhancement bonu s to
Strength, Dexteri ty, and Cons t itu tion. All the usu al benefit s
to better modifiers apply: attack rolls, melee da mage rolls, hit
poin rs. and so all.

TnW UlIl1f' COmplHlC111; \'V'hen you cast th is spell, you m ust

correctly speak the per sonal truennme of the crea ture you're
augm enting.

BANE OF THE ARCHRIVAL
Abjurat ion
Level: Cleric 3, palad in 3, sorcerer/ wizard 3
Componen t s: V, 5,T
Cast ing Time: 1standard action
Range: Touch
Area : zu-ft.crad ius emanation cente red on a point in space

Duration: 1 minute /l evel
Saving Th row: Sec text
Spell Resis t ance : No ; see text

i \.'i rOll comrldf the sf1eJl il lltf pronoll nce the IrUCllanll', t1 silvcry
Sl,illllllt'r is fi1illIIr visihlc in tile area )'011 indi cated, wl1idl pulsl's
angr ily ifyO lfl' trJlenalllC JIlt' comes /lel1l',

This spell protec ts those with in its area against a single
named foe, doing so in three ways.

Fir st , the area is forbidde n to the cremure.- lr musr-tnakr
a successfu l \X'iII save to enter it by any means (movement,
releporration spells , and so on). lf it fails its \Vill save and W 3S

endeavor ing to use a releportarion spell to enter the area , it is
shunted to a random open space on a suitable surface with in
10 feet of th e pro tected area. If no free space is available
wit hin 10 feet, th e spell simply fails. The creature can try to
enter the area on ly once du r ing its turn , but ca n co ntinue [ 0

try on subsequent rounds. Even if the named crearure gets_ _
inside the bar rier, the o ther aspects of the spell funct ion
normally.

Second, all crea tures within th e area gain a +4 deflection
bon us to AC against at tacks [rom the named creature, and a

+4 resistance bonus on saving th rows requ ired bythe named
creatu re's spell effects and special at tacks.

Th ird, the barri er blocks any attempt to posse ss or exercise
ment al cont rol over those withi n the spell's area by the
named creature, including enc hant ment (charm) effects an d
enchantment (compulsion) effecrs that grant ongoing contro l
over the subject. Baneof t lTt~ 11rchr illl1 l suppresses th ese effects
for the dur ation of the spe ll or as long as the su bjec t rema ins
wi thin the spell's area.

TnlOhmlC CO ll lpOlH' III: \'{.' he n YO~ l cast t his spell, you must
correc tly spea k [he personal truenarne of the creature you're
protecting again st.

BECKO N PERSON
Enchanrmenr (Compulsion) [Mi nd-Affecring]
Level: Bard 1, sorcerer/ wizard 1

C om p on e n t s : V, S, T
C ast i n g Time: 1 standard action
R ange: Medium (100 Ir. + 10 fr.J level)
Targe t : One hu manoid creature
Duration: 1 rou nd ; see text (D)
Saving Throw: Wi ll negates
Sp ell Resis t ance: Yes

\V it1111 (1"001, ofyo ur}ll1gcr 11 "a some ~}I{l J, fl l trueflames, )' OU urge
11(JTll Ilire rloSt'r. Tilt' cr('a l lll'(."~ eyes turn ~n lid blut' ,1S II ~ 1J 11 111 hfes

toward )'01/.

Thi s simple enchantme nt weaves rru enames for "approach "
and "closer" into a spell that forces the subject to move close r
to you.

If y Oll succeed on the Truespeak check an d the c reatu re
fails its saving th row, it mu st move ar least 10 feet closer to
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you each round ifable. Th e creatu re can choose its ow n path
and mean s of locom orton. but if it can, it mu st end its tu m at
least tofeet closer to you rh311 it star ted. Th e crea ture defends
itselfnormally and can rake wharever acno ns it likes, so long
as it moves closer to you every turn. The crea ture can move
toward you faster than 10 feel per round if it likes.

\'.(' hen the creature is adjacent to you, it acts normally
unl ess you move away. I f you move 3\v:11'. it must move 10
feet per round closer to your new loca tion if it can.

The brckonJYrsotl spell lasts for at leas t I round. bur it might
last longer if you excel ar th e Truespeak check (described
below).

TrUfnlHJli' CompolUl1t: \Vhen you casI th is spell , you mu st

correc tly spe ak the rruenames associa ted wi th movement
and approach. You learn th ese truen am cs when you learn
this spel l. The Truespeak DC 10cast this spell is I;; you add
2 rounds ro the duration for every 5 point s by wh ich you
exceed the DC.

BECKON MONSTER
Enchnntrnenr (Compulsion) [M ind-Affect ing]
Level: Bard 3, sorcerer/wiza rd 4
Co m pon en ts: VIS, T

Casti ng Ti m e: 1 standard act ion
Range: Medi um (100 fr. + 10 fr./leve l)
Ta rget: O ne creature
Duration : 1 round; see text (D)
Sav ing Throw: \XTj ll nega tes
Spell Resistance: Yes

This spell func tions like bcckoupaS-O il, except thai rhe effect
is nor restricted by creature type or size.

BULWARK OF REALITY
Conj uration (Crea tion ) [Force}
Level : Sorce rer /wizard 1

Components: V, S, T
Cas t ing Ti me: I standard act ion
R ange : Persona l
Ta rget : You
Durat ion : I minut e/level (D)

You ullcr your own trueuznur, wt' tu'il1g its power into ,1 II1.1tri x

of fora-tentacles tJwl shimmer 11rit'f1y, tlUII ,lcscrnd ll yow ltf your
form.

A fain tlyglowing silvery field offorce surrounds you. provid
ing you wit h a +6 armor bonus to Ar mor Class.

Unlike mundane armor, the bll lH't1r I~ of rmlil)' ent ails no
arm or check penalty, arca ne spell failure chance, o r speed
reduction . Because rhe bulwark of rCllhty is made of force,
incorporeal creatures can't bypass it the way they do norm al
armor.

Tmcmnne CO Il1POJICllt: Wh en you cast thi s spe ll, you must
corre ctly speak your own personal rruename.

EXPUNGE THE SUPERNATURAL
Abju ration
Level: Bard 6, cleric S, druid 8. sorcerer/wizard S

Com ponen ts: V,S.1"; Xl'
Casting Ti me: I standard actio n
Range: Close (25 Ir. " 5 ft./2 levels)
Target: One creature
Duration: Permanent
Saving Throw: Fortitude negates
Spell Resistance: Yes

As rou fIl sl tilt'srdl, 11ghostly, gmsring hlmtfIlpl'earstoreach insjdl~

your joe, }11/ 11 out a blad~ , dOIlLir mass ['tIore tflst1ppeanng.

This spe ll [unc tions as spurt! flu SIll'en llJ tllral.except that its
effect is permanent and it eliminates only one supernatural
abiliry, no matte r how high your Truespeak check.

Your target loses the c hosen superna tura l abili ty u ntil it
undergoes a ritual of re,wtllll ig or is th e target of a wish or
mime/t' spell. I f th e subjec t has a temporary su perna tura l
abili ty (such as th ose granted to binders by ves t iges), it

loses t hat abili ty, but this spe ll do es nothing to pr even t
the subject from gaining the same or other supernatura l
abi lities later.

Trllcnalllt' COIIII'0llt' IIt: \'{/ hen you c as t this spell, you mus t

correc tly speak the person al rruenamc of th e creature you' re
targeti ng.

XP Cosl: ;00 XP.

HIDDEN TRUENAME
Abjura tion
Level: Cleric 6, d ruid 6, sorcerer/wiza rd 6

Componen ts: V, S. T
Casting Time: I minute
Range: Close (2; fr. + 5 ft./2 levels)
Target: One cre ature with an Intelli gence score of 3 or

higher
Duration: 24 hours
Saving Throw : "\f,Ti ll negates (harm less)
Spell Resistance: Yes(harmless)

YOll dltlMt (I I't'TSol hll trucnam c in t1l1 t'l/r)"·quiclt'r voice t15 you
dOldy Ioiwr your hmllf an,l crouch. tr)'H1g to erasl' tmccs of thl'
pcrsonll1trucnanw from tlte COsn105.

The subject gains pro tection from those who wo uld use
her personal truename for ill pu rposes l and a modicu m of
defense against utterances that use mo re general truenames .
The subject of a hiddcn In ll'I1LHfh' spell gets a +2 bonus on
saving th rows agai nst utterances.

In addit ion , those rrying to research the personal [rue
name of a creat ure pro tec ted by hitl"C/1 Irum atllt' take a -8
pen alt y on the Knowledge check required to do so. (True
name research rules are detailed on page 196 .)



Tnunamc ComJlO ncnt: When you cast this spell, you must
correctly speak the personal truename of the creatu re you're
trying to protect.

HORROR OF THE SPOKEN NAME
Necromancy [Fear, Mind-Affect ing}
level: Bard 2, cler ic 2, sorcerer/wizard 2

Compo nents : V, S,T
Casting Time: L standard action
Range: Close (25 fl. + 5 fl./ 2 levels)
Ta rget : One creature
Duration : Id4 round s or 1 round; see text
Saving Throw: will parti al
Spell Res is tan ce: Yes

You J"'l1 ctimfly hOlt'1tilt' In lt'1l£1 lilt' of YO lirIoc, sc reaming willi 115
IIlllch imposing lli1trra asyen ClUJmuster.

The .ffected creature becomes frigh tened. If the subject sue
ceeds on a will save, it is shaken for 1 round . Creatu res with
10 or more Hit Dice have imm unity ro th is effecr.

Horror of tlu spol~clI Ull inI' counters and d ispels Tt'IlI Ol/t'

ft·I1r.
Trneurnne Compo llent : \V'hen you cast this spell. you

must correctly speak the truename of the creat u re you're
rargering.

RITUAL OF RENAMING
Transmutatio n
Level : Cle ric 8, dru id 8 , sorcerer/wizard 8
Components: V, S,1',X P
Casting Ti me : t hour
Range: Touch
Target: One will ing creature with a Intelligence score of

3or higher
Durat ion : Instantaneous
Saving Throw: None
Spell Resistance: Yes (harmless)

Repelltedlywaving you r hand over thesllbj£'c!llJId rcpellting both
th~ld and the nell' per501lal lruename, yo u IllClg icallymdd them
wiOt /he polVc rof your voice until theold ' lIW It' is no nrorc.

When an archr ival learns your personal truename, that
enemy has a great degree ofpowerover you. If your persona l
truen ame spreads CO othe r hosrile forces and factions, you_ _
might find yourself un iquely vulnerable (Q their mach ina
tions. Only a nhll1l of rm allling wtll give you a new person al
truename.

Once complete, the ritualofrruII/nillggives the target a new
personal truenarne th at is know n to the caster, the target,
and everyone in attendanc e. Anyone who previously used
research tech niques (see page 196) to learn the target's per·
sonnl rruenarne will discover thai the old tr uenam e doesn't
work anymore.

Truenatne Cotnpo th'nl; When you cast this spell, you must
make a successful Truespeak check to correctly speak both
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the old per sonal truenarne of th e c reature you're renaming
and the new personal t rue name. If you fail the check, the
spe ll fizal es a nd Y01.1 1ose th e XP.

XP Cost: 500 X P.

SCRAMBLE TRIJE POSmON
Co njuration (Teleportarion)
Leve l: Bard I, cler ic i , sorcerer/ wizard 1

Com ponen ts: V, S, T
Cas ti ngT~: 1standard action
Range: Close (25 fl. " 5 fl./ 2 levels)
Area: t u-Ft-rad ius spread
Durat io n : Insta ntaneous
Saving Th row : Reflex part ial: see text
Spell R esistance: Yes

YO II lIt1a Irueunun-s fo r directions will1 grai l Ytll'illity llS )'011
gcstllrt· low(lrd where you're Cll sfiJ1g 1I1l' spell. \Vi tll 11 sizzlr ,1tlti

--(1 flash, t ho~t' witllill the spell's rlulius di 5a!l}lt?Ill', 1!lI'Il rt'l1l' pCl1r

mllwwhn"t.' tH'llrby.

The scnllJlbll' true posilioll spell can wreck an enemy's care
Iu lly consrru cred defenses or highly regarded plan of attack
by randomly moving them arou nd. You can' t con trol where
your ene mies reappear, bur they migh t fall off a precipice or
wind up between your rogue and fighter all ies.

When you cast th e spe ll , make a s ing le Tru espeak check.
Th en compare your resu lr ( 0 th e DC to move each creatu re:
15 + (2 x CR). If you mee t or exceed the DC for a crea tu re,
move that creatu re 2 squ ares in a random direct ion using the
"ta rge ted on square" part of the dia g ram on page 1S8 of the
Player's I-llllldll(wk. The ~ t" n1 lJl hle true poslliol1spell can't send
a creat u re into a square occupied by solid mailer or anothe r
creature, bur it can send a creature in to a dangerous place
(in to lava or off a cl iff, for example), Make the compariso n
and movement in descendi ng CR orde r. If mult iple targets
have the same CR, the caster chooses the order in v..-h ich
to relocate them. If you ca n't move a target 2 squares in a
part icular direction, move it 1 square, or it d isappears and
reapp ear s in the same square if relocation is im possible.

H aving their true locations di srupted with th is spell can
be d isorient ing for the subjec ts. Every creature that you move

with this spell (even those who reappear in th e same square
they starred in) must succeed on a Reflex save or fall pron e.

Tru ellLlme CompOllellt: \Vben you cast this spe ll, you must
correctly speak the rruenames for card inal d irections and
movement , whic h you learn with t he spell. Thi s check bas
no ser DC, but ifyour Truespe ak check result is lower th an
15 +(2 X creature's CR) for the lowes t CRcreature in the area,
then scmtllble trueposilio lJ has no effec t.

SPIJRN THE SIJPERNATIJRAL
Abjuration
Level: Bard +,cleric 5, d ruid 5, sorcerer/wizard 5
Co m ponents: V, 5, T

Cas t ing Ti me: t standard actio n
Range: Close (25 fr. " 5 fl./2 levels)
Ta rget: O ne crea ture
D u ra t io ntConcem rat lon, up to t round/ level
Savin g Throw: Fortitude negate s
Sp ell Resi stance : Yes

Your HI(l I~r your11l111d illltl agmsl'i llg d llll'as r Oll spcl11~ YOllr foe'S
tnfCtlfHlIt',S!('lllrngsomeofits SHl'crna tHml t'lJtTgy, IVlt ic1111pr l'arS
as a llliflisClI It· storm-clowl ill YO llr 1Jmld.

\'{I ith th is spell, }'OU can temporar ily suppress a supe rna tural
abi lity possessed by the targe t creature. For the du ration of
the spe ll, [he target is unable to acrivare the superna tu ral
ability you have chosen. Extraordina ry and spell-l ike abi lities
aren't affected by th is spell.

If you succeed on th e Truespeak chec k, you can suppress
one of th e creatu re's superna tu ra l abilities , plus ano t her
superna tu ral abi lity for every 5 poin ts by wh ich you r resu lt
bear the Truespeak DC.

Trllcllallll' CO J1l J!0llt'lll: \'(Ihen you cas t this spell , you mu st
correctly spea k the persona l rruenam e orthe creatu re you're
targeting.

TRIJE BANISHMENT
Abju ration
Level: Cleric 8
Componen ts : V, T
Cas t i n g Ti m e: 1 sf; nda rd act ion
Range: Close (25 ft . " 5 fl./2 level s)
Target: O ne extraplanar crea ture
Duration: Instan taneou s; see tex t
Savi n g Th row: None
Spell Resistance : Yes

)'Oll thym t your holy symbol al thecrenturcas yOll Spl'llf, its true
Illl me, Sl' l1 di/lg it" l111ch wllcllcr it came ill a swirl ofJfalllc and
brimstone.

This spells func tions like the btl1lislntlC nl spe ll, excep t th at it
requires a successfulTruespeak check to fu nc tion an d allows
no saving throw (spe lJ resista nce st ill applies . th ough.)

The tril l' bal1 j~hn1e l1 t spe ll affects on ly a sing le creature, bur
there's no Hi t Dice limi t othe r than the one implici t in the
Tr uespe ak chec k DC.

Objects that the target hates, fears, or opposes don't gra nt
bonuses on the level ch eck ro overcome th e creatu re's spell
resis tance.

If tnu.' bl111ishment is successful, th e rarger can no r retu rn
to rhe plan e it was ban ished from for one month per caster
level- unless it learns and correctly speaks the spellcas ter's
pe rsona l truc name, in wh ich case th e proh ibit ion no longer
applies .

Truellfwu C0 tl1!10I1C11t : \Vhen you cast th is spell, you must
correctly speak th e personal truen ame ofthe creatu re you're
tr ying to ban ish .



TRUE PRAYER OF THE CHOSEN
Transmutation
Leve l: Cleric 4 , paladin 3

Com pon e n ts: V. 5, DF,T
Casting Ti me: 1 standard action
Range: Personal
Ta rget : You
Du rati on : 1 round/leve l

Rllislng )'0111" l.'ycs to Ihi' skit's, yOIt sjll'llk y011r OtVl1 t r l/ ClI l1tilt' 10 jour

p(ltrol1 dt·jly, £1 SRlIlg for protection as rO llr mission tahcs )'011 into
ha n,.'s way. Agoltfu l coruscation sur rounds YOIl.

l h u prayer oJ tltt' cl105CII gra nts you a +3 insight bonus on
savlng th rows and to Armor Class. For the duration of the
spell . you are pro recred b)' the power of your deity, \~ho gives
you divin e insig ht inro the threats you're abou t to face.

Tn lt!l lllHH' Component: when you cast th is spell, y OLl mu st

-ecor recrly speak you r pers onal tr uena me.

TRUE PRAYER OF THE FAITHFUL
Tran smu tat ion
Level: Cleric 2, paladin 2
Components: V, Of, T
Cas tin g Time: 1standard action
Ra nge: Close (25 fl. + 5 fl./ 2 levels)
Targe t : O ne or more creatures, no 1\...·0 of whi ch are more

than 30 ft. apar t; see tex t
Du ration: 1 round/level; see tex t
Sav i n g Throw: Wi ll negates (harm less)
Spe ll Resista nce: Yes (harm less)

Raismg your ert'S to the sb cs, rOil rOllCt' lltraft' 011 a hrief praYt'r
w ing the Irlle 111nguage of llie Ilnivasc, \lsing trtlt'lh1nlf I l(Ilt 'f r

to ad, (or tlu' ~1Vo r ofYOllr pn trcu acity. Ap aslting, hrass)' moll' of
t'Jlerg;' spins;lrO llllli IltoSt' yOIl target .

\X'hen Vall cast tril l' praFroJthe f.llthful, you ask your patron
dei rv to give you r allie s (possibly includ ing yourself) a
measu re of d ivine aid. The subjec ts of th is spell gain a +1

luck bon us on arrack rolls. weapon damage rolls, saves, an d

skill checks.
This spell auromartca llv affec ts a single target if you sue

coed on rhe required Truespe ak check. BUI th e h igh er your
Truespeak chec k result, the more creatures ),ou ca n affect
(see below).

Tmell atll c CompotlCIII : \X'hen you cast th ts spe ll, you mu st
correctly speak a rruennme associated with your deify. You
learn this truenarne when you lea rn this spe ll. It 's not your
deit y's tr uename, but a term associated wi th divine assts
ranee. Th e Truespeak DC is 20. and you can have th e tru e

pray""of lli l'puth[1/1affect on e addi tional crea ture for ("v.e~y5
points bywh ich y O li exceed the Truespeak DC. In addi tion,
vou gain an extra round ofdura tion for every personal true
name of a larger creature you speak during the cas tingof the

spell; your patron deity is bener able to identi fy and assist
your friends if you tell the deity their personal truenames.

TRUENAME BrNDING
Conjuration (Calling)
Level : Sorce rer/vvizard 7
Com p on e n t s: V, SfT, XP
C as t ing Time: 10 minutes
Range: Close (25 fr. +5 fl./2 levels); see lesser plalla r hilldillg

text
Ta rget : O ne elemental or outsi der of CR 10 or less
D u rat ion: Instantaneous
Sav i n g Throw: Will negates
Spell Resistance: No and yes; see lesser plalla,' hilldillg

tex t

This spe ll func tions like lesser trucur nn c binding, except that
)'o u can call a single creatu re of CR 10 or less.

XPCo, l: 200 XP.

TRUENAME BrNDlNG. LESSER
Conjuration (Call ing)
Level: Sorcerer/wizard 5
Com p o nen ts: V, S, T, XP
Cast i n g Time: 10 minutes
Range: Close (25 ft .+ 5 ft./2 1eve!s); see leHer planarbirlaing

text
Ta rget : O ne elemental or outsider of CR 6 or less
Duration: Instantaneous
Saving Throw: Will negates
Spell Resi stance: No and yes; see IcsslT planilr binding

text

Willi 11 nOllri5l, ofyour hl1 l1ds, fIlL' crt'llfllre appears in the Hwgi(
IraJ1 r(l'~ have 111 hi. YO II IIl reall' lI il lVi lh the porvcrof ils l1crSOllllf

truflllHlle, ,Hld it Ilill1gSils ht'lhills il agrees to Jlclfonl1 a scrVIfI."
uu your bdlal.f.

Th is spell fun ct ions like Ics51' r p lll ll ll r billtling,except that you
C:I n call a single creature ofCR 6 or less, and you must know
its person al tru ename to call it. .

Once you dem on strate mast ery of that truename with a
success ful Tr uespeak check, you can com pel th e creature
ro per for m :J: ser vice on your beha lf. I f yO ll roll :J: 1 0 11 th e
Truespeak check required by this spell. the crea tur e breaks
free of th e bi nding and can escape or at tack you .

Th e creatu re gets its \Vi!l save and spell resis tance as
norm al [or Ics5er 11J ttt111r !J illding. If th e creature does not break
free, you atte mpt to compel th e creatur e roperform a service
not with opposed Charisma chec ks , bu t wir h the Truespe ak
chec k you made whe n you cast the spell.The bound crea tu re
opposes this check with either aTru espea k chec k. saying its
own persona l rruename, or a Cha risma check.

If you can assig n an open-ended rusk, suc h as "defe nd
me against attack," the service lasts for onc day, Once th e



,.

requ ested servi ce is pe rformed , the creatu re need only so
info r m yon to be instantly sent back ,vhence it came. You can
ex te nd the crea ture's durarion of service w ith a par ticularly
high Truespea k check. For eve ry 5 poi nr s by which your
Tru esp eak check (made whe n you cas t the spell) exceeds [he
creatu re's Trues peak or Ch arisma check, the du rati on of the

crea tu re's service is e xte nde d by one additiona l day.
Trll t' lI l1ll lt ' Coutro ncut: 'X/he n you cast th is spell, you mu st

correc tly speak the pe rso na l tr uen ame of [he targe t creatu re

you're try ing to bind to service.
XI' Co,l: LOa Xl'.

Cas t in g Time: I s tanda rd ac t ion

Range: Medium (100 fl. + 10 fl.! lew l)
Targe t : One c rea ture
Duration: I nstan taneou s
Saving Throw. None
Sp ell Resistance : No

By s pft1 l~illg aloud till' JltT50 lltl l fnfi' IIlHlIC of yourfocund pointing
1I1j/11(Jr!H oulslrdd h'd, YOIl ( .1 115i'11 gray hazetoswirlaroilluf )'011 1'

Itlrgl't brrell)'. Tlh'll 1hc lli1 ze liis.siJ1Ilt t'S, Ctlrryillg }'Cl ur CrI ('tII }"~

Illaglc It'lth if.

This spell en ables you [Q see the stra nds of m ag ic surr ound
ing your target and select ively separate the m . Th is fu nctio ns

like the dispel lJI agic spell , except th at it always targets :3

creatu re , you lea r n (he natu re ofeach o ngoin g m agica l effect
c ur rent lyaffec ting the ta rge t creatu re, and effec ts yO ll want
ro di spel are aurornarlcally re moved (no ca ste r level chec k
is necessar y). If you suc cee d on th e True-speak check, you
can choose wh ich effects you ,..'ant (Q di spe l. T h us, you
ca n eliminate harmful effec ts while retain ing benefi cial
ones-or vice versa.

Tn h' ll lll ll l' CO llt l10l h' 1I1: \\;:' hen you cast thi s spell. ye n m ust

correc tly speak th e personal truena me of (h e crea tu re you're
targeting w ith lweI/milt' dispd.

UNNAME

Defe nd: Sometimes a ca ster wa nts a bound creat ure to
defe nd her or an ally aga inst att ack. Most ofte n. the creat ure
inte rprets this as a tt ack ing an y crea ture tha t active ly att ac ks th e
pe rso n whom it is assigned to protect. If severa l foes attack, the
bound creature usual ly choose s to take out the weakes t of the m
un less specific targets are de signated . It won 't at tack a creature
that ha s not at ta cked the person it wards,

De liver: A bo und creature mig ht be assigned to deli ver an
ite m or a message. Savvy casters give precise ins tr uctio ns about
the speed and method of trave l.

Guard: Creature s often wind up having to guard an a rea
ag ains t int rude rs or thieves . Bound creature s find du ties such
as this to be the mo st irksom e, due to their open-ended nature .
They often am us e the mse lves with th inking up ways to circum
ven t the ir o rders. For ins tance, Blish , a wate r me phit, was bound
to gua rd a pa rt icular roo m in a du ngeon, The room hap pe ned
to conta in a grea t dea l of go ld. Blish chose to negot iate with an
adventuring party that conta ined a d is ta nt ly rela ted mephll ng .
Blish tossed a ll the gold ou t into the corridor a nd did n' t attack
the adve nture rs, who agreed not to ente r the room, but ins tea d
to hu nt down the s pe llcaste r who bou nd the litt le mephit..... t, ,......." _ .----......... _ce-'--.-------

Abju ra ti on

Level: Bard 6, cleric 8, d ruid 8, sorcerer/wizard 8
Components : V, 5,T

Th is spell fu nct ions like lesser true nuntr hind ing. except that

you ca n call a si ng le c rea tu re of CR 14 or less,

XI' Cost: 300 xr. Necromancy
level: Sorcerer/ wi';; rd9
C om p on en t s : V,S,T
C as t i n g Time: t standard acrion
Ra nge: Medi um (100 ft. + LO ft ./level)
Target : OnE" creature wi th an Inr ell igence sco re of 3 or

high er

.~......_~~~-VV;>N'_E ~.
SAMPLE BINDING TASKS
The desc ript ion of the planar binding s pe lls on pages 261-262
of the Player's Handbook offe rs ge ner al advic e o n se rvices an d
rewa rds . No crea ture likes to be called with a planar binding or
truename binding spe ll. The spe ll crea tes a trap and con tain s a
strong e lement of coercion. Whenever a comman d is ambigu
o us , a bound crea tu re will inte rpret it in the way mos t advanta
geo us to itsel f. Unlike a sum moned c reatu re, a bou nd crea tu re
a lso ha s a rob ust des ire to preser ve its own life . It will take risks
if it mu st , but will try to survive, to o. Impossible o r suicida l
dema nds are neve r agreed to .

Most truename binding and planar binding s pe lls pro ve ef·
flcaclous to the cas te r. The co st of the s pe ll genera lly provides
suitab le benefits , The ra re occasions when a bound crea ture
cleve rly circu mvents the cas t ing s ho uld be notewo rth y events
with ca mpaign re levance.

Here are so me co mmon sa mple du t ies.
Assassinate: The ca lled crea ture m ight be ordered to kill a

part icular individual. Since most bound creatures don't have
extensive information-gathering reso urces such as serying s pells
o r o the r divinat ions, the caster mu s t be able to give prec ise
information a bou t the target and its loca t ion .

TRUENAME DISPEL

TRUENAME BINDING. GREATER
Conjurat ion (Calling)
Level: Sorcere r/w iza rd 9

Com ponen ts : V, S.T, XP
Casti n g Ti me: 10 m inut es
Ran ge : C lose (25 ft . + 5 fl./ 2 Ie\'els); see If'55L>r I'ltl Jlrl r hill£l illg

text
Target: O ne elemental or out sider of CR 14 or less

Durat ion: Ins tantaneous
Savi ng Throw: W ill negates
Spell Re sistance: No and yes; see Icsscr pll111j1J· binding

text

.,



Ullilahonsand uonscuscsyllables fIl SClhft' from yourmouthliS you
illtt'lllJollttll)' mispronoullce l'Ol/fCllfrll)" SIrUeltitult'. Yourfot,'sflesh
talus on ,1 gd l1 linous state ,tnd starts 10 [liSe fogd!lef. fom ling a
hloblib"figure where your t"tl t lll)' OltCI" stoo.L

Saving Throw: Fortitude negates. then \XTill par tia]: see
text

Spell Resistance: Yes

Thi s spell func tions as polYlllorl'h,
except that you cha nge the subject

inrc a horrid form as irs features

melt into only marginally
recogn izable protop lasm.

The subject becomes
an aberrarion with 10

Strength, 10 Dex ter-ity,

and 10 Con stirution.
Irs new form has a slam__
arrack appropriate for a
creatu re of irs size (see
Table 5- 1 on page 296

of rhe ,\ loll5 lcr Mlllllla l),

a speed of 10 feet, and
no other extraordi nary or

supernatural abili t ies.
If th e spe ll succeeds , (he

subject must also make a
\'ilil l save. If thi s second save
fails, th e creature loses irs
extraordinary, supernatu-
ral. and spell- like abi lities ,
and loses its ability to cast
spells (if it had th e abili ty)
for the duration of [he
spell.

Regardless of the second
save , th e subjec t st ill

rerains its class and level (or Hit
Dice), as \\1('11 as all bene fits derived

therefrom (such as base arrack bon us,
base save bonuses, an d htr po in ts). It

re tain s any clas s features (othe r than spellcasring) rhar
aren't extr aord inary, supernat ural. or spe ll-li ke abili ties.
The subject has the same limbs it did be fore th e warp
Ir lli.'tl IWh" spell, so it G II1 still manipul ate objec t and lise
equ ipment.Th e subjec t can srill spea k, albeit in a gurgling,
pai ned voice.

Incorporeal or gaseous creatures have immunity [Q U'llrp

Iruenrnuc, and a cre ature with [he shapecha nger subtype
(such as a lycanthrope or a do ppelganger) can rever t ro its
natural form as a standard action .

Trucuonn-Component: \'(' he n you cast this spell, you must
cor rectly speak th e personal rruename of the crea ture you're
trying [Q war p.

UJIIUH1' ~ reduces a mil1d ftax er
to lI olbiJlf/leIS

Durat ion : Instantaneous
Savi n g Throw: Fortitude negate s
Sp ell Resis tance: Yes

RcmalllUlg Il tferfyslillJor 11/tI0l1lt'llt,)'011 cll'fleft r t11lr fist tHl tf spea k
!t'(lrds ofmch 110ft" IC}' tI,.11 tire cm tl lln' you 111mit' siml,l)' (f ilSI'S to
l'xlsl. Thcrt"s 1I0.hre,'1ll flasll, amino corl'51'. 11'5 115 Iffllf creature
)'(11/ ' 111111 ('11 lIever t'Xi5h~tl in lilt'firs t place.

\X'ith this mosr powerful of spells,
you erase a subject's tr uena me
from ex is te nce itself. The
[ast thi ng th e subjec t ever
hears is your voice ut te ring

its t ruenarne-c-thcn nothing
but oblivion . Item s worn, held,
or car ried by the creature are
likewise obliterated wi th no
save allowed .

Creatures killed with an
IlIIt1m n c spell are difficulr to

restore to life (see The Un named
sidebar).

Truennmc Compouenr: When
you cast (h is spell , you must cor-
recrly spea k the personalrruenam e of
rhe creature you're trying to erase from
realit y.

Tran smutation
l evel : Druid 4. sorcererl

wizard 4.

Componen ts: V, S,T
Cast in g Time: [ standard

action
Ra n ge: Close (25 fl. +

5 ft./2 levels)
Ta rge t: One creature
Dura t ion : 1 rou nd/ level

THE UNNAMED
Return ing a creature to life after it has succumbed to an
urr name sp ell is difficult to accomplish. Resurrec tion isn' t
poss ible withou t a bod y, and the sou l has been expunged as
well. This spell alter s reality itself so that the named creature
cannot live; withou t a truename, its existence would violate
the fundamental laws of the universe .

In a 2-hour-long ceremony, a succession of spells needs
to be cast. First , you per form a ritual ofrenam ing to create a
new personal true name for the creature you're trying to bring
back from unnaming (this is an inten tional exception to the
target described in the ritual ofrenaming spell) . Then a true
resurrection spell must be cas t to restore the so ul (with its new
personal true name) and life to the new body.

_ __~~~~ tt .... tt

WARP TRUENAME



Item s devoted to truename magic are relatively rare. of
course, truenamers use all manner of wondrous item s.
por ions, armo r. and weapons, but few care to devot e the ti me
and effort to crea ting item s.The need fora reli able skill check
for charged items also makes tr uenamers relucta nt to risk
the ir rime, money, and experience points when t hey might
fail. Indeed, even wh en truename item s are made, thei r
narrow focus prevents them from havin g unive rsal appeal.

Scrolls. staves. and wand s are created to targe t a speci fic
tr uenarne.This means rhara scro ll mig ht be crafted to work
agains t Zbavra the \'(Titch 'Queen,or a beneficial wand migh t
have Tordek as rhe target.

The scroll targeting Zba\-TJ mtghr prove wo rthless if the
Fruespeak chec k failed to enco mpa ss her CR. Tordek migh t
become so powerful th at the wand no longer ca n affec t h im
based on the Tru espeak check. Few tru espeakers are willing
to bea r the cos ts of such un cert ain item s.

However, some do. These specia lly crafted items can
become the objec t of quests for those who want magic [ 0

overcome a powerful foe. Perhaps the player characters know
th at they will face Zbavra.Th ey also might have ascerta ined
that on e of her previou s enemies was ~I rruespeake r na med
Ctharrh an focused on destroyin g her. Legends speak of the
extens ive preparations he made to defeat th e \X' itch·Queen
and how he soug ht to ensure her des truction. even if his
personal effort s failed .Th e party migh t see k our a reposi tor y
of Ctharrhan's items. which includes some rruena me scrolls
or a staff th at targets the vile Witch.

TRUENAME MAGIC ITEMS

SPELL TRIGGER OR SPELL

------_ eQIIQNS
Any lexicon of the Evolving Mind utterance of tsr or 2nd
level can becom e a po tion. The creator, or team of creators,
mu st have th e Brew Pot ion feat, know th e speci fic utte rance,
and make aTrue speak check ar the time th e porion is brewed .
The poti on will work only for crea tu res up (Q the CR th e
Truespeak check would affec t. These poti on s have standard
gp and experi en ce point costs as described on page 284 of
the Dungeon .\ 111 5tcr·sCuitit'-

This means th at a cha racter might create or bu y a potion
that will not work for her until she gains a level or two, or
th at be might be usable ior only a sho rt whi le.

You create a fin ite plane with limi ted access: a demiplane.
Demiplanes created by this spell are ver y sma ll, very minor

_ planes.
This spell works best when cas t while you are on th e

Astral Plan e (various spells allow access [ 0 th ese planes,
incl udi ng plo l1r sillft and gatr). Cast ing this spell creates a
local den sity fluctuation th ar preci pi tates the creat ion of a
demiplan e.

At firs t, the iledgling plane has II ioo-foor radiu s. Once
crea ted , it g rows b)' 1 foo t per week (approximately II Su-Ioor
increase in radius per year). Once your demiplane is created,
you call travel to it us ing plal1t' sllift or some other spell or
pe rmanent lin k th ai you arra nge lo r sep ara tely.

You determine the env ironment with in the dcrniplan e
wh en you cas t wordofgeucsts, reflecti ng mo st an}'desire you
can visu ali ze. You determine factors suc h as at mosphere.
wat er , temperat ure , and the general shape of the ter rain .
This power ca nnot create life (incl ud ing veget ation), nor
can it create objec ts or cons t ruc ted eleme nts (such as

buildings. roads, wells , dungeons. and so fort h). You mus t
add these de tails in some other fash ion if you desire. You
can't create lin gering magical effec ts with this powell you
have to add th ose sepa rately, if desi red. Similarly, you cant
create a dem iplane out of esoteric. mater ia] suc h as silver
or u raniu m; you're limi ted ( 0 stone and di n . You can't
man ipulate the time trnir on you r demiplane; its ti me tr ait
is as the M ateri a] Plane.

O nce your demiplane is complete , you can cast th e spe ll
again and again, each time increasing irs rad ius by another
100 feet .

1hll'lIamc Conrponeuf: \Xlhen you C:lS I thi s spe ll , you mus t
cor rec tly spea k the truename of th e place you're creating;
t he Truespea k DC is 50.

XP Cost: 1.000 xa

From thesilva)' Illlzc ofthe Astm/pll11lt', YO II bt'gi" 10 H'l'l1 Vt' !mJri/s
ofmist as )'0 11 Sl' l'tIJ? wonls of pouvr, Florl tiJlg i ll ~Pl1CC, yon begin to
constmct rtalily lln l'tt' with your words IHld g(·slurcs.

WORD OF GENESIS
Conjuration (Creation)
Leve I: Cleric 9

Components: V, S,T, xr
Casting Time: SLx days (8 hours/day)
Range: 100 ft. (see text)
Effect: A demiplane coterminous with the Astral Plane.

centered on your location
Du rat ion : Instant aneou s
Saving Throw: None
Spell Resistance: No

,
1

Every truen amcr with the resources 10 do so purchases an
mllulct oJthl' silt!crtOllgue. Since making aTruespea k check is
so vitally important to the truename r, the item is an absolute
mu st-have.
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Thi s massive tome contains hu ndreds ofpages of thick
vellum, bur mos t" of them are blan k. Only twenty pages
still bear inscript ions . Each page co ntains the tru ena me
of an outsider or elemen tal of great power, even mo re

potent than those sum mc nable by a glTatcr
tm cnatt/ c bitlili/lg spe ll.

Ir is said that long ago every page of
th is book was filled with a creature's
name and descr ipt ion , but as th e
crea t ures died, the corresp ond ing

pages about them went blank. Outsid-
ers and eleruenrals are e ternal creatu res

that do n ot d ie natu ral death s, so scholars
spe culate thai the y must have died in battle,

but a few wonder if being bound by the boo k
might have caused more tha n one such creatu re

to com mit suic ide .
Activat ion : A page from the Boo/, o.fTruc Binds

take 10 minutes to read aloud.
Effect: Each of th e twent y pages of the book

contai ns th e tr uena me and descript ion ofa crea ture
of CR 15 to CR 20. Reading a page aloud su mmons

the creature as ifby a Inlei lalM billding spel l. The reader can
negotiate wit h the creatu re using either a Charis ma check
or a Truespeak chec k. If the reader rolls a 1, t he creature
wi ll en deavor to take the book away or, faili ng that, kill the
reader.

Amlll~t of the
Jiltl~r tM gIU:

"Gmdokrina'whovelltenaa-h"etheneth!"

BOOK OF TRUE BINDS
The Booh of TrHc HilHls is a legendar y item coveted by those
who practice tru ename bi nd ing.

Descrip t ion : The Book of True Binds is a massive tome
2 reet w ide and 3 feet rall . Th e book 's bindin g appea rs to

b e of maroon leather, em bedded wi th silver, cold iro n, and
adarnanrine runes dep icting a variety of summon ing ci rcles.
\Vhen held , rhe per son touch ing the tome hea rs a susurr a
tion of telepa th ic whimpers, screams, and wails of despa ir.

BOflRofTme Binds

- Utterance of breathofcle11l1Sillg, delivered
by Andrunika while captured by the

Mum my Lords of the Eight

AMULET OF THE SILVER TONGUE
An anllliel of11u silL,t'T tot/gilt makes its weare r better able

10 pronounce words clearly and correctly-a key aspect
of th e ar t of the true namer.

De scription : An amI/ lei of the s i l~'cr IOll gu e

depicts a gr in ni ng face \v ith an open mo uth.
Natura lly, most are fash ioned fro m silver.
Many have a pin a ll rhe buck and are used
as a cloak-clasp.

An am ulet's functions are sub tle ,
altnough wearer s seem (0 enu nciate their
words more clearly, whe ther th ey're uttering
truenames or conversi ng nor mally.

Prerequ isite: Th is item fu nctions for any
creatu re, bur on ly those with the Truespeak skill
benefit [rom wearing it

Ac t iva t io n : A n am ulet of tilt' silL'er longue prov ides

its bonu s as long as it 's worn.
Effect: The lesser vers ion of th e anlllJetgra m s a +5

enhancement bonus on Truespeak checks. A grcata
amulet of the silvcr IO llgue g rams a +10 enhance me nt
bo nus.

Aura/ Caster Level: Moderate transmutation. CL 7th.
Con st r uction : Craft Wond rou s Item,gfil! llcss, Truespeak

5 ran ks (lesser) or Tr uesp eak 10 ran ks (g reater), 1,250 gp
(lesser) or 5,000 gp (greater), 100 X P (less er) or 400 XP
(greater), 3 days (lesser) or 10 days (greater).

Var ian ts: Divine spellcasters some times use !'~'slm t'lJl s of
11lcsilver fOllgHC (+625 gp for lesser and +5,000 gp for greater).
Amu lets are prob lematic for cle rics and dru ids beca use so
many wear periallis of \\'llsdom.

W ei ght: - .
Price : 2,500 gp (lesser), 10,000 gp (g reater).

______~ARTIEACIS

The powe r and force of truennme magic is conta ined in
several artifacts of incredible power.



Befo re you hOllers Il .ftlintlyglowing, ltn)IJzc-s';imh~d woman, llCld
,1Ioft by a d Oll a of pl1l-dUtlCllf rl,l!'crs tlMt sprl'ad bdulld her lake
It'ings. E/lC!l l';ca l1J p{l~I~'r "115a iiiffcn" 11 rllth' on il.

Medium Outsid er (Arc h on, Ext rap lan ar, Lawful,
Good)

H it Dice: IOds+60 (105 hpj
In itiative: +1
Speed: 30 fl. (6 squares), fly SO fl. (good)
A rmor Class: 24 (ofo1 Dex, +6 natu ral, +7 +2 bri'llStplate),

rouch I I, flat-footed 23
Base Attack/Grapple: +10/+16
Attack : +1 holy IttIl rhauuJlcr t 17 melee (1ds +lO/X3 plus

2d6 holy)
Fu ll Attack: +J Itol)'1l""It"m"", +17/+12 melee (lds+lO/x3

plus 2d6 holy)
Special Attack s : Ut terances
Special Qualities: A U f3 of menace, damage reduction

lo/ev il, dnrkv lsion 60 fr., immunity to electricity and
petrifica tion, magic ci rcle again st evil, spell resist ance
18, tongu es

Saves: Fort +13 (+17 agai nst poison ), Ref +8, \Xli II t JO

Abilities : Str 22, D; x L3, Con 23, lor 22, \'qis 16, Cha 17
Skills: Concent ration +19 (+23 speaking defensively),

Diplomacy +18, Cathe r l nforma tion +5, In timidate t l6 ,
Knowledge (arcana) +19 (+21 truenarue research), Knowl 
edge (geography)+19(+21truenarne research), Knowledge
(local) +l9 (t 21 rruenarne research), Knowledge (natu re)
+19 (+21 rrue name research), Knowledge (the planes) +l9
(+21 rruename research), listen +16, Search +19, Sense
Motive +16, Spel lcrafr +21. Spo t ... 16, Survival +3 (1.5 on
other planes. wh en following (rack s, and when avoid ing
getting lost or hazard s in abovegrou nd natural en viron
merits), Truespeak t27

Feats: Combat Casti ng, Enlarge Utterance ) Ext end Utt er-
ance, sk ill Focus (Fruespeak)

E nviron men t: Sewn Mounting Heaven s of Celestia
Organ izatio n : Solitary or patrol group (2- 5)
Challenge Rating: 9
Treasure: Standard
Align men t: Always lawful good
Adv ancemen t: 11- 25 HD (Medium): 26-30 H D (Large)
Level Adjustment: +6

Truenam e m onst ers are physica l em bo d imen ts of
Trucspeeclic-hvtngexarnples of the pO\\'er of (he pri mal
words of creation. \Vhether the result of some natu ral process
or the result of some terrible perversion ofTruespeech, th ese
crea tu res turn the powe r of utt erances against th eir foes.

TRUENAME MONSTERSIf a creatu re is killed either wh ile bound or not .fhe page
corresponding to that creatu re turns blank.

Aura/Caster level: Stro ng conju ration. CL 20th.
Weight: 30 lb.

Activation: Despite its small size, a tOlll f I1J l ru t'l liwl ing
rakes one wee k to read.

Effect :To each reader, the book is a perfect biography of
his life. The volume reveals ro the reader the most personal
and intimate det ails about h im and recounts every major and
many minor events of his life. The effect of th is is ro reveal
10 th e reader hi s personal rru en ame.

Aura/ Caster level: Strong abjuratio n. CL lSth.
Weight: - .

TOME OF TRUENAMING
Several copies of th e minor ar tifac t k nown as the tome of
ImentlUting are known to exist. Th e book en ables th e reader
(0 learn and , if desired, change her own t ruename.

De scription: Bound with azure blue cloth, a tome oftrue
11lHIJillg is a small square book , measuring only a handspan
in diameter with only a few pages mad e of fine, tran sparent
onion-skin-fine paper. The paper appears ro be filled with
tiny script.
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arrack rolls , AC, and saves for 24 hours or until they success
fully hit th e archon th at generated the aura . A crea ture that
has resisted or broken the effect can not be affected again by
the same archon's aura for 24 hours.

M agic Cir cl e Against Evil (Su) : A magic circle against
evil effec t always su rrou nds an archon (caster level 10th).
The defens ive benefits from th e circl e are not incl uded in
an archon's statistics block.

Tong ues (Su): All archons G 111 speak with any creature
tha t has a langu age, as though using a fOllg llt'S spell (caster
level 14th). Th is abi li ty is always active.

Skills: A word archon is in touch wi th tru ename magic,
and receives a +5 racia l bon us on Truespeak checks {included
in [he statis tics above}.

Large Outsid er (Baa tez u , Evil , Extraplanar, Lawful)
H it Dice : 15ds +l05 (I 72 hpj
I nitiative : +10

Sp eed : 20 ft. (4 squares), Hy40 ft. (average)
A r m or Class : 34 (- 1 size , +1 Dex, +13 natu ral, +11 +3 full

plate), touc h 10, Hat-footed 33
Base Attack /Grap ple: +15/+24
Attack : +2 thundering IlalL'crd+22 melee (2dS+7/X3)
Full At tack : +2 thundering 'lalberd +20/+15/+10 mel ee

(2dS+7/ X3) an d +2 tlllllldering halberd +20 melee
(2dS+7/ x3 )

Sp ace/ Reach: 10 ft./IO ft.
Sp eci al At t acks: Utte rances , spell-like abili ties, symbol of

pain , S t~H11tl O I1 baatL'ZlI
Special Qualit ies : Damage red uction 1S/ good,darkvision

60 ft., immunity to fire and poison, resistance to acid 10

and cold 101 see in darkn ess, spe ll resistan ce 24, telepathy
100 ft.

Saves: Fort +16, Ref +15, W ill +14
Abilities: Str 21 ~ Dex 23, Can 25, Ill! 26, Wis 20, e ha 17
Sk ills: Bluff +21, Conce ntrat ion +25 (+29 speaking

defen sively), Diplomacy +25, Disguise +3 (+5 acting in
chara cter), Gather Information +5, In timid ate +23, Knowl
edge (arcana) +26 (+28 tru en ame resea rch), Knowledge
(dungeoneering) +26 (+28 truename research), Knowledge
(lOC31)+26 (+28 true na me research), Knowledge (nat ure)
+26 (+28 truename resea rch), Knowledge (relig ion) +26

WORD ARCHONS TN EBERRON
\Vord archo ns are pan of th e celes tial host that battles evi l
0 11 the barren plains of Shavarath, the Battleground. They
serve as sold iers and gu ardia ns of any noncelesna l all ies,- 
usua lly granting t he m the celestial template when engaged
in hatti e.

WORD ARCHONS TN FAERON
\Vord arc ho ns live in the H ouse of Know ledge. Th is plane
possesses a stro ng tie to rruenarne magic .

Th e mi ssion of a word arch on is to protec t such noble
concepts as "virtue," "goodness," and "char ity:' Using the
power of rruennmes, they travel far fro m Celestin to make
sure such words inspire the good~l;;;rt;d eve rywhere-and
evildoe rs th at face th e wr ath of a word archo n's voice raised
against them ,

\Vord archo ns believe that t ru ena rue magic is the most
pure and perfect form of expression , Th ey treat it as some
th ing sacred and holy,They view rhose who per vert it, suc h
as logokron devils and garblers! as hideou s abom inations and
will arrack rhem on sight.

A word archon is about 7 feet tall and weighs fro m 150 to
200 po unds.

Wor d archon

COMBAT
A word arch on pre fers roprepare th e battl efield with a shad~

wave utterance, then spea k a reversed archer's eye ut terance
to protect itself fro m ranged attacks before swoopin g into
melee swing ing its +1 flO ly H/l1rh rH IltIlC rs. If foes are likely to
ret reat before its righteo us ons laught! a wo rd archon will
resort to reversed potent words of IHlrf uril'lg to deal dam age
frorn a d istance.

U tter a n ces (Sp ): Le xicon of the Evo lving M ind:
4th - potent It'ord oJ 1H1Tt l.lrillg ; 3rd-iIlCllY11 atioll o{ al1gels;

2nd-llTchcr 's cyt:', Lexicon of the Perfect ed Ma p: 1st-~IIOCk

waLle(DC 18). Tr uenamer level 10th .
Au r a of M enace (Su): A righteous aura surrounds word

archon s that fight or get angr y. Any hosrile creature with in
a 2oN foOl radius of an archon mus t succeed on a DC 20 w ill
save to resis t its effects. Those who fail take a -2 penalty on



Logokrond/!1!il

LOGOKRON DEVTL
SOCTETY
Logokron devil s are sche mers
who surround them selves with
min ion s, but regard ot he r logok-

rans as rivals. They seek to learn
rhe personal truenarn cs ofpowerful creatures

(often powerful fiend s and he roes from the
Mater ial Plane), then use th eir utterances to
bend these creatures ro th eir will. Becau se

they are eager scholars in the d iscipline of
truenames, rhey often travel the Material Plane to

"resea rch" the truen ames they know.

Symb ol of Pain (Su): The tattoo on rhe tongu e of a
logokron devi l is a cont inuously ac tive symbol of pain (as the
spell, DC 20).All baatezu h ave immunity to a logokro n de vil's

symbol of pain.
Su m m on Baatezu (Sp): O nce per day, a logok ron devil

can attempt to summon 1d3 barbed dev ils or one ice devil
with a 75%chance of success. Th is ability is th e equ ivalent

of a srh-level spel l.
Spell .Like Abilit ies: A, will- greater teleport (self plus

50 pounds of objects
on ly) , major image
(DC 20).

See in Darkness
(Su ): All baarezu can

see perfectly in dark
ness of any kind, even

that created by a decIle r
dark"", spell.

Skills: A logokron devil
receives a +10 racial bonus on

Truespeak checks (included in th e
statistics above).

LOGOKRON DEVTLS TN FAERUN
Logok ron devils reside in the Nine Hells. Many vent u re
to Toril for the rich resources usefu l for furtheri ng their
ambitions on Baator. Occasionally, a logokron devil will take
up residence in Tonl, either as part of a pact it make s or in
fu rtherance of its grander schemes.

LOGOKRON DEVILS TN EBERRON
Logokro n devi ls fight in the end less battle s on Sh avararb.
They can be mighty generals, bur th ey often focus on
conducti ng espionage and assassinating opposing leaders.
Th ey par ticularly hate word archon s and go to great lengths
to oppose th em .

Logok ron devils epitomize evil, mulice,
and scheming. Th ey're clever crea tures th at
lay long-term plans and work steadily an d
parienrly to ach ieve th em. Th ey delight in
learn ing the personal rruenames of [heir
foes, [hen torm enting th em or tu rn ing them
int o slaves.

Lesser devils, such as barbed devils , fea r and serve
logokron devils.They perform all manner ofservices for the
logokrons, including spying, fighring, and even meni al rasks
such as carrying messages. Most logok ron devils have one
or more barbed devils in att en dance at all rimes.

A logokron devil is about 10 fee' tall, weighs about 600
pound s, and speaks Abyssal, Celestial, Commo n, Draconic,
Ign an , and In fernal.

ThisJO lly-ar Hled rrcrrtnrewearsjc t-bla(f~

fIli i plate £11 ,,1carries a bloody halberd in
elterl pair of hands. Its wide longue falls
several it'et Ollt of its lIloullI, rcv£'tl/iug 1111

eltirilcJ r symbol lattooed 011 il-I1 s}'nlhol
I1lnl is painful to [,oaf;: at.

COMBAT
A logokron dev il observes its foes from a safe dis tance if it
can, using minions to learn wha t irs enemies are capab le of.
Th en a logokro n uses reversed l'I'1O rall' boosl to force some
enemies to Ilee , while barteri ng at others wit h reversed critical
words- ofil l/ r IllY/fIg.

Utterances (Sp): Lexicon of th e Evolving Mind:
5th- cn tical word of I1UrlllYing (reverse only), ]lJ"l'fl'rllatllml

cillri ly (DC 20); 4th-moraleboost (DC 20);2nd-llidde11Inll l1 .
Truenamer level 15th.

(+28 truename research), Knowledge (the planes) +26(+28
rruename research), Listen +23, Sense Mot ive +23, Spell
craft +28 (+30 decipher ing scrolls), SPOt +23, Survival +7,
Tru espeak +36, Use Magic Device +21 (+23scrolls)

Feats: Combat Casting, Improved Initiat ive, Mult iweapon
Figh ting", Obscure Persona l Truen ame, Personal True
name Back lash , Truename Research, '\XTeapon Focus

(halberd)
Environment : Nine Hells of Bauror
Organization: Solitary or cabal (1

logokron devi l and
ld3 barbed devils)

Challenge Rat in g : 14
Treasu re: Standard

coins, standard
goods, double items

Alignment: Always
lawful evil

_ Ad va n cem en t : 16- 33 HD
(Large); 34-45 HD (Huge)

Level Adj ustment: -

e,

,.,



Garble"

6 Preternatural clarity (reversed)

d6 Utterance
1 e s '" age reverse )
2 Mora e boost reversed
3 ernE r 'st versea
4 Greaters eed 0 the ze h r reversed

5 e re Iff re er e

Reverse Uttera nce (Su): As an imm ediate act ion , a
garbler can reverse any utterance from the Le-xicon of the
Evolving Mind that it hears spoken with in 60 fee t. The
target remain s the same, bur a garbler uses tht s abtllty when
reversing an utt erance would be advantageous to it. Thus, a
tru espeaker seeking to harm the garbler with a reversed Ivoni
of Ilur turing might inadvertently heal it instead. A garbler
instinctively knows how best to reverse an utt erance and
will never reverse a ben eficial utterance that targets it.

I mm un it ies : A garbler has immuniry to gaze attacks.
visual effects. illu sions. and other attack forms that rely on
sight.

Skills : A garbler never needs to make a Truespeak check
for its utterances.

GARBLERS TN FAERON
Most garblers reside in the Underda rk , wander ing the
endless caverns. Recently, it fen' captu red specimens have
entertained the Red \XfizardsofThaywith new opport unities

for magical experimentation.The Red \Viz
ards find truenam c magic a distasteful

th reat.

GARBLERS IN EBERRON
Garblers are native to the plane of Xorint, the Realm of
Madness. and gain the extraplanar subtype in Eberron .
Interestingly. 3 large number of them fi re fou nd in Xen'dr ik,
often in ruins of ancient libraries and other places of learn
ing!especially those that conta ined information per taining
to truename magic.

Small Ab errat ion
Hit Dice: Ilds - 66 (115hpj
I n i t iat ive : +6
Speed : 20 fr. (a squares), cl imb 20 ft.
Armo r Class: 21 (+1 size, +2 Dex. +8 natural), much 13.

flar-foored 19

Base Attack/Grapple: +8/+~

Attack: Bite - 12 melee (ld6)
Full Attack: ~ bites - 12 melee (td6)
Space/Reach : 5 ft./5 ft.
Special Attacks: Random utteran ce, reverse utterance
Special Qualities: Bllndsigh t 60 fr., immuni ties

Saves: For t +9, Ref +5. w ill +8
Abilit ie s : SI r 10, Dex 15. Con 22. Inr4, \'('i s 13, Cha 13

Sk ill s : Balance +9. Escape Arti st +9
Feats: Improved Ini tiative, Improved Natura l Attack (bite).

Weapon Finesse, W'eapon Focu s (bite)
Enviro nment : Underground
Organ izat ion : Solitary
Chall en ge Ra t ing: S
Trea sure: None
Align m en t : Always chaotic neutral
Advancem en t : 12-1 6 HD (Small); 17- 33 H D(Medium)
Level Adjust m en t : -

A horrilJll', gil1bl.'ri llg maH of flesh (l lId Iccl lJ hahh/('s inmll L'r
l'lltl)'. A ll ll(CllSioll lll H'ord of power i ~ tlinw sl tl i 5 ( l! rn i b lt~ llJIJ id ti ll'

cQ(~ph O I1 Y, . - -

A garbler is a night marish creature [hat ruth lessly at tacks ~my

living creature tha t it senscs. lr moves in an eeri e,d isjoi n ted

ma nner.as it lunges severalof its rnourhs in a direction. bites
at the ground or walls, and drags its body beh ind it.

Scholars have yet to reach a consensus on the orig in of
garb lers. The most popular theory is that the first garblers
were embryon ic gibber ing mouthers warped by powerful
truename magic.

A garbler is about 3 feet long and weighs 40 to 50

pounds.
Garblers do nor speak or understand any language.

Even telepath y powers fail to produ ce mean ingful
communication.Th ey are quite insane.

COMBAT
Agarbler is bl ind. but ir can sense.
foes nearby using its blind
sight. O nce it detec ts prey.
a garbler rushes to attack
rhe nearest creatu re wi th its
many,g nashing mouth s.

Random Utteranc e (Su): Every round as a free action .
amid its garbled babbling, a garbler speaks one word of
power. This ut terance affec ts one random target
wi thin range.

--:--::-:-:- --!.,jGu.::lJARBLER
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COMBAT
A loquasphtnx on ly usually

attacks when force d to do
so-or if ano th er creature has
something if wants, whether
food, money, or mos t especially,
in formation. It te nds (Q beg in
combar from th e air, ci rcl in g irs
ene m ies at a range of 60 feet and
using utt erances on likely targe ts

W soften up its foes. A loquusphi nx
keeps irs tr uespeak inter rogation

abilit y active at all rimes, targeting a
different crea tur e each time one suc
cumbs to the effec t. If irs urteran ces
prove to be ineffective, or if a group

of foes cont ains a truespeaker capable of countering their
effects , a [oquasph inx resor ts to melee attacks.

Rake (Ex): +t2 melee, damage td6+2.
Tru espeech Interrogation (8\1) : A loquasphinx is a

master of'Truespeech. and bombards its prey wirh a co nfus
ing barrage of riddles posed in the purest oflang uages. Each
rou n d as a free action, a loquasph tn x can pose a quest ion
in Truespeech to a creature within 60 feet . Whe rher th e
creatu re knows the an swer [Q th e ques tion is irr elevant.
A loquasphinx's words, couched in Truespeech , are filled
wit h power, and if the target creature does no r succeed on

an d add ing to rheir Truespeech vocabularies. Mostl y,
loquasphinxes seek to be lef alone, but they can be roused
to pursue any rare collection of knowledge, whe the r boo ks
or a particularly learned individual.

Un like some othe r sph inxes. loq uasph in xes come in
both gender s. They need nor seek out an and ros ph tnx

or gy nosph inx (Q m ate. They are also connois
seurs of good conver sation, and many conflic ts

with loquasph in xes have been aver ted by wise
crea tu res rhar have been wi lling to share an

interesting ane cdote or piece of informati on .
Some loqua spb tnxes are even sough t ou r for
their tremendous knowledge and wil lingness

(Q iden tify magic item s using their I1 nalyze
item ut terance. Even th e mos t fr iend ly of
loqu asphinxes is typica lly unwilling to allow

anyone free access to its abili ties , h owever,
and th ese creatu res are com monly k nown
to acce pt large br ibe s-c-alrh ough bribes of

k nowledge and information are more read ily
accepted than those of gold or valuab les.

A loquasphinx is around 9 feet long and weighs
be tween 500 and 750 pounds. It speaks Com mon

and up to six other lang uages , which vary
with each i nd ividua l l oqua~h i nx.- -

LoqUtl spbill.\·

Loquasphin xes are rare creatures,and they are avid students
of Truespeech. They spend most of the ir time in aeries on
deserr plateaus or hills, studying the world around them

A muscular, leonine creatll re [Vall tl strangely Itr!1Hl1Il

face regan-IsyOH with HIICCl HHY illlefligt'I'JCc. ItsLlrge bodyisbrollll! ,
hutdow,1itslctlgtll yOH 5('C 11arr01.v, J~l i l1 L bl1/'l dsOJMllcJ~ . Tiuolargt'
feath ered wingsgrow behind its sholllden , and ilhas ecr;r greell
eyes. \'QhCll i t or ens ih mO llth, YOll haveDilly 11 mnm cuf to rcgimJ
its dllggcrWw t('dh L1cJorc it bcgim to sl'cah- l1l1d you frel Ihe
sfrucll l l'C oftile world begjn to prl'55 in with bcwildrriJlg rapidity
all your$uddcnly fragi/cmind.

__----:-__LOQUAS£HINX
Large Magical Beast
H it Dice: 11d8+44 (93 hpj
Initiative: +1
Speed: 40 ft. (8 squares), fly 80 ft. (poor)
Armor Class : 22 (- 1 size)+l Dex. +12 natu ral), touch 10,

flat-fo oted 21
Base Attack/ Grap

pl e: +11/ +20
_~_;Attack : Cl'!Y:'.:!:15

melee (ld6+5)
FulJ Ar rack: 2 claws

+15 melee (l d6+5)
and bite +13 melee

(l d8+2)

Space/ Reach: 10 fl./5 ft.
Sp ec ia l Attacks : Pounce,

rake, Trues peech in ter
- - roga tion, ut teran ces

Sp eci al Qu alities : Dark
vision 60 fLI low-light vision

Save s : Fort t l l, Ref "",Sl w ill +7
Abilities : Str 20 ! Dex 13, Can 18,

Iur 22. \V is 141 Cha 15

Sk ills: Concentration +18 (+22 speak
ing defensively), Diplomacy +18,

Knowledge (any two) +20 (+22
tru ename research), listen +16.
Sense Motive +16, Spot +·16,

Truespeak +24
Feats: Combat Casting, Iron \'Vill l

Mulr tatrack ,Truename Research
Environ m ent : \\7arrn desert s
Organization: Solita ry

Ch allenge Ratin g: 8
Treasure: Standard
Alignment: Always neutral
Advancem en t : 12-16 HD (l arge); 17- 33 HD

(Huge)
Level Adjustment: +6 (col-orr)

..,



Tills tw i~ l c (i erea luri' ClppellrSalmost
skeletal, so light is ils grayish )11'511

draWl! across its bones. Afore s l rH~ i t1g

than itsphysical appl'Cln1 l1ef, hOWel !CT,

is its voice, as if gibbas and coos ill
HIt' a",it?uf rhythms of SOUl!.' fo rgotten

tongue. EMil s)'lIablt' is 11 visceml lOl/ch

of lIufctteri'd cd l, 11 n'millrler of JJll in IOl1g
forgotten.

Painspeakers are tw isted undead crea tures with sicken
ing gra)' flesh drawn right over rheir bo nes.They were once
hu manoids who die d with some im portant message left
unsaid, wheth er a courie r wh o failed to deliver an entreaty
for peace, a ho peful lover wh o fai led to spea k her heart, or
a witness who failed to step forth and speak the truth . For
these crea tures, dea th and the failure ro speak were the same
anguish . Having risen because of the tort ure-d words that
t hey failed to utter, painspeakers now give voic e to their pain
in Tru espeech , blight ing the lives of others with the power
of the spoken word .

Me dium Undead
Hit Dice: 6d l2 (39 hpj
I n itia t ive : +3
Speed : 30 ft. (6 squares)
Arm or Class: 20 (+3 Dex, +7 natura l), touch 13, flat

footed 17

Base Attack/ Grapple: +4/+7
Attack: Slam +7 melee Id8+3

Fu ll Attack: Slam +7 melee Id8z.3
Space/ Reach: 5 [t./5 ft.
Special Attacks: Uttcm" ce of pai"
Special Qualities: Darkvision

60 ft., undead tra its
Saves: For t +2, Ref ....5. Will +7
Abilit ies : Str 16, Dex 16. Con

-, Int 6, \X'i s 14, Cha 15
Skills: Spot +II , True

speak +1 7

Feats: Cleave. Improved Natu
ral Arrack (slam), Power
Attack , Recitation of th e
Fortified State"

En v iron m ent: Any
Organ izat ion : Solit ary or

cabal (2-6)
Cha ll en ge Rat ing: 4

Tre asure: Stan dard
Align men t: Always neutral evil
Advancemen t: 7-12 H D

(Med ium); 13- 18 HD (Large)
Level Adjust men t: -

LOQUASPHINXES IN FAERUN
Loquasph in xes are most commo nly found in the deserts of
Mulhorand and Anaur och. According to rumor, they g uard
several ru ins in Rau rln . th e Dust Desert . Ve laqu aterarurin.
a 7l h~Ievelloqua sphi nx tru enamer. makes its home in An au
roch among th e Sci mitar Spires.

LOOUASPHINXES
INtmERRON

Lcquasph inxes inhabit
the desert s of Xendrik.
A few ca n also be found
in the Blade Desert of the
Talents Plains. One half
ling tribe. the Charharon,
form ed an am icable all iance
wit h a loquasphinx named Sther
avimalquararam . \X'ord of
th is passed at a gathering "/ Vi!J:(A)

of laths in Catherhold. and
all Talenra halflings know to
respect (and avoid) loquasphinxes.

a DC 17 \'{' ill save, it is confused for 3 rounds. The save DC
is Chari sma-based.

A crea ture with ranks in Tru espeak can attempr ro cou n
terspeak ro negare the effec r of th is abi lit y. as descr ibed on
page 234. ln addi tion, a crea ture wirh Truesp eak can choose
to make an op posed Truespeak chec k in stead ofa Will save,
att empting to ans wer rhe loquasphin x's ques tio n instead
of sirnply resisting its po tent magic.
If the crea tu re's check is higher
th an that of the loquasphinx .
it is completely un affected by
rruespeak interr ogation.

Utte ra n ces (Sp): Lexicon of
the Evolving Mind: 4th- spell
rebJl·tJl; 3rd-Hlo,lr rl1tc 1V0rd of 1111 r·

lu r i ll g; 2nd-sI'et",l 0'£ the uphyr;
15t- kl1 ight's llllissl1 l1ce. Lexicon
ofrhe Crafred Tool: 2nd-agitate

- Ul t'tal, j11J ll /yu ifrtu. Lexicon of the
Perfected M ap : ISl-,llOCk
wave.Tr uen amer lev el LOt h.

Skills: Loquasphin xes
are natu rally more in touch
wi th the truenames of rhe
world, and receive a +4 racial
bonus on Tru esp eak checks
(included in the statistics
above),



This secti on details two im port ant organ iza tions associated

with truenam e magic.

ENTRY REQ U I REM ENTS -
Skills: Knowledge (histo ry) 3 ranks. Truesp eak 5 ranks
Feat: Skill Focus (Truespeak)

Fou nded by maverick illurmans (from the RaU5of De5tiny
supplement), th e Collec tors are hoa rders ofwords, especially
words of Truespeech. They scour the planes for old tomes.
rumors, and scro lls. When they find a truename or rruename
component, they add it to the Lexicon of Na mes-a defini
tive and invaluable co llect ion of truename s,

COLLECTORS

Though all Collecto rs work for th e sam e ends! the gro up
features a var iety of di fferent roles. Diviners and some clerics
locate vari ou s treatises on truenarning, using spe lls suc h as
routnct ether plltlle, li!uilll1 tioH, and loca te object to track down
rare romes. Rogues infi lt rate protec ted sanctuaries to borrow
or other wise steal the information, wh ile rruenarners bri ng
to bear their uncanny skill with true name magic to learn and
apply the knowledge of th e uncovered names to the benefit
of the larger organi zation.

New Colle ctor cand idates mus t deve lop a modi cum of
proficiency with th e Tru espeak sk ill. The organi zation
ex pec ts candida tes to master several ph rases ro be usefu l.
Developing othe r sk ills, suc h as advanci ng magical sk ills, is
also a bonus.

" \Voras arc amoral. It i5 tlreir5Jll'akcrs f!tllt cH'C good or evil."

- Prekish Blackpennnnt

COLLECTOR BENEFTTS
Bein g a member of the Collectors provides access to di s
counted goo ds and stores of info rmation .

The Collec tors bave a diverse and well-funded const itu
ency, so the organization charges its me mb ers 75%of the list
pr ice for any magic item purch ased directly from the group.
In addi tion , [he Collectors pay a bounty on newly d iscovered
co llec tions of rr uennme lore, usua lly 50% of its value) bu r
sometimes up to 75%.

JOlNTNG THE COLLECTORS
An yone with passing interest in truenames can find a place
among rhe Collectors of the Lexicon. Most collectors are tru e
namers, though wizards! clerics, and monks also turn to the
Collectors ifll;ey are committed to the organization'sPll~S~:""
or if they hope to gain some thing from th e relationshi p.

TRUENAME
ORGANIZATIONS

,i;'" •

A pai nspeaker resembl es the person it had been when
alive. Someone who knew the painspenker before its death
mi ght recogn ize it w ith a DC 20 Spo t check.

A pai nspeaker spe aks the lan guages it k new wh en alive.

PAINSPEAKERS TN EBERRON
The Mour n laud is hom e roa number of painspeakers.. many
of whom died all the D3Yof Mourn ing. Elsewhere in Khor
vaire . painspeakers are rare , bu t rhey have been encountered
in all the Five Nat ions. No record exi sts of any creature
exactly march ing the descrip tion of a painspeaker befo re
th e Day of Mou rn ing. Many believe rhar the magnitude of
the tragedy- whi ch lef t so ma ny words unspoken- created
this new creature.

PATNSPEAKERS TN FAERUN
Pain speakers have a long his tory in Faerfm. They're rare
creat ures, often connec ted to importa nt even ts. About a
century ago, Ankandara.n beautiful su n elf cleric, officiated
over the temple ofSune in Waterdeep . Many ofthe congrega
tion atte nded services w ith the dual pu rp ose of hon oring
th e goddess and appreciating th e g race and beaut y of her
cleric. One such parish ioner was a shy mngcr nam ed Erdwiu
the Silen t. Erdwin spen t much of his ti me in the wild, bur
wou ld ofte n return [Q t he ciry. Month after month , he tried
to work up the courage to declare h is devoti on to Ankandara
but failed. Du ri ng rhe last rage of dragons, he died when his
cop per drago n al ly went berserk. Erdwln's deep, undeclared
love caused hi m 10 rerur n as a palnspeakcr. The dragon 
mauled co rps e fought its way to the Temple of Sune , killing
several people who t ried -to stop it. 11 ram paged unt il t he
com motion drew Ankandaru's att en tion. Up on seeing her,
it whispe red , "Ankandaru , in tr ut h i t was you I came here to

wor ship, nor Sune ,' and then crumbled to dust.

COMBAT
In th e first round of combat, th is fou l creatu re speaks its
vile ut terance, vom iting for th its perversion of rhe power
of Truespeech . It rhe n uses th e Reci tation of the For tified
Stareand the tot al defen se act ion coprotec t itself from harm
unt il it can us; irs utterance once more, Even when ta king
the total defense act ion, a painspeaker moves aggressively
toward ligh ter armed and armored creatures, hoping to
force them inro provoking attack s of oppor tunity when

th ey move away.
U t tera nce of Pai n (Sp): Once ever y 3 rounds, a pain

speaker can use a reversed 1I1odemfe II/oni of I1I lJ"t ll rillg

utterance as aeth-level truenumer. Unli ke normalu ses ofan
--lltterance, thi s ability is not subjec t to the Law of Resis ta nce,

so repeat uses in a day do not add 2 to the DC ufirs Truespeak
checks.

Sk ills: Pain speaker s have a +10 racial bonus on Tru espeak
che cks.

.
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COLLECTORS IN THE WORLD
" CO{l ~ 1 mnstcrs, Jilt? Collee lors. Sure, lVll(~ t1 it comes rignt
dowl1 fa it , they're Illi cvcs• , . hut (11(' 11, who im't?"

- Lorgoal Habsna th. Collector info rmant

RESPONSIBILITIES
M embers are exp ected to serve the interests of the
organ izatio n first, to embark on at least [our m is
sions a year, and to don ate 10% of th ei r treasure to

the cause.

see you as an ene my.As a me mber, you are expec ted to goon
mission s, eac h more di fficult th an [he last. to recover more
truena me lore to add to the ever gro w ing Lexicon .

Being a par t of the Collectors necessitates an understand
ing ofTruespeak. Even if you don't advance in the tr uenamer
class, yOll sho uld still devore rank s to the Truespeak skill.
Don 't neglec t movement skills; h igh ranks in Climb, jump,
and Swim allow you to access well-protected lore held in
hard-to-reach places. Invest in magic items th at conceal you,
aid in movem ent, and augment your Truespeak abili ties.

T his organizat ion is a use ful mech an ism for
in troducing rru enames in to an ongoing campaign,

Perhaps the PCs recovered a w izard's spe llbook that also
co ntains important t ruenn rne eleme nts [be Colle ctors
want. The tr uenamers might try 10 purchase the spellbook
or maybe eve n stea l it. Th e Collectors could also serve as a
source of info rma tio n. As sages. they are wirho ur peer, well
versed in a variety of subjec ts g iven th eir bro ad exposure to
ma ny different k ind s of infor mati on. pe s can contact th em
for a var iety of reason s, from looking for com maud words to

activate magic items or finding the rruename of a dangerous
nemesis.

MISSIONS
The Collectors send operat ives to follow up on leads and
rumors of new sources of rruena me magic. At low leve ls,

much of what you do is in vestigate these leads, tracking
dow n loose bit s of legend to loca te a particu larly

useful tome, talking with contacts, sym pathizer s,
and othe r agents who work on behalf of the orga
n ization. As yon gain levels and pro ve yourse lf_

the leaders ask you to undert ake dangerou s mis
sions to retr ieve tex ts co ntaining various rruenames.

The more success you have, the greate r your prestige
and access to the orga nization's co mbined lo re.

ORGANIZATION
A gro up of il lurntan rruen amers abandoned [heir people's
wayof life to develop a deeper unde rstanding ofthei r origins.
To achieve their ends, they established a group to develop
a master language. a lexi con of trucnames. Hav ing access
to these words enables Co llec tors to draw upon an in cred
ible resource and be th e uncontested mas ters of tr uename
magic.

Symbol of tbe
Col1ector; oftbe

Lexicon

Being a Collector grants access to the hundred s ofvolumes
th e organization has have at its di sposal. A ch aracter using
a Coll ector lib ra ry as a resource ga ins a +t d4 ci rcu msta nce
bonus on assoc iated Knowledge checks.

Collectors ma ke extensi ve use of th e Tru espeak skill,
bringing to bear an impressive arsena l of truename
effects. In all,Collectors engage in defensive battl es,
fighting JUSt long eno ugh to spirit away the lore th ey
acquired or to ju st simply survive to make anothe r
attempt at taking the information later. Th ose mern
bers who are not truen arners lise h ir-und-ruu tactics ro
allow rru en am ers, and othe r im port an t members, to

make a quick escape.
W hen they must fight, Colleclo~ h-;ve a goo d mi x

of members, often using IWO or more monks, a
rogue, and a tr uen uruer to anchor .1 un it. O ne
monk always pairs wi th a rogue to lh nk a foe and
enable the rog ue to make use ofsneak attacks.The
other monk prorecrs the truenamer whi le he uses
Truespeak to attack the remain ing foes.

In larger conllicrs, rrue namer Collec tors fight in
pai rs, while mon ks and rogues team up [Q elimi-
nate heavy hitter s. Spellcasters on the Collectors' side favor
defensive spells to protect the truenaruers wh ile pro viding
enfi lad ing fire to protect the me lee co mba tants.

PLAYING A COLLECTOR
Every thing revolves around the words, all words-big words,
l iulewords, powerful words. Your job is to find them so your
companions in th e Collectors can use them. Youwouldn't be
do ing this if you didn 't already have a love of language, but
who knew the power to be held in names?

The Collectors gave you a chance to play w ith nam es and
words, to track down an elu sive noun, couple it with a power-
ul verb, and have a litt le fun along the way. Each time you go

out to find a name, it's both fam iliar and new, You've done it
doze ns of time s, bur each time, you face new cha llenges,
new threats , and ofcou rse, new words.

ADVANCEMENT
The Co llecto rs are an ope n society, welcoming any who
would assist them in acqu iring new sec re ts of rrue name
magic. It doesn't matter if you're a full-blow n rruennrner or
just a dabb ler- th ey wi ll rake you. O fcourse, th ey do n't take
fools, sabo teu rs, or trai tors, so they put yOll th rough a care
ful sc reening pro cess to assess your talents with Truespec k.
Overseeing these examination s is a Spea ke r;a high-ran king
member within th e gro up. If he finds you worthy, he spon
sors your membership.

As a member, you ga in [he cha in of knee..-ledge, a fine
mithral necklace (wort h about 500 gp) carved wi th illu mian
s lgils (see Ram afDrstilly, page 53).The chai n itself is a symbol
of your loyalty and com mitm ent to the crganlza rlon-c-sellin g
the chain is an act ofberraval, and the Coll ectors forever after

CO MBAT



NPC REACTIONS
Mo st see collec tors asjust anot her fri nge group ofspellcasr-

__ers, driven by some esoteric need to hoard old and bori ng
book s. However, because the Collec tors stea l as often as
th ey buy, many scholars and wizard are suspicious, even
unfr ien d ly, toward the g roup, and rebuff dea ling w ith irs
mem bers. Truenamers, on the other hand , see the Coller
to rs as a useful resou rce, so are ofren frie nd ly. t\ rruenarner

who has bee n the victi m of a Co llec to r rhefr is hostile and
artacks on Sigh t.

I'·I . ~
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Leadersh ip in th e Collec tors is closed to all bu t illurnians,
[hough th ey offer memb ersh ip to cha rac ters of an}' race.
Th ese members oversee missions, serve as advisors £0 the
gover ning cou nci l. and mana ge th e treasu ry and other
admin istrative depart ment s.

Th e reason for the exclusion ofothe r races from rhohighest
ra n ks in side the group is that the illurnian founders believed
in a fund ament al link between th eir sig ils and Tru espeech.
Though the Cabals denied an y con nec tion, ea rly iIIum ians
rejected th e beliefs of their people, setring ou r to recover as

many names-as they co uld and co mplete an author itative
source of Tr uesp eech. O ther races can not u nders tand the
importance of th ei r mission, and so t he counci l conceals its
motives behind a facade of commitment to the st udy and
furtherance of truennming.

COLLECTOR LORE
Cha racters wit h ran ks in Know ledge (h isto ry) can research
the Collectors to learn more about the m. \Vhe n a character
makes a skill check, reado r paraph rase the following, includ
in g the info rm at ion fro m lower DCs .

D C 10 : Ifyou have a strange boo k, chec k with the Collec
to rs fir st. They pay pre mi um pr ices.

D C 15: Th e Collectors are not ro be trus ted . [f you won't
sell some th ing they want, they will just take it from you .

DC 20 : Collectors ate on ly in terested in books co ntaining
Truespcech: they don 't care one wh it abo ur spellbooks.

A succe ssfu l DC 20 Cat he r Informat ion check wil l reveal
if Col lectors are present in any given co m m uni ty,

COLLECTORS IN THE GAME
Collec tor s are always on (he look our for new truenarues and

new information about Truesp eech , so Co llector pe s are
easy to in corpo rate in to all ongoing campaig n. The Collector
can per iod icall y meet with the leader s in th e organ izarion
to exch an ge in formation o r to [Urn over collected work s
useful to the group.

If one of your PCs is a Co llec tor, ma ke sure you in clude
plenty of hooks and leads [or adve ntu res that dea l w ith the
goa ls and mot ives of the orga nizat ion . Provide clu es to th e

locat ion ofcert ain manuscripts or include truen ames as pan
of an encou nte r's tr easure. At higher levels, the character
mi ght have more respon sibilities to the org an ization, pe rhaps
even ma king decision s that affect the en ti re group. The PC

still adventures, tho ugh she shou ld at least be tangen tia lly
con nected to the organizat ion's larger goals.

ADAPTATION
Collectors need not be co n nected ro truename magic .
Instead, they could be after ancient arcane lore. In the

EUERR0 l': set ti ng, th is group could be a sect of th e Arcane
Congress , searching th e face of Eberron for ins ight into the
mag ic of different eras, possibly even looki ng into the calam
ity tha t created t he Mournl and. In [he F ORGOTTEN RE:\L\t:'

setting, the Collec tors m igh t be an outg rowth of the Red
W izards who saw power in truena me mag ic and the refore

acquire any information regardingTruespeech th at they can
get th eir hands on.

SAMPLE ENCOUNTER
If the PCs encou nter a Collector in the m idd le of an adven

lu re, the Collecror is likely to be on th e sa me t rai l as they
are- hunti ng for rhe lost scrap of informa tion. To make the

mos t use of th e Collec tors, have the Collector suspect the
PCs have someth ing im portan t in their possession pivotal

to a particular phrase in Truespeech (regard less of whe ther
it is or is nor ). The Collector might approach the cha racters

and be wil li ng to pay for rhe object . If th e)' teb uffh irn , he's
g uarant eed to come back b ier and att empt to stea l it.

EL 6: Prekish is a perfect agent for the Collectors. AWJre

of the inner circle's goal s, he's co m mi tted ro fi nding a link
between Tr uespeec h and the il lu m inn slgt ls. H e stea ls,
bribes,or k il ls to get-what he wants. Use h im as a co n rin u lng
adve rsa ry and foil for the PCs.

PRE KISH CR 6
Male iJiumian true name r 6
N Med ium hu mano id (human )
Init +1; Se nses Listen +1, Spot +1
Languages Com mon, Draco nic, Dwarve n, f lven

f
Jllumia n

AC 15, touch 11 , flat-footed 14
hp 23 (6 HD)
Fort +5. Ref + 4. Will +7 ; +2 on saves agains t s ha dow spe lls

Speed 30 ft. (6 squ ares)
Melee dagger +3 (l d4-1/19-20)
Range d + 7 light crossbow +6 (l d8+1/1 9- 20 )
Base Atk +4: Grp +3
Com bat Gear potion ofcure ligh t wounds
Utteran ces Known (CL8th):
lexicon of the Evolving Mind

3rd-energy negation
2nd-hidden truth, lesser word ofnurturing, speed af the

zephyr
1st-defensive edge. inertia surge

Lexicon of the Crafted Tool
, st-keen weapon

Abilities Str 8, Dex 12, Con 10, Int 16, Wis 13, Cha 14
SQ final utte ranc e, glyphic resonance, knowledge focus ,

known personal truename, lum ino us sigils, power sigils
(Krau, Naen )

Feats Combat Cas ting. Great Fort itude, Skill Focus
(Truespeak), True name Research's"
*New feat described on page 229.



Skills Concentration +9 (+13 spea ki ng defensively),
Knowledge (arca na) +17 (+21 true name research ),
Knowled ge (religion) +14 (+18 tr ue name research),
Truespeak +20 , Use Magic Device +5

Possessions com bat gear plus mithral shirt, dagger, +1
light crossbowwith 20 bolts , lesseramulet ofthe silver
tongue*, cloakof resistance+1, 100 gp
* New item described on page 263

tl W'e see '~ /f ie trlfe »tousrclt. ThrMlgh his jnstire, 11IallJdn tl shall
prosper."

-Religard, Philosopher

- the Kingma kers are a group of truenamers an d philosophe rs

who exist to for m the ulti mare gove rnment. Th ey hope to

fi nd a person worthy, in their eyes, to establish a new law,
one that unites the idea ofjus t gove rnment with those t hat

~ curren tly exist. Th is pe rson , they believe, will rule as a phi
losopher-k ing and found the perfect sys tem of rule. Under

hi s benevolent guidance, all suffering, war, and calam ity
w ill end.

As adventurers, kingmaker s ofte n secre tly watch those
whom th e organization thinks have the pote n tia l to be tr ue
rulers. pes wh o are Kingmakers mig h t be assigned to keep
<Iyoung prin cess safe or rescue ,I p rince who 's been captured
in batt le. Ir's pos sible th e King make rs m ight sec retly be
watch ing one or more of the pes, ready to pro vide assistance

when th ings look dire.or pe rha ps subtlv'resung" the m w ith
period ic challenges to see if th ey're truly worthy.

JOIN IN G THE KINGMAKERS
Bein g a kingm aker requires a logical m ind , an appreciatio n
for orde r, and dedica tion to the ideals set forth bytheir found
ers. Most ki ngma leer s are lawful truenamers, bur their ranks
include mon ks, pa ladin s, wizards, an d clerics.

ENTRY REQUIRE ME NTS

Alignment: Any lawful
Skills : Knowledge (nobility and royalty) 6 ran ks, Truespeak
6 ranks

Ttuen amers lead th e Kingmakers, guidi ng the members
reward the actual izat ion of their mission . Wizard s- oft en
di vi ners- and clerics use di vin ation spell s to follow
bloodlines and carefu lly guide prospective ru lers tov..ard

the philosophy underpinning their organiza tion. Com bat
oriented characters, suc h as monks and paladins, instruct
you ng aristoc rats in the battle, while teach ing them to apply
th e di scip line learned th rough combat forms toward their
lives as leaders.

To join th e Kingmake rs, you need an unders tand ing of
th e theori es of'Truespeech , represe nted by so me proficien cy
with the Truespeak ski ll . You also need to be familiar w ith
nob le bloodli nes and the relationship between various noble
houses w ith in particu lar na tio ns wh ile being awa re of how

various k ingdoms interact. Once you join the Kingmak
ers, you are assig ne d to an advisor, usually an established
member, and assist her in the de velop ment of young ari sro
crats, learn ing how to g uide without lectur ing, hO\vto teac h
and ins ti ll the lessons ofjust rule without p reaching. \X1hen
adequat ely prepared , you are free to enter the world in search
of you r own king.

KINGMAKER BENEFITS
The Kingmakers are a wealt hy and pr ivileged organt~~ti<?nJ

recog nized by the lords ofmany lands 3S sources ofexce llent

and honest advice. As a resu lt , Kingmakers must do their part
to en sure tha t the reputation of the organ ization remains
intact while ca refu lly fur thering their agenda.

Kin gmakers with a position in a nob le's court receive a
stipend of 10 0 gp per month. Those not serv ing a noble or
other prospec t in particular receive 5 0 gp per month from
their orga n ization until such time tha t they enter a lor d or
lady's serv ice . The orga n ization ex pec ts the money to keep- 

the k in gmakers at an acceptable comfan level, providing
adequate funds for food and clothi ng appropriate to the ir
station.

The k ingmakers keep ex tensive records on lineages of
the vari ous nobl e families. Kingmakers wh o access th is
informat ion recei ve a +4 bo nu s on Knowledge (nobility an d
royalty) checks . In addit ion, wizards and clerics in ser vice
to the Kingmakers provide free d ivination spells as long as
they relate to the part icular nob le a charac ter serves.

Since many lands recognize the wisdom of the King mak
ers, few lords refuse members of the group from their courts.

Kin gmake rs can immed iately gain an aud ience wi th nobles
who are aware of th e organiza tion. Almost every noble
wou ld like Kingmake r he lp) and hopes for the impr imatu r
of worth iness that the Kingmaker s can provide.

When working with a particu lar aristoc rat , a Kingmaker
usually ga ins a title equ ivalent to a count (or th e land 's
equivalent). I n some cases! these titles come with lands and
perhaps even a house, though no t always (it depends on th e
n ation's wea lth an d avail able lan ds).

PLAYING A KINGMAKER
You have access to the in ner cha mbers ofthe most importa n t
people in the land. You have a ru ler' s ear and can in fluence
her actions, gu iding he r to become a be tter monarch . Even
with this grea t power, you are never tempted to exploit the

relationship you have with your liege to atta in power, wea lt h ,
and status , for t hese are no t your goals. Rathe r, you wa nt
all pe opl e to live well. To ach ieve th is end, you must find a
proper leader .

I t was a g reat ho nor to be accepted by the Kingmakers.
Youspent years research ing ge nea logies and the lang uage of
Truespeech, all to gain 3 p lace among those you spent you r
life idolizing. Now tha t you're he re, the prest ige an d g lory
has worn off and the ted ium of dealing w ith ungratefu l
baro ns, sno t-nosed lord lings. and brat pri ncesses takes irs



roll. Still, the vision of a better world impels you, giving you
th e pat ience to persevere.

laking a slew of other mundane matters.This is only part of
being a Kingmaker. Often you have to get your hands dir ty.
You might have to follow up on a lead about a particular
conspiracy or find a c-ure for a poison tharsomehow slipped
past you and now threaten s your pupil. A s the young lord
grows in to hi s position, you migh t be a part of a de legation
to ano the r nation, perhaps serv ing as an envoy or maybe
even a spy,

KINGMAKERS IN THE WORLD
"Honestly? I don't tYll5f !Jlmt. Kingnlilkns se rve fat" too 1thlJ1y

masters for tlt1y one oftllml to be loyal to my SOH."

- Duke Harold IV

A Kingmaker is useful in many ways in you r campaign.
She can serve as an N PC advisor to no ble-born pes or as a
counse lor to an important and influ em ial lord . A Kingmaker
might serve as a portal to gai ning a particular lord 's ear,or as
a barrier, screening access and preven ting anyone she does
not trust from contam inating her charge. \X'hether as ally
or nem esis, a Kingmaker is a perfect addition for any game
featuring both truen ame magic and the courts of noble s.

ORGANIZATION
The Kingmakers work closely rogerher ro manage blood lines
to produce the ultimate ru ler. All me mbers report ( 0 their
advisors-representatives of the larger body th at d ictates
wh at the group do~s-bllt the sheer var iety of nations,
nobles, and blood lines occasiona lly creates interna l tension
as members advising one assignment come into con flict with
ot her members and their cha rges.

Kingmakers rarel y meet a member of the organization's
ru ling body.The y are so remote and removed from th e agents
tha t man y Kingm akers wonder if th is leadersh ip even exists,
despite assu rances to the cont rary by the advisors. Doubters
exist even among the se higher-ranking agents, for no advisor
has ever met a founder, either.

Legend holds the Kingm akers were founded in response
to calamity resulting from the ambition of bell icose lords.
Having witnessed th e dest ruction of all the nations involved
in an ancient war, a group of philosophers, theologian s, and
prominent leaders met to find awa)' to prevent such con flicts
from occ urring again. The scholars st ud ied th e lore of thei r
faiths and brilliant m ind s of previous gene rations, bur ir was
to no avail. Th ey could nOI agree on a solution, for it seemed
in humanity's nature to argue and squabble. Disgu sted with
them selves and the ir failu res, the th inkers readied ro leave,
when one among th em spoke."The problem lies in achieving
a consensus. Tru e decision can only come from one voice."
Naturally, the rest argued, claiming what the speaker pro
posed wns ryranny.an inju st ice of rhe worsr kind. Bur others
S3W value in this idea l, and so the y concluded that wh at the
world needed was a uniting figure, an individual who could
draw all the civilized nations together and bind its various
outlooks un der one rule of law. The question th en beca me

COMBAT
You are not necessarily a warrior-you are an advisor and
an agent. You leave batt les to those trained to figh t them.
Let the cour t wizard deal with th e conjured demon and the
guards handle th e unruly gue st. Your dut y is to guide your
assigned noble to reach hi s pctemial-c-wherher th at potential
is met on the battlefield or in the hall s of power. ofcourse,
should th e guardians fail, you are willing to sacrifice every
thing-your life if need be-to protect your cha rge.

During an attack, your first objec tive is to make cer tain
your charge is safe. You direct your alli es to th e best posi
tions to keep the noble safe from ha rm. Keep abreast of
deve lopments in combat. Sh ould an opening appear in th e
lines of defen ses, you can be sure an assassin will try to take
advantage of it.

ADVANCEMENT
You th ought you knew everything there was to kn ow about
the business of politics, kings, and law. How foolish you
were . Soon after acceptance, you began the gauruler (what
the King makers cal l ini tial training). Every day,your instruc
tors expected yOll to recite th e fami ly trees of all rho major
fami lies relat ing to your upcom ing assignment, describe
the lines of succession , and detail how the law appli es EO

th e aristocra cy. Bur that's nor all. O nce you prove you have
the basics do wn, your advisor starts work on Ihe Intricacies
of Truespcech and how it applies to heady concepts such ::IS

justice , order, law,and honor. You have 10 exh ibit mastery of
th ese theories before they send you to vourc hcrge. Failureon
your part during the gauntlet means losing your membership
in the Kingmakers altogether.

Once you gradu ate, you move on [Q your assig nm ent.
Though rou know bett er, it seems as if th is spoi led brat could
never possibly be of any importance ro the Kingmakers.
The child (they're always ch ildren) pays no allen, ion '0you,
ignores your lessons, and prett y much refutes every thing
you say. In time th ough. your cha rge matures and Huns to

you as a trusted friend and con fida nt.
Parr of what it means to work in the court of a Ion! is to be

aware of imrigues and developm ent s before the y occu r. Don't
shirk your Knowledge (nobility and royalty) sk ill. The more

you know, the better prepared you are for the unex pected .
Bluff and Diplomacy are also vital skills for your job, and
when lying and friendly conversarion fail, it's good [Q have a
few rank s in Intimidate as well . Even with all the importance
on interpersonal skills, Truespeak is your most importan t
sk ill. High ranks and continued development in truen arne
magic allow you to protec t your ch arge even when the guard s,
court wizard, and all other safeguard s f.1il.

MISSIONS
It would seem Kingmakers spend all their days following
th eir assignments, lecturin g,advising, watching, and under.
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how to achieve this end, As a result of these meetings. th e
Kingmakers were founded.

Overthe followi ng centuries, the Kingmakers determ ined
the only way to avoid handing [he 'World over to a tyr an t
wou ld be for thi s ruler to embody [he ideals of virtue.justice,
benevolence, and compassion. Not sat isfied wi th character
trai ts, they desired a mo narc h who would literally reflect
these ideals. The langua ges of th e Materia] Plan e. (hey felt ,
reflected on ly a corrupted for m of these traits-the words
did not embody the absolute purit y of th e conce pts. As a
result . they embraced the use of rruename magic to aid
their goals. The founders believed that by en han cing thei r
charges. magically "feedi ng" them these concepts in the true,
most pure langu age in the mulriverse, they could eventually
<l ch levc th e ruler who embodied the ideas as purely as th e
words in Truespeec li.

The Kingmakers established them selves
3S advi sors ro the noble-blooded descendants
From. the earliest families, serving 35 advi sors
and cons ult ants, teac hers and con fidan ts.
Through their positi on. they could arrange
marriages and all iances. all to serve rhe greater
end of achiev ing a tru e and lasti ng peace.

Yet as the founders realized, diss ent and
conflic t are human traits,and not much can be
done to quell human Instinct. So the Kingmak
ers continue on JS they 31w3y5 have, receiving
in str uctions fro m the inner ci rcle, wh oever
t hey m ight be, through the mo uth pieces of
rhe advisors. Theories as to who really guides
[he orga nization abound. Apologists claim th e
council operates in sec ret to prorecr its leaders'
ide ntities, wh ile detractors sugges t th at no 0 11(' is at
the hel m, or th at whatever sends the Kingm akers
th eir orders is some dark force using the gro up for
irs own malevolent agenda .

NPC REACTIONS
People perceive Kingm aker s with a mixed sens e of respect
tempered with distru st . Natura lly. the lord assigned to a
Kingmaker is friendly or even helpful , bu t the same is nor
always true wi th th e other members of the court , w ho nre
typi cally indifferent. Such access as Kingmakers enjoy also
bre eds envy, so th ey must endure unfriendly stares and open
host ilit y. Common folk see Kingmaker s as a force for good,
fighti n~ tyran ny and champion ing peace, and are us uall y

fr iend ly.
The 'Kingmakers' opposition cons ists largely of those

wh o stand in oppos ulcn to th eir goals. This group includes
th ose from uncivilized and warlik e 1:1I1ds, especi ally savage
humanoids such as orcs and goblinoid tribes.Such characters
are always host ile. Stra ngely,elves and other free spiri ts tend
to oppoSt: Kingmakers as \....ell . being unfri endly an d refusing
to negotiate in their presen ce.

KINGMAKER LORE
Characters with rank s in Knowledge (nobility and royalty)
ca n resea rch the Kingmakers to learn more about the m.
\XThen a c harac ter makes a chec k. read or paraphrase the
following, in cluding the in formation from lower Des.

DC 10: Kingm akers are nothing more than high ly place d
advisors with delusion s ofgra ndeur.

DC 15: Peace, harm on y. an d the tru e expression of human
ideals all mo tivate th e Kingm akers, but at what pr ice?

DC 20 : Th e Kingma kers' tru e objecti ve is to place a mon 
arch of their choos ing on the th ro ne [0 govern -t he wor ld.

DC 30: The Kingmakers receive their order s from an
u nkn own source. No t even the ir sen ior memb ers have ever
ru et on e of the group's leaders.

KINGMAKERS
IN THE GAME

Rarel y do pe s have the cpportu ni ry or-cause to
interact directly with the nobility. and so you- 
wi ll find adding the Kingmakers to your game
is easy. Since few PCs are actually nobles, they
probab ly never knew the Kingmakers existed.
Furthermore, maybe the Kingmaker s have
just assigned one of the ir own ro the cour t of
a IDeal lord.

Player characters who join this organizatio n
probabl y have an int erest in int rigues and poll

tics. If a PC joins th e Kingmakers. be sure to
allow thar charac ter opport unities [Q exercise

his status,
Alt ernatively. lilt Kingmakers mak e useful

"cavalry" if th e pe s wind up over t heir hea ds. They
m igh t-have been watc h ing the pe s for month s or
years, and th ey aren't w illin g ro let th e characters'
po tential as future rulers be qu ashed by th e tempo
rary diffi culty or danger they face today.

ADAPTATION
Though the underl ying assumption is th at the Kingmakers
are a hum an organ ization, founded 10 advance humanity,
there's 110 reason this same organiza tion couldn't also se rve
among ot her races, such as [he dwarves, but any lawful soci
ety will do. You ca n also cent er t he group in a sin gle nation
or in OJ clus ter of sma ll na tions or ciry-srates. Ln this case, the
Kingmaker becomes a unifier, perhaps striving to gather
the var ious power gro ups to defend agatnsr an approaching
horde or magical threat

SAMPLE ENCOUNTER
Kingm akers ser ve in th e courts of lords rather than in the
heart of a du ngeon or in th e track less wildern ess. \'(Thent hey
oppose the PCs, th ey e mploy a number of tools 10 cont ain or
neutralize the ir enem ies, creating diver sions, misdirecting
their effor ts with wel l-placed red herr ings. An ene my King
maker is the spider in the center of [he web, rarely acting
overt ly and dealing with th reats from afar.
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VAULT OF

A fowcrumbling walls,eroded statues and columns, fi nd the
remnants of a few roads are all th at rema in of the Palace of
Princess Argen t. Years ago, a foul and alien sorcere r na med
A rik impr ison ed the lady and her be loved cham pion beyond
time and space , and c ursed [he place. Serving the dark
spellcasrerwas a despicable man named Catharandnrnus who
worked ro bring his master in to [he M ate rial Plane. Though
a group of bold adventurer s thwa rte d t he curse, freed the
princess and her knigh t, and put an end [Q [he spe llcas rer's
evil, the palace never recovered , nor did the lands aro und it.
Ove r th e decades since, earthqu akes , rains, and time took
their toll, leaving li tt le but a pile of rubble an d a passage
into a h ill on wh ich the palace once stood as evidence that
any th ing ever stood here.

lit tle rem ain s of interes t ro most travelers, bu t the site still
holds manyof the palace's or ig ina l guard ians, to say noth ing
of rhe crea tures claiming dry sec tions of co r ridor and old
rui ns. O n occa sion, some grou p of explorers exam ines the
place, explores a bi t)bur soon gives up after find ing n othing
for its efforts. However.something does remain- somet hing
valuable to those with an in teres t in tr uenames.

Ca rharandamus knew the power of n ames. A dabbler in
tr uen amin g h imself he bec am e paranoid abo ut his own,
fearing exploi tatio n at the hands of his enemies shou ld h is
name fall in to their hands.ln the dark days before the heroes
liberated Arge nt , Carharan damus stored some of his no tes
inside a bidden vault to wait him wh ile he worked to release
Ank. But befo re he could bring h is maste r through , he fell
to the swo rds and spe lls of Argent's libe rato rs.

Cat harandamus did no t res t fo r long; Arik punishe d h im
fo r his failu res. Arik ani mated the dead cleric, condem ning
him to live a path etic existence as a ghou l until suc h tim e as
someone consigned h im to oblivion . For years, Carharanda
mu s haun ted the palaces ru ins, h id ing from large parties and
preying on sma ll on es to feed his insatiable hunger. Th rough
it all , he maintained h is fear about his nam e, so be spends
mos t of his time in th e vault wi th h is notes, comm itred to
protec ting them for etern ity.

The walls and floor inside rhe h ill are all crac ked masonry
on top ofhew n srone. All locanons are dark unless ot herwise
specified .Th e air,whil e stale, is clean and breathable.Marked
doors are all wooden and unlocked. Secret doors are s tone
and locked (Open Lock DC 28).

The followi ng locat ion s are advent ure sites that focu s on
truename magic. Each location is fully de tailed, but no
specific adventu re hooks or plots are include d, so you can
use each as you see fit.

TRUENAME MAGIC
ADVENTURE SITES

EL 10: Count Religard serves in the cour t ofa notor iously
good duke whose family has a storie d hi story of jus t rule
and valor for gener ations. As the advis or to the du ke's now
flowering daughter. Religa rd scree ns he r suito rs, hopin g
to find a match useful to the Kingmakers' plans. Secret ly.
however, he works to unravel an alli ance long held between
the duke and the neighboring elf nation, plot tin g to stan a
war to eliminate a par ticular family lin e believed TO become
a problem in fu ture gen erations.

"Rhelmao'gha triIlea l'zallrekluk!"

-Uttera nce of seize item,
delivered by Venadri I, the Usurper,

to claim the Crow n of Serpe nt s

Abilities Str 18, Dex 8, Con 12. Int 14, Wis lo, Cha 16
SQ knowledge focus , known persona l truename
Feats Combat Casting, Combat Expertise' ', Improved

Disarm ", Improved Initiat ive, Iron Will, Negotiator,
Quick Draw", Skill Focus (Trues peak), Truename
Research- "
«New feat described on page 229

Skills Concentra tion +5 (+9 speaking defensively),
Diplomacy +10, Gather Information +8, Int im idate +11,
Jump - 6, Knowledge (local) +9 (+13 true name
research). Knowledge (nobility and royalty) +12
(+16 t ruename research ), Ri de +6, Sense Motive +2,
Truespeak +23 -

Poss essions combat gear plus +2 breastplate. + 1 heavy steel
shield, +1 battJeaxe. masterwork longbow with 30
arrows, cloak ofCharisma +2, gauntlets ofogre power,
lesseramulet ofthe silvertongue~:, ring of protection + 1
*New item described on page 263

AC 20, touch 10, flat-footed 20
hp 56 (10 HO)
Fort +7, Ref +2, Will +8

Speed 20 ft. (4 squares)
- Melee +1batt/eaxe +13/+8 (l d8+5/x 3)

Ranged mwk longbow +8 (l d8/ x3)
Base Atk +8; Grp +12
Atk Options Combat Expert ise, Improved Di sarm
Combat Gear 2. potions of cure modera te wounds
Utte rances Known (CL 6th):
Lexicon of the Evolving Mind

3rd-moderate word afnurturing
2nd-hidden truth, perceive the unseen, strike of might
1st- defensive edge, knight's puissance

Lexicon of the Crafted Tool
l st- f artifyarmor

- COUNT RELIGARD CR 10
Male human fighter 4/ truenamer 6
LG Medium human oid
Init +3; Sen ses Listen +0, Spot +0
languages Common, Draconic, Giant
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1. ENTRANCE HALL
From the twist ed gote rusting on the groun d, it 's cleor thai a
portcullis once barred access to thisarea. Up to a few feet inside
the mouth ofthe tun nel, gross reclaims :heJ1oor. About 40fee:
in, on eithe r side ofthe fo r wall, stan d two mo re twisted gate s.
snapped and curled as ifsome terror bulledits way through them.
Beyond. corridors extend off into darkness. Old wooden doors
stand on either side oirkis room.

The doors are in bad shape,warped and split,but they remain
stan ding th an ks to stu rdy hinges. Flagstones cover the 1100r,
though few are whole; old roots and the earthquake th at
open ed a rift in side the hill (see area 12) shattered [he rest.

A chara cter looking for tracks who succeeds on a DC 20

Survival check notes a single set of tracks heading south ou t
th rough the south eastern gate.These tracks belong 10 Cathar
andamus. but a successful Sur vival check onl y reveals that
they were made within the last day by a humanoid-shap ed
creat ure. Otherwise rhe room is quiet and emp ty.

ref; who succeed on a DC 20 Search check in th is area
di scover a false section of wall, cu nni ngly concealed by the
palace builders decade s ago. Depressing a pressure plate near
the edge of the door causes rhe door to slide back to reveal a
small room (are, 4).

1A. DEAD EN D
This short corridor ends abruptly overlooking a huge rift
inside the h ill .The lower reaches of the chasm are filled wi th
ink ydarkne ss,emanating up from the Plane of Shadow. For
more de tails on the chasm , see area 12.

2 . EAST ROOM (EL 2)
Old rats' nests and strands ofspiderwebsfill this room . Hanging
from the webs are smafl cocoons holding, perhaps , dead rats.
Worse, hanging in one corner is a big ball of spider silk and
somet hing seems to be struggling inside. On the fa rwall, 0 broken
leverj uts out ofa slot, the handle long since lost.

The lever once opened and shur the from por tcu llis. One
round afte r the PCsopen the door, the big ball of sil k bursts,
spill ing out a swarm of spiders that want not h ing more than
to feast on the pe s.On the next round, a Medium mons trous
spider-the mother-unfolds from the ceiling and jo ins her
young. The spiders pursue fleeing pes th rough the dungeon,_ _
btu not outs ide it.

l f the PCs defeat the spiders and search the room, they find
a larger bu ndle of spider silk with a successful DC 15 Search
check. Inside is the corpse of nil ndvem urer.Most of his gear
rotted away long ago, bur a few items of inte rest remain. On
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t he corpse , th e PCs find 3 sunrod ,a maste rwork shorr sword,
and one application of oj( ofblessweapon.

Spider Swarm (1): hp 9;}vfM 239.
Mediu m Monstrous Spider If ): np 11; ,"1M 288.

3. WEST ROOM (EL 2)
This dusty room holds little more than bones. On thefor wof! is
a broken lever, juttingout from a dark slot. Four lengths ofchain
hangfrom a ring spiked in the waifabout sixfeet from thefl oor.
Beneath them is a pile of broken bones.

I f the PCs enter this room , the heap of bones stirs, revea lin g
th e in hab irant: the skeleton of a long-dead og re.Th e skeleton
ri ses up from the floor and att acks .

OCRE SK ELETON CR 3
NE Large und ead
Init +3; Se nses darkvision 60 ft. ; Li s te n +0, Spot +0

AC 11 , touch 9, flat-footed 10
hp 26 (4 HDI; DR 5fbludge on ing
Immune cold
Fort +6, Ref +0, Will +1

Speed 30 ft . (6 sq uares)
Melee 2 claws +2 (l d6+51
Space 10 Ft.: Reach 10 ft.
Base Alk +2; Grp +11

Abilities Str 21, Dex 10, Con - , Int - , Wis 10, Cha 1
SQ undead tra its
Feats Improved Ini tiat ive

4. SECRET ROOM
A thick layer of du st blankets ever yt hing in rhi s chamber.
Inside are two masterwork chain sh irts, a ligh r stee l sh ield. a
longsword , a light crossbow, and a case with to masterwork
bolts. O therwise, th is room is empty.

5. GREEN SLIME (EL 4)
The door to this room is open . Inside, a colony ofgreen slime
(DMG 76) grows on the ceiling. Dollops of goo stand on the
floor, quiveri ng as they digesr a few hapless rats. The far
left-han d corner of th e room holds the remai ns of a former
adventu rer, now green slime food. His t l lollgsll'Oni rem ains
mi raculously intact and still gr ipped in the corpse 's rotting

hand.

6 . STOREROOM
Th is sm all room features dusty shelves along rh e south and
west walls.The rema ins of wooden crates now serve as rats'
nests, ev idenced by the holes in bases of the boxes. I f the PCs
di sturb the crates, a swarm ofrats boi ls out 01" th e nests.Th is
room is othe rwi se emp ty.

Rat Swarm (1): hp 9; MM 239.

7. ANTEROOM (EL 3)
The door to this room is locked with a poor and rust y lock
(O pen Lock DC 20). Inside is a semici rcular room wi th an
alcove in t he ce nter of the eas t wall. Two statu es, seemingly
crea ted fro m solid cr ysta l, fill th e alcove. Beyond them
stands an old door . Anor he r door stands closed on the
southwestern wall.

The statues are actua lly guard ian constru cts. They attac k
as soon as anyone en ters [he room.

CRYSTAL STATUES (2) - C R 2
N Mediu m constructs
lnit +0; Senses Listen - 5. Spot-5

AC 14, touc h 10, flat-footed 14
hp 31 (2 HD); Hardness 8
Fort +0, Ref +0, WiII - 5

Speed 30 ft. (6 squares)
Melee slam +2 (l d6+1)
Base Atk +1;G rp +2

Abilities Str 12, Dex 10, Con -, Int -. Wis 1, Cha 1
SQ con str uct traits

8 . FOUNTAIN ROOM (EL 1)
Against the east wall stands 0 smal!fountain. Long dried up,fift h
and dust coat the bottom . Torn tapestrieshang along the north
wall, and to the south, a f ew scraps of colored fabric suggest
anotheronce hung there. Thefl oor isfi lthy, consistingof a mixture
ofgrit, dried mud, excrement, and tuf tsoff ur. A doorstands closed
on the northeastern cornerof this otherwiseempty room.

The damage to (he tapestries is roo ex tens ive for the likes of
a mending spe ll to repair. The no rthern door opens reward
rhe pe s, trigge r ing a cr ude [rap.Tiecl lOthe ha nd le is a string
connec ted (Q a crossbow [rigger. \'{lhen open ed, th e door
pu lls the s tring and triggers the trap.

Crude Crossb ow Trap: CR L; mechanica l; TOuch trigger
(pull ing the door); manual reset; Ark +10ranged (JdS/19- 20,
bo lt); Sea rch DC 20 j Disable Device DC 20.

9. COLLAPSED HALL
This short haJJ runs to the north where it ends in a rubble-fj(fed
corridor. Situated right in f ront of the door to the south is 0

crossbow mounted on Q tripod. A case with nine bolts lies on the
floor next to it. Though dirty, the hall ;s empty.

A character looking for tracks who succeeds on a DC. i5
Su rvival check notes Ioorpri m s in th e dust all over this
area. As with area 1, a successful check reveals the}' belong
to one humanoid-shaped creatu re, and [hat they were made
wi thin rhe last day.

A secret door is co ncea led in [he east wall. A cha rac ter
who succee ds on a DC 20 Search check finds a burton that
ope ns th e door. If the PCs n-igger rhe trap (see area 8), have
Cathara nda mus make a DC 12 Listen check. If successful,
it hid es behi nd a statue and att acks the first character who
enters the room.

'.



against the south wall, though the bricks and debris inside
suggest the chi mney collapsed. A door stands in the center
of the west wall.

Charac ters exami ning the shelves who make a success ful
DC 20Search check uncover a sho rt treatise on truen aming
that includes the personal truenames of achai n devi l,a babau
demon, and a succubus.This text is worth 50 0 gp to someone
intere sted in tr ue- names (such as a member of the Collec tors
of the Lexicon; see page 270). Ot herwise, th is room is empty.
The door on the oppos ite wall opens to a huge rift created by
an eart hquake that leveled most of the palace. A charac ter
who succeeds on a DC 10 Listen check at th e door hears the
sou nd of whistling wind.

Speed 45 ft. (9 squares) , climb 30 ft .
Melee bite +4 (l d4 - 2 plus poison)
Base Atk +0; Grp-6
At k O ptio ns poison (Fort DC 10, 1d3 St r/1d3 St r) , s hadow

blen d

AC 14, touch 14, flat-footed 11
hp 1 (4 H D)
Resist cold 6. evasion
Fort +2, Ref +3, Will +0

The rift is a planar tear, a place where the Plane of Shadow
touches the Materia] Plane. This ri ft connec ts to Night
crawler Chasm. If one were to fall down the rift, he wou ld fall
through into th e Plane of Shadow, falling up Nightcrawler
Chasm unt il the pull of gravity changes h is momentum,
causing hi m to fall back into the Rift. Thanks to the un usual
nature of the place, a falling character never slows, and unless
some outside force acts on him, he falls forev er, slipping
bet ween the Plane of shadow and the Material Plane. The
shadowbars roosr!ng at Nighrwarch know this and occasion
ally swoop down for a quick meal.

Lurking on the walls just out of sight are three small
monstrous shadow spiders from the Plane of Shadow that
crossed over in hopes of betrer hunting. characters spending
more than 3 rounds ex ploring the rift attrac t the attent ion
of these horrors.

SMALL MONSTROUS SHADOW SP IDERS (3) CR 2
N Small magical beast (augmented, extra planar)
Init +3; Senses darkvtsion 60 ft.. low-light vis ion; Liste n +0,

Spot +12

12 . THE RIFT (EL 5)
Beyond the door is Q huge rift that travels north and south fo r
hund reds off eet. Seem ingly bott om less, a cold wind blows up
f rom below. Worse, inky darkness douds all vision, tu rning to
absolute blackness just a f ew feet below the door.

Abilities Str 18, Dex 16, Con -r-'. Int 14, Wis 17, Cha 14
SQ undead traits
Feat s Ability Focus (paralys is), Multiatta ck
Skills Balance +8, Climb +9, Conce nt ration +5, Hide +8,

Jum p +9. Knowledg e (religio n) +5. Move Silen tly +8 ,
Spot +8, Truespeak +9

Possessions lesser amulet of the silver to ngue*, ring of
protection +2
* New ite m de scr ibed on page 263

Speed 30 ft. (6 sq uares)
Melee bite +7 (l d6+4 plus paralys is) and

2 claws +5 (ld3+2 plus pa ralys is)
Base Atk +3; Grp +7
Atk Option s ghoul feve r (DC 13, 1 d ay, ld 3 Co n and

l d 3 Dex), paralys is (DC 15), rebuke undead 51day (+2,
2d 6+5, 3rd)

Cler ic Spells Prepared (Cl 3rd) :
2nd-death knell (Cl 4t h, DC 15), desecrateD(Cl 4th),

sound burst (DC 15)
1st- divine fa vor, doom (DC 14), prot ection from goodD

(Cl, 4th), shield affaith
O- detect magic, guidance, read magic (2)
0 : Domain. Deity: None. Domains: Chaos, Evil.

AC 17, to uch 15, flat -footed 14
hp 32 (5 HD)
Resist +2 turn resistance
Fort +3, Ref +4, Will +9

10. THE VAULT (EL 4)
This room holdsjour ofd and chipped statues. Each isofthe same
hum an girl, arranged in diff erent poses. One kneels reachingout
as if to pet a small animal, another skips, the third has her
stretching her arms over !'ler head. while the last depicts her
curtseying. The room stinks of ash andfire 0 1011g with darkerand
more sinister sme/ls. Bones-mostly rat b{~t some humanoid
fo rm a pile underneath the statue ofthe girl kneeling, making it
seem like she is reachingf or Q bone.

_ C AT H ARAN DAM US C R 4
Male ghou l cle ric 3
CE Medium undead
Init +3; Senses darkvision 60 ft.; Listen +3, Spot +8
Aura moderate evil
Languages Commo n, Abyssa l, Unde rcommo n

This is the lair of the despicable creatu re Carharandamus.
+-- Hidd"er'l here- tr fears someone wil] discover its truen ame

and thereby gain power over it. Worse, it has been cursed
with und earh, so it suffers from an insatiable hunger. If it
succeeded on the Listen check (see urea 9), it attacks the
lead charac ter from behind the nearest statue. Otherw ise,
it sh rieks with sur prise and hastily begin s to cast de5t'Crall.'

before attack ing.

,.
!
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11. LIBRARY
Shelves cover all four walls of rhts room, though all are
empty, their contents having long given way to rats and
worm s. A few tables and chairs are arranged haphazardly,
some tipped over, others broken. Also, blobs of wax and a
few broken candles cover the floor. A filthy fireplace stands

Abilit ies Str 7. Dex 17, Co n 10. Int -, Wis 10, Cha 2
SQ vermin traits
Feat s Weap on Finesse"
Skills Climb +11 . Hide +6 . Jum p +8 . Move Silent ly +9,

Spo t +12



Shado w Blend (Su) In any cond itions other than full
daylight. a shadow creatu re can disappear int o th e
shadows, giving it total co ncealment. Artificial
illumination , even a light or continual flam e spell , does
not negate this ability. Adaylight spe ll. however, will.

13. ISOLATED ROOM
Th e on ly way [0 reach this room is 10 somehow cli mb across
the face of rhe chasm (DC 20 Climb check). The orig inal

purpose of this room is long forgotten, concealed now by
the h eaps of rubble and debris that spilled down wh en th e

eart hquake sh ook the palace. A rho rou gh searc h or th e

rubble uncovers a stash of 453 gp. a dented silver chalice
studd ed with chalcedony stones wor th 150 gpoand a scroll
ordiltll'llsiOIl door.

14. SANCTUARY
The door to this room is locked and requires a successful DC
20 Open Lock or DC 25 Streng th check ro ope n.

Inside is a square room, eerily preserved all these years,
containing adeskand chair,a pair ofbookcases,and an ornate

candelabra with six far purple ca ndles. The de sk drawers are

allempty, as are the shelves in th e bookcases. The ca ndelabra

is worth 120 gp and the cand les are ord inary cand les .

Ca rh arandamus discovered thi s door wns lock ed and

couldn't ope n it , so he left it alone , The pes cnn rest he re

witho ut fear of be ing at tacked.

15. SHATTERED SHRINE (EL 3)
The door to this room is open. Though th e roo m's or ig in al
fu nc t ion has bee n lost {Q rime and the destruction wreaked

by rh e earthquake, it is now the lair of a pa rti cularly nasty
wererat named Co rbus. who fled (Q these ru nnel s when th e

people of his vi llage rurned agai nst him. He has an uneasy
tr uce with Ca rha runda rnus, and so long as Corbus re fra ins

from hunting in rh e gho u l's rerrtrory. rhey get along.

This room is filrhy, even by wererat stand ards. Rubble and
debris mix with excre ment an d th e remai ns of old me al s,

Scraps of c lorh , weap onry, and coins litt er rhe place . If the

PCs stumble into th e room: Corbus att acks. If reduced ro

h alf hi t points or less, h e changes into h is di re ra r for m and

scrambles down the side of th e cliff unril th e PC s leave ,

C O RBUS (H UMAN FORM) CR 2
Male wererat rogue 1
CE Med ium humanoid (human, shapechanger)
fnit +2; Senses low-light vision, scen t; Li sten +10, Spot +10
languages Com mo n, Halfling: rat em pathy

AC 16, to uch 12, flat-footed 14
hp 11 (2 HD)
Fort +3 , Ref+6 . Will +7

Speed 30 ft. (6 squares)
Melee mwk dagger +3 (ld4 /19-20)
Base Atk +0; Crp +0
Atk Options curs e of lycanth ropy, disease (filth fever-DC 11,

l d3 days , l d3 Dex and 1d3 Con), s neak att ack +l d6

Abilities SIr 10, Dex 15, Co n 12, Int 13, Wis 16, Cha 8
SQ alte rnat e form , trapfi nd ing
Feats Alertness, Dodge, Iron Wille, Weapon Finess e"
Skills Balance +6, Bluff +3. Climb +5, Disguise +3, Hid e +7,

Jump +4, li sten +10, Move Silent ly +7, Search +5,
Spot +10

Possessions Leather armor, mas ter work dagger

CORBUS (D 'RE RAT FOR M) CR 2
Male were rat rogue 1
CE Small humanoid (human. sh apechanger)
Init +5; Sen ses low-ligh t vis io n. scent; Listen +~o. Spot +10
Langu ages Common, Halfling; rat em pat hy

AC 19, touch 16, flat-footed 14
hp 11 (2 HD) ; DR 10isilver
Fort +4. Ref +9, Will +7

Sp eed 40 ft. (8 squa res) , climb 20 ft.
Melee bite +6 (ld4 plus disease)
Base Atk +0; Crp -4
Atk Options curse of lycanthropy, disease (filth fever

DC 12, ld3 days, 1d3 Dex and ld3 Con) , sneak attack
-iss

Abilities Str 10, Dex 21, Con 14, Int 13, Wis 16, Cha 8
SQ alternate form , t rapfind ing
Feats Alertness, Dodge, Iron Wi1l 8 , Weapon Finesse"
Skills Balance +9, Bluff +3. Climb +13, Disguise +3, Hide

+14. Jump +4, Listen +10 , Move Silently +10. Search +5.
Spot +10

CORBUS (HYBRID FORM) CR 2
Male were ra t rogue 1
CE Medi um hu mano id (hum an , sh apechanger )
Init +5; Senses low-light vision, scen t; Liste n +10, Spot +10
l anguages Common, Halfling; rat empa thy

AC 18, to uch 15, flat- footed 13
hp 11 (2 HD) ; DR 10/silver
Fort +4, Ref +9. Will +7

Speed 30 ft. (6 squares)
Melee mwk dagger +6 (ld4/ 19-20) and

bite +0 (l d4 plus disease)
Base Atk +0; Crp +0
Atk O ptions curse of lyca nth rop y, d isease (filth fever

DC 12. ld3 days , 1d3 Dex and ld3 Con) , sneak attack
-ias

Abilities Str 10 . Dex 21, Con 14, Int 13, Wis 16, Cha 8
SQ alte rnate form . t rapfind ing
Feats Alert ness , Dodge, Iron WillS, Weapon Finesse"
Skills Balance +9, Bluff +3 , Climb +5, Disguise +3, Hide

+10, Jump +4, Liste n +10. Move Silentl y +10, Sea rch +5,
Sp ot +10

16 . SUNDERED HALL
Th e corridor turns to th e we st , bur after jus t a few fee t, th e

bottom fall s away in to th e d ark rift. A shadowy darkness

fill s the ch asm in all direc tions. Across rh e gap, the corr idor
co nt inues for a few more fee r before endi ng in a cave- in , O n

th e opposite side are a few bones and broken weaponry, \X' ith
a sear ch of the rubble (Search DC 20) a ch aracter ca n find a

+1 short sll'ord lefr by the o rigin al guards of rh e palace.
For more informarion on th is r ift , see area 12.



the carnage ended, all that remained of the citizens' excesses
were the shrine and its oracle.

If the c haracters need ro learn some piece of vi ta l infer
marion for th e campaign, or the y seek to uncover a new
Truesp eech element, the Shrin e of Carh-Mal can be a useful,
if nor strange, adven tu re site. pe s who show respect for the
oracle can learn wh at the y wish , usuall y through I,sionil
divintllioll or contactotlter pIntle, for the price of th e spell (see
page 129 of the Player's l-{(I Jli{boo J~ for pricing). However, a
show of disrespect causes the oracle and her minion s to rise
against intruders. reveali ng the true horr or laying beneath
the ra~ade of an unusual, bur seem ingly harml ess, diviner.

A succ ess fu l DC 12 Knowledge (architecture and engineer
ing) check reveals rhar the columns don't actu ally support the
roof and aren't even secu red in place. If the pesexamine rhe
columns in detail and succeed on a DC 25 Search che ck, they
see faint and distorted lines th at make the pillar resemble a
wom an wi rh a sword .

Astute characters m igh t realize that the colu m ns are actu
ally creatures, caryat id columns thai pro rect th e shrine from
unwelcome guests. An)' attempt to brea k down th e doors
or deface rhe shri ne causes the caryatid columns to change

1. ENTRANCE (EL 10)
A short set of stairs leads up to a pair ofcarved wooden doors.
On the doors are reliefs ofballs rotating around afiery orb. Four
columnsofwhite stone supporta roofcarved with the same decor
as the doors.

SHRINE OF CArH-MAL_ _ _ _ _ _ _ CEL...1.Ol
In the ru ins of 3 11 anci en t city. its name long lost, stands a
single int act struc ture: the Shrine of Ca th-Mal. All around
lie crumbling columns and the collapsed remains of the
city's past glo ry, irs only testament [Q former g reatness thi s
un usual shr ine. Few scholars know much about the shrine,
though many truenamers have heard legends of ir. These
sto ries stare th at an oracle dwells inside who can speak with
the gods, with an uncan ny kn ack for di vu lging inform ation
usefu l ro users of truename magic.

Oddly, th oug h she is an icon in truenarne lore, Oracle
Cath-Mal is nor herself a truenamer, no r arc h;;' arrendanrs.
In fact , the only associat ion tha t the Shrine has [ 0 truename
magic is tha t Oath-Mal is skilled at plucking elements of
Tru espeech [rom the ether. Worse j th e oracle is a madwoman,
a relic of th e distant past waIlowing in the cause of her city's
death,and con demned to live for all tim e in the company of
mad crea ture s from beyond th e realm of space and tim e.

The ruined Cityholding theshrt ne collapsed under the weight
of its ow n sin . Th e alienis ts who ruled th is place frequently
touched adistan t plane called the Far Realm in an effort to learn
the secrets of rhe universe. As a result of their meddling, th e
citizens developed bizarre psionic powers,dabbled in forbidden
arts,and conjured terrifying horrors from th is strangeand mad
dening plane.Eventually,the populace,in acase of mass insanity,
tu rn ed on itself.The citizens bu tchered one nnother to appease
whatever dark god lived beyond the rea lm ofdreams. When

,
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T he oracte Gafb·~'I1a' is as im am! as sh~ isgrotesque

2. ORACLE'S FANE
Assum ing the pes knock first,an acolyte opens the doors and
welcomes them in a quaver ing voice, invi ting them to ente r.
The red-robed atte ndant leads them int o a larg e hall , tiled in
marble w ith four columns of fier y energy that [Tavel from
floor to ce ili ng. Ha lls lead OUt from [h is cent ral chamber to

the west,n ort h , and east . Dominating the center of th is room _
is a pillared dais with th ree shon steps leading up on all sides.
Ove rhead, the ceil ing rises about 30 feel before ending in a
painted dom e depict ing stars 0 11 a field of mid night blue.
Though sru n niug. [he scene is sinis ter, as ifsomething dark
and in sane lay amid the sparkling tapest ry above.

Break Weapon (Su) Whenever a creature strikes a caryatid
column with a mele e wea po n, the weapo n must
succeed on a DC 13 Fortitude save or break and beco me
usel ess, de aling no da ma ge to the colum n. A magic
wea po n uses eit he r the wielde r's save bo nus or its own,
whichever is better.

Nonmagica l ranged weapons automatically shatter
upon hitt ing a caryatid column, de aling no damage.
Magic ranged weapons rece ive a DC 13 Fortitude save
to resis t this effect.

Column Form (Ex) A caryatid co lum n can assu me the for m
of a column as a free ac tion, once pe r rou nd.

AC 22, to uch 13, flat-footed 19
hp 53 (6 HD); Hardness 8
Fort +2, Ref+5, WiII - 3

Speed 30 ft. (6 squa res)
Melee +2 bastard sword +12 [l dl O+9fl9-20) and

sla m +4 (l d4+2)
Base Atk +4; Grp +9
Atk Option s Improved Sund er, Powe r Atta ck

Abilities Str 20, Dex 16, Con - , Int 6, Wis 1, Cha 1
SQ break weapon (DC 13). column form , cons truct traits
Feat s Improved Initiat ive, Improved Sunder, Power Attack,

Weapo n Focus (bas tard sword}"
Skills Diplomacy -3, Sense Motive +4
Possessions +2 bastard sword

form s and att ack the churac ters. Otherwise, the colum ns
ign ore all visitors. For more informati on on these creatu res,
see page 30 of FietltlFolio.

I f th e pe s k nock on the doo rs, au atte ndant opens [he
do ors in td+ rou nds. If the pe s rry to ente r urunvired, [he
caryatid columns att ack.

CARYATID C O LUMNS (4) C R 6
N Medium construct
Init +7; Sen ses Listen -5 , Spot -5
Lan guage s none



Speed 20 ft . (4 squa res )
Melee una rmed stri ke +2 (l d3-4 no nlet hal)
Base Atk +6 ; Grp +2
Atk Options Overcha nne l, precognition
Sorcerer Spells Known (Cl 10th):

Sth (4f dayj-contact other plane
4th (6fday)-locate creature, scrying (DC 22)
3rd (7jday)-c1airaudiencejclairvoyance, summon

monster 11/, tongues
2n d (7fday)-detect thoughts (DC 20),jox's cunning,

locate object, scorching ray (+6 ranged to uch)
1st (8fday)- charm person (DC 17) , disguise self magic

missile, shield"j", unseen servant
o (6fday)-arcane mark, detect poison, detect magic,

ghost sound. light, mage hand, message, open/close,
read magic

-j"A lread y cast
Power Points/Day: 94; Powe rs Known * (M L 9th) :

5th-powerresistance-j", psychic crush (DC 20)
4th-aura sight, death urge (DC 19), psionic divination,

remote viewing-(DC 19)
3rd-dispeJ psionics. eradicate invisibility (DC 18), f ate

link (DC 18), energy retort!"
2nd- clairvoyant sense. ego whip (DC 17), mass missive

(DC 17), obj ect reading
1st- attraction (DC 16), call to mind, distract (DC 16),

precognition-i-, psionic daze (DC 16)
*All powers desc ribed in Expanded Psionics Handbook
-j"A lready manifested ; the o racle typica lly ch ooses

e lectricity for he r energy retort

Abilities Str 8. Dex 10, Can 18, Int 20, Wis 7, Cha 22
SQ d iscipline (dairsent ience), su mmon fam iliar (non e)
Feats Closed Mind *, Fo rce ofWill*. G reater Sp ell Focu s

(divination), Host ile Mind*, Iron Will, Overchan ne l*,
Spell Focu s (divinat ion )
*Feat s describe d in the Expanded Psionics Handbook

Skills Autohy pnos is- +8, Bluff +13, Conce ntra tion +22.
Deciph er Script +11, Diplom acy +8 , Disgu ise +6 (+8
acting in character), Intimidate +16, Knowledge (arcana)
+21. Knowledge (psionics)* +20, Knowledge (th e
plane s) +8, Li ste n +6, Psicraft* +18, Sp ellcr aft +20,
Spot +6
*Skills described in th e Expanded Psionics Handbook

Possess ions ring oJprotection +2, major ring offi re
,esistance, amulet ofnaturalarmor+3, bracers of armor
+3, cloak ofCharisma +2, cognizance crystal (5 pp ),
crystal mask ojlanguages (Abyssal, Draconic, Ce lestial.
Infernal, Sylvan), dade of energy stun (co/d) (22 charges)

AC 22, to uch 13, flat-footed 19
hp 84 (13 HD)
Resist fire 20; PR 21
Fori +8, Ref +4, Will +12

GATH -MAl CR 13
Fem ale huma n sorcerer 4f see r* 3/ cere bremancer* 6

«Classes descr ibed in Expanded Psionics Ha/1dbook
CN Med ium hu mano id
fnit +0: Senses Listen +6, Sp ot +6
Languages Commo n, Dwarven , Elven, Gn om e, Go blin ,

Halfling

- Reversed utterance of tempo1'l11twi st,
delivered by Khetarin against

Thorassk th e Itch-king.

This is the oracle Carh-Ma l, a powerful psion and divi ner
driven ro mad ness by [he vision s she ha s seen over the years.
She never speaks, insread cornmuuicating telepath ically.
\'{!hen rhe attendant leads the pe s to the step s, he instr ucts
rhem ro open their min ds an d accept the presence of the
oracle so she can divine the ir futures. Before she meets any
group, the oracle prepares by cast ing and man ifest ing some
defensive spells and powers.

Surrou nding th is grotesque creature are nineteen col

um ns, each carved ro depict some horrifi c ot he rwo rldly
__cre ature. \X"'hile int im idatin g, these columns are not crea

tures, although a character who in spects th em and succeeds
0 11 a DC 25 Knowledge (the planes) check correc tly idenrt
fies th e creatures in the colum n as wystes (see page 200 of
l\"fol1ster Mallual II).

If the pes have corne for in form at ion, th e att endant stays
close, protecting the oracle. c harac ters C,111 benefit from
any spell or power she knows usin g pricing as described on
Table 7-8: Goods an d Services (PH ( 28). Th ey need not pal'

in gold; th e oracle accep ts items, gems, an d an objects of
eq ual val ue .

Shou ld the PCs attack , the oracle man ifest s p OV,'eI'S find

casts defensive spells until the rest of her att endants arrive
from area 5, which takes Id 3 rou nd s. O nce the at tend ants
join th e fight, th ey cast off their cloak s, revealing th eir
mon strous forms. At least on e attendan t tri es to grapp le a
PC and fo rce he r into one of th e pilla rs of quintessence (see
area +). O nce a combat beg ins in [he sh rine , th e in habitants
fight to the dea th.

3. ORACLE (EL 12)
Situated on the dais is a great f at woman, covered in dirty rags.
Herdrooling mouth is slackandf uffof rotting teeth. Hereyes roll
about in her head and weep a viscous yellow[tuid, running lines
through the grime on her face. She stares up at the dome
overhead, as ifpondering the secrets therein. Queerly, centipedes
crawl 01/ overherbody,Jeasting on the cast offbits of f ood lef t by
careless attendants.

"Brit11 0II etcI-l1ooI'lldana'·
sflekelvanaayuoton(lytl1ee!"



4. PILLARS OF QmNTESSENCE
(EL 6 OR 10)

Rising from floor to ceili ng are what seem to be co lum ns of
pink liquid flame.Though opaque.c lose'exaruina tlon (Search
DC 20) of these pillars reveals the presence of an enormous
shifting worm-shape swimming through the ceili ng and
emerging again from the floor. On the floor and ce iling are
permanent glltcS to the Far Realm (seepage 2LI of ~\ I{1I111a l ofllu'
NlII1CS),a plane outside the Great \\? heel cosmology and home
to horrors unimaginab le.Streams offiery ncld spill our of the
gilit'S, and swim ming th rough them are terr ible wysres.

Touching a column deals 4d r, point s of acid damage.
Ent ering a column deals 2od6 points of acid dama ge per
rou nd. \X/orse, the column carr ies an immersed characte r
lip through the ceiling and into th e Far Realm itsel f aft er
1 round- a mi nd-shatter ing experience indeed . A casua l
rouch attracts the at tent ion of t he wys re con taine d inside it,
causing it to leave the pi llar of fluid and arrack, O therw ise,

-,- I' he wys lcs are co nten t to sw im th rou gh the flu ids of th eir
homeworld on their insane jou rney to nowhere.

For more informarion on wysres, see page 200 of Ma/151t' r

MIHlUai ll.

ADVANC ED WVSTE CR 6
N Huge ab err ation (extra pla na r)
Inil . 5; Sen ses blin ds ight 120 ft. ; Li sten . 5. Spot +4

AC 18. touch 9. fla t· footed 17
hp 85 (9 HD)
Immune ac id
For t +8. Ref +6. Will +6

Spee d 10 ft. (2 sq ua res) , swim 40 ft.
Me lee 7 tentacle rakes +10 (l d6+6)
Sp ac e 15 ft.: Reach 10 ft.
Base Atk +6; Grp +20
Alk O ption s improved grab
Speci al Actio ns bite (Grp . 24, 1d6 +9)

Abilitie s Str 22 . Dex 13, Ca n 20. Int 1, Wis 11. Cha 8
Feats Alertness, Improved Init iat ive , Im proved Crit ica l

(bite), Im proved Nat ural Attack (te ntacle)
Skills Listen +7, Spot +7, Swim + 16

Bite lEx) If a wyste achieves a hold , it ca n at tem pt to bite
the grap pled ta rget on its next action with a success ful
grapple check (it receives a +4 bo nus on this gra pple
check, as ind icated ab ove) . lf it hits , it auto mati ca lly
deals the given damage each round unt il the gra ppled
targe t breaks the grapple, succ eeds on an Escape Art ist
check , or kills the wyste . It need not make more gra pple
checks to deal this da mage afte r the first ch eck. If th e
grapp le check fa ils , it drops the crea tu re it was
grapp ling. which falls prone in an adjacent square,

Im proved Grab (Ex) If a wyste hits a Large o r smalle r
opponent with o ne or mor e te ntacle a tta cks, it dea ls
tentacle dam age and ca n st art a gra pp le as a free act ion
wit ho ut provo king an att ack o f oppo rtunity. It rece ives a
+2 bon us on th e grapple check for each ten tacle that hit
beyon d the first.

5. ORACLE'S ATTENDANTS (EL 3-8)
Each wal l, exce pt the southe rn wall, features two rou nd
corr idors lead ing ro a sha rp bend and endi ng in the private
chambers of on e of rhc oracle's anenda nrs."One attendant
is always in area 2, seei ng to vis itors and the need s of the
or acle herself. Heavy hooded red rob es comp letely conceal
them. Beneath, they are tw isted car icatures of humans, being
pseudon atural humans drawn from (he mad vistas of t he Far
Realm .Tlieyartcnd the oracle beca use it is their mad duty. If
the oracle is rb rearened, (he pillars d lsrurbed , or if the pes
force entry int o th e shrine , the atte nd ants attack and figh t
ro th e death .

The cells keyed to thi s location are all ident ical. Th ey are
filthy places , filled wit h bon e frag r ne nrs and rotr ing flesh.
O range moss car pers [he ceilings and slippery slime coats
ever yt h in g.Th e air is put rid, filled with the stench of decay.
In the cen ter of each roo m is a pedestal hold ing a basin
of clean water, though of a weirdly brigh t blu e co lor, Th e

ped estals serve no purpose whatsoever.

A TTEN DANTS (6) CR 5
Male and fem a le pseudonatur al* hu man psyc hic warrior 4

<Tem plate descr ibe d in Complete Arcane and Lords oj
Madness

CN Medium outs ider (augmented huma n)
Init +5; Senses d arkvision 60 ft. ; Li sten +2, Spot +2
Languages Common

AC 15. touch 11 , flat- footed 14
hp 22 (4 HD); DR 5jmagic
Resist acid 5, e lec tricity 5; SR 14
Fort +5, Ref+2. Will +3

Speed 30 ft. (6 squares)
Melee mwk long sword +8 (ld8+4j19-20)
Base Atk +3; Gr p . 6
Atk Options Cleave, Power Att ac k, Psion ic Weapon, tru e

strike 1jday
Power PointS/Day: 9j Power s Known* (ML4t h):

2nd-wall walker
1st-burst, empt y mind, vigor
*All powers described in Expanded Psionics Handbook

Abilities Str 16. De. 13, Can 12, lnt 10. Wis 14. Cha 8
SQ alternate form
Feat s Cleave , Im proved Initiative , Power Attack", Psioni c

w eapon", Wea pon Focus (Io ngsword) '
" Fea t des c ribed in Expanded Psionics Handbook

Skills Auto hypnosis* +11, Con cen trat ion +8, Know ledge
(ps ion ics)* +9
*Skills described in Expanded Ps;an;cs Handbook

Possess ions mi thral sh irt, masterwork lon gsword

Alternate Form (Su) As a standard actio n, an attenda nt can
take the form of a grotesque tent ac led mass , tho ug h it s
abilities remain uncha nged . Othe r creatures take a -1
mor ale pe nalty on th eir attack ro lls against an attendant
while in this form .

'.J

,
•
t



-

Whether you swing steel or sling spells, you want to make sure your character
has what it takes to walk out of every enc ou nter with treasure and a tale to tell.

Inside Complete Divine, Complete Adven turer. and Complete Warrior,
you'll find the sruff of which legends are m ade.

Look for them at your favorite hobby shop or bookstore.

wizards.com/ dnd
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Dun eon Master
Leave your dice bag behind. For t!lis trek into the exciting D U N G EO N S & D RAGO N S@ world,
all you need is your imagination. Join Regdar, Lidda, [ozan , Mialee, and other familtar charac
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